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Mission Disks were not developed or produced by id Software. Spear of Destiny is o trademark of id Software. 

FormGtti Inc. 7641 East Gioy Road, Scottsdola, AZ 85260 (800) 263-2300 (005) 857-4141 
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You get it all. . . 

in the complete Spear of Destiny™ 
CD collection— enjoy the originoi 
ground-breaking virtual reality 
game, then conquer two brand 
new Nazi fortresses in two all- 
new missions. We include hint 
books for all three games, and a 
terrific game generator that you 
can use to make a variety of new 
missions for your enjoyment! 


Return to Danger. . . 

as an Allied commando, fighting 
your way into the enemy HQ to 
seize the prize that he must not he 
allowed to keep! Battle the best 
the enemy has to offer, taking the 
Spear from the megalomaniac 
Axis leader. See why its stunning 
first-person perspective, and dig- 
ital stereo sound made this the 
Game of the Year. 





WE WILL FIGHT 
IN the COOICIES. 


WE WILL FIGHT 
IN the COLESLAW. 


WE WILL NEVER 
GIVE UP. 



ANTENNAE STRAINING, the warriors raise the 
flag above the carnage. A stink bug lets a big one 
rip, and yet another falls victim to the horrors of 
chemical warfare. Welcome to Battle Bugs'.” 

With over fifty strategically demanding levels, 
you command the field of battle. On your IBM 
or compatible, plan campaigns and give orders 
to 22 different bugs — each with different 
tactical abilities and armaments — who will storm 
junk food targets like cheesecake, ploptarts and 



pimento loaf. While mental toughness and tactical 
savvy will serve you well, you must first visit the 
nearest retail store or call 
1-800-757-7707 to enlist 
your battle ready troops. 

Will your armada of 
spiders cross the cola lake in 
time to save the flag? Will 
the suicide run of a kamikaze mosquito take out the 
praying mantis? At what cost? What price victory? 

e SIcrii On-Unc.Inc. ELiiilc i<up i, i 
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“Leading horror adventure game of the year!” 

Chuck Miller, InterActive Gaming 

“Takes players on a heart-racing roller coaster ride of terror.” 

Russ Ceccola, Electronic Games 



An experience in terror like nothing ever 
seen or heard before on PC. 


r 



Phantasmagoria's stunning setting was 
created using the most advanced 
cinematography and computer graphics 
techniques ever for a computer game. 



The fate of a young woman rests in your hands 
in this shocking cinematic tour-de-force. 



SIERRA 



PRAY IT’S ONLY A NIGHTMARE 


ROBERTA WILLIAMS 

RUMmeORlA 




YOUR MISSION: 

You conirol the most agile racer knem to man as you fly tlowa the 2SS color, 3-D, polygonal- 
shadetl landscape at speeds where thoaght and action are one and mistakes are paid for In 
hlood! If you and your Trace Vehicle survive, use your bonus points to modify Its armor, 
firepower or speed to suit your style, then jack back Into the Net for another Run! 

In Oelta V, a new type nf Virtual Reality has been brought to the PC! 
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L6 12-09-2147 -17H34.48 

“So chummer, you want to know about runnin? 

“The Net’s the most dangerous cyber-dream 
you’ll ever have, 'cept it’s not a dream. You gotta 
be ruthless and quick, huggin’ the lattice like an 
Olthan lungviiorm on a Borlan alr-grazer. Once you 
jack In, it’s just you and your Trace. 

“Like I always said, Netrunnin’ is iike a drug, 
the speed gets you higher than a ’ject of Cephilene 
Blue, but a mistake’ll leave you deader than a 
jacked out stralghtllner. 

“That chum, Is as permanent as it gets . . .’’ 


NoMmal WiEW 


■GROTHANJHIR, ex-Netrunner. 


"s a Siaie af mind 


Currently Available on IBM PC 

VGA, minimum 386/33 processor (486/33+ really cooks!), minimum 
memory 59QK Ram, 2IVIB ElVIS memory and high density disk drive 
required. Supports: Roiand^'^, SoundBlaster and Gravis Uitrasound. 

Copyright© 1994 Bethesda Softworks. All rights reserved. Bettiesda Soflworks and 
Delta V are trademarks of Media Technology Limited. All rights reserved. 
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COMPUTER 



22 A ROLLING STONEKEEP GATHERS NO MOSS CGIFs Johnny 
Wilson braves the cataclysm ol T he Devastation, survives 
terrible Magicks, and meets with arcane Runecasters to find 
out ii' Interplay’s S'l'ONFKKKi’ really is the heir apparent to 
TTtt; LVvrd’s T'ai.i;. Our exclusive Sneak Preview considers thi 
full-screen role-j)laying Test, over two years in the making. 

26 ON-LINE GAMING GALORE With Cyberspace more acces.sible ai 
the time, on-line, multi-player games are finally getting the 
attention they deserve. The crack CGW editorial staff takes you 
on a whirlwind network tour of the latest and greatest games. 

36 MUD-DY WATERS What is it about Multi-User Dungeons that 
massages our collective unconscious? Mark Clarkson offers 
some answers, as we enter his fantasy text-adventure world. 

44 MARCHING TO CYBERIA Silicon Graphics Workstations and 
Hollywood talent continue to blur the lines between games and 
cinema. CGW\ Ken Brown and Mike Weksler go behind the 
screens for a look at Interplay’s Cyberia. 

ADUENTURE/ 

ROLE-PLAYING 

49 SCORPIA’S STING CGW’ a super-seer turns her x-ray eye to 
the mysterious pizza box containing Superhero League of 
Hoboken, the latest from the maniacal Steve Meretzky. 

56 SHADOW OF THE COMET Allen Greenberg hints of matters m 
to be spoken of, even by excellent voice-over actors within th 
Lovecraftian terrors of I-Motion’s new CD-ROM game. 

62 PSYCHOTRON Is there a conspiracy forcing Special Agent 
Charles Ardai to divide his time between exploration and 
investigation in Merit Software’s short-lived world? 

68 MIDNIGHT STRANGER Eden Maxwell picks up on a world of 
“virtual intimacy,” where characters ebb and How to the 
vagaries of a Mood Bar. 


ACTION 

82 TIE FIGHTER Once, in a galaxy not so far away, LucasArts 
ruled the stars with X-Wing. Jeff James is seduced by the dar 
side of the sequel. 

88 DARK LEGIONS SSI offers up the Black Sheep of the Archo 
Ultra family for shearing by our Dave Pyron, who finds the 
resulting garment somewhat of a loose but comfortable Fit. 

96 BREAKTHRU! Charles Ardai thinks this Tetris clone could 
use a bit more chip off the old block. 

100 SENSORY OVERLOAD Avoiding jagged graphic edges, Sgl. 
Chris Breen empties his semi-automatic word processor into 
this MacDOOM-wannabe. 


SPORTS 

106 GOOD TO FIRM Checking his stable of racing game 
thoroughbreds, Johnny Wilson expects this entry to come froi 
behind. 

1 10 PRO LEAGUE BASEBALL Our pitching coach, Jim Gindin, 
spends a simulated season with this game, only to find that it' 
out on strike. 




SIMULATIONS 


119 BOGEY’S BAR & GRILL Even with a virtual cockpit, Tom 
iasham finds that the view from flight sims may leave you 
vondering, “Which way is up?” 

124 G-FORCE Gordon Goble discovers that Sunconi 
Fechnologies’ new flight yoke makes both economic and 
irgotiomic sense. 

126 WORLD WAR II; FLIGHT SIM TOOLKIT Fighting the interface 
IS much as the enemy aircraft, “KC” Basham flies through 
he newly-generated world of this next-generation Domark 
)roduct. In it, he finds realistic torpedoes, prop wash effects, 
ind an upgraded flight model. 

132 FALCON GOLD CD As Spectrum HoloByte takes its 
oremost bird-of-prey for a final soaring flight, Tom “KC” 
Basham reflects on the history of this most dynamic flight 
;ini series. 


STRATEGY/ 

WAR GAMES 

135 BROADSIDES & GRIPESHOT According to Alan Emrich, old 
;omputer wargames never die, their hardware just fades 
iway. 

138 PREVIEW! 5TH FLEET Naval war buffs may now enjoy Joe 
Balkoski’s award-winning boardgame design on the PC 
talllefield. Terry Lee Coleman surmises that it might end up 
IS the best board wargame yet converted to the PC. 

142 E-MAIL WARS Tired of playing with yourself? Robert 
jtirske shows how playing games with others by e-mail can 
elieve those single player blues. 

146 MILLENNIUM AUCTION Well-known fat cat Allen 
jreenberg cruises through multimedia cyber-parties to see if 
his latest objet d'ari is worth the bidding price. 

152 OUTPOST In CGW’s first look at the final product, SF 
A'riter Martin Cirulis wonders why Sierra didn’t finish 
rooking the game before they removed it from the oven. 

158 ALIEN LEGACY In yet another journey to a far-off world, 
Vlartin Cirulis finds that even at sub-lighl speeds, this game 
jffers a lot more alien adventure than its over-hyped sibling, 
Dutpost. 

164 BRIDGE OLYMPIAD The bidding conventions seem to come 
It times from another world, and the documentation is 
nissing in action. Still, Terry Coleman finds that while not a 
jrand Slam, this game manages to capture its share of 
ricks. 

170 SIMCITY CD Interplay brings the silver screen to the PC 
;creen, as Will Wright’s masterpiece is revived in 
niiltimedia. Neil Harris reports on this unusual marriage of 
lackers and Hollywood. 

174 STRATEGY! HARPOON II Tom Basham begins a course in 
-Iarpoon Micro-Management. In this first of three 
nstallments, would-be admirals discover how to issue 
irders, assign missions and use the formation editor. 

177 STRATEGY! GRANDEST FLEET Strategy Professor Emeritus 
Tim Carter lectures on the synthesis of civilian and military 
plans to emerge triumphant in QQP’s naval exercise. 



Cover design and illustration by Larry Fukuoka 
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Whovlf^ Those Guys? 

hu RiiccpII <vinD 


by Russell Sipe 


That’s my all-lime favorite movie (|uole. Do you remem- 
ber what movie it came from? I did an informal poll of our 
ofl'ice on the question. Our baby boomer employees all knew 
ihe answer. Our X-Generalion employees didn’t. I imagine 
if 1 were to poll our readership there would be a similar re- 
sult. The average reader of CGIT is 30 years old (actually it’s 
29.92), which I guess would put about half our readers in the 
so called X-Gcneration or below and half in the baby- 
boomer generation or above. 

So, that tvas the (juestion we wanted to ask when we did 
our reader survey in the May issue “who arc those guys.” 
And we did mean “guys,” since it turns out that 97 percent 
of you are male. 

It also turns out that more than three out of four of you play 
computer games six or more hours per week, while an amaz- 
ing 44 percent of you jthiy more than ten hours per week. You 
own an average of 28 computer games, and three out of live of 
you buy a game eveiy month. Thirty eight percent of )' 0 u buy 
at least two games a month. There is no question, CGIT read- 
ers are the heart and soul of the computer game hobby. 


One reason for CGH-^s success over the years has been 
that you, our readers, are not only the best customers in the 
market, you are the “evangelists” who turn others on to our 
exciting hobby. According to the survey, the average GGIT 
reader recommends games to friends nine limes per month. 
He also makes hardware recommendations seven times a 
month. 

As to what your computer looks like: 79 percent of you 
run Windows. 4'he most common configuration is a 486 (61 
percent). Sixty eight percent ol'you run SVGA graphics. Six- 
ty percent of you own a C'.D-ROM, half the remaining 40 
percent are planning to buy one in the next 12 months. 

Who are those guys? They are you, the cutting edge 
gamers that force the companies to create great games and 
push the creative envelope in an all-out campaign to win 
your patronage. Oh, and who are those guys mentioned at 
the start of this letter? They were the posse that relentlessly 
dogged Butch Cassidy and the Sundance Kid, causing 
Robert Redford and Paul Newman to ask the question again 
and again... .who are those guys? 
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Coming this Fall. 

For PC and HaconCD-RON. 


SFalhiny the corridors 
isolhiefiriitha 
stolen device of enormous 
unioid pomer. 


Lef Itie 
Hunf begin. 



WWj 

^pawmountf^ntemcttim 


Inquiries please call 4IS-8I3-8Q40. 

TM, ® & £> 1994 Paramount Pictures. All Rights Reserved. 
Star Treic Deep Space Nine is a trademark ot Paramount Pictures. 
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Showdown On The 
Electronic Frontier 


byJohnny L. Wilson 

Rumors aboimcl as soilware publishers, 
on-line services, and inl'ormalion 
providers try lo survey liie I'oure o/' the 
proposed info superhighway. As with ac- 
tual highway construction, you can expect 
a certain amount of cy'burban land sjjecu- 
lation prior to the determination of the li- 
iial route. Everyone wants those ideal sires 
for the cyberspace ec]uivalent of fast food 
restaurants, gas stations and mini-marls. 

Intellectual property is a key issue in 
this cyberspace claim rush, and some 
publishers are trying to use tlieir copy- 
rights as a bludgeon to ensure that they 
get prime real estate. It’s as though some 
believe that, in order to protect their au- 
tomobile copyright, they need to make 
sure liiat owners of tlieir make of automo- 
bile keej) their cars off the highway, It’s a 
confusing issue, so let’s tiy to clarify it. 

Assume I purchase a Ford Mustang. 
The Ford Motor Company does not tell 
me wliere I can drive that automobile. 
Vet, some boardgame and role-playing 
game publishers believe that if I purchase 
their game, they can tell me where I can 
play it. If I purchase a Mustang, it’s none 
of Ford’s business wiietlier or not I use 
that car as a deliver)' vehicle in order to 
make money by selling my services as 
courier, deliveiy boy or cab driver. Some 
game manufacturers believe, however, 
that I would be wrong to make money by 
selling my sen’ices as a referee or game 
master for any games that I’ve ]jurcha.sed. 

Our belief is tluit individuals who have 
purchased games, like individuals who 
have purcliased cars, have tlie right to use 
them. If I give a friend a ride in my iiypo- 
tltetical Mustang, it’s not only none of 
Ford’s business, but it is actually a free ad- 
vertisement for Ford’s product. If, to follow 
the thought, I host a game of FASA's B.vi- 


■J'1.i;Ti:(;h boardgame via [oe’s BBS or an 
Internet site, it isn’t any of FASA’s business 
(since I own a copy of the game) and it is 
actually a commercial for a great product. 

So, imagine my irritation when 1 dis- 
covered that TSR, owners of the Dl'N- 
OKONS & Draoons and Advanced 
Dungeons 8c DuAtiONS copyrights, were 
sending letters to System Administrators 
along the Internet, telling them that the 
use of those game systems and custom 
modifications thereof for on-line role- 
playing is a violation of their copyrights, 
and that they intend lo start charging a li- 
censing fee to referees, as well as to cre- 
ators of help files and rules modifications, 

'FSR’s letter was specific about custom 
modifications to the games. The letter 
read; “As we have begun to explore the 
on-line communit)' in depth, we’ve found 
many avid gamers and fans. We’re inter- 
ested in providing you with the best in 
gaming products that meet our own stan- 
dards of quality, as well as suiting other 
materials entirely for our own use. We 
think this is groat! However, when gamers 
begin sharing their creations with the pub- 
lic, whether for profit or not, they are in- 
li ingiiig our rights. If we don’t make an 
earnest attempt to prevent this infringe- 
ment of our trademarks and copyrights, 
our otvnership of these extremely valuable 
assets may bejeopardized.” 

It went on to say, “A gamer in this situ- 
ation has a few options. He can strip eveiy 
'fSR trademark and all copyright from his 
creations before putting them in public. 
Or, he can share his creations with the 
public in a way that is licensed and ap- 
pi'oved by TSR. This is the more desir- 
able solution, as it protects our rights, and 
still leaves room for gamers to share their 
creative expressions.” 


The letter explains that such terms as 
“Hit Dice” and “Armor Class” are part of 
their valuable assets and that any use of 
those terms infringes on their copyrights. 

“Sometime very soon,” reads the letter 
as it explains TSR’s intent, “we’i'e going 
to create a place where gamers can legally 
upload and share their creations, includ- 
ing modules, stories, and software.” Well, 
there you have the real motive. TSR sees 
the Internet as the key to the info super- 
highway, and this letter is the foundation 
for a Menzoberranzan Mini-Mart oi' a 
Dark Sun Burger on that superhighway. 

While we laud the foresight that en- 
ables game companies to visualize a prol- 
itable future on the info superhighway, we 
hardly think that this type of excessive 
diligence is the best way to bring about 
that profitable future. We present this edi- 
torial as a cautionary obseivation with re- 
gard to the future. As gamers who have 
played our share of play-by-emai! games 
and BBS role-playing experiences (and 
\\'ho ha\'e modified inles and created our 
own scenarios), we wanted to express our 
collective alann in print. Anyone agree? 
Eithei' write us or join our discussion dur- 
ing the week of October lO-U on the 
CGW Forum (On Ziffnet, Go GAMEFO- 
RUM, Section 16 — Frontier Showdown). 
We would like to make that a gold-plated 
invitation to TSR representatives. Hr 

The iconic ratings symbolize the 
following editorial verdicts: 

Potential Benchmark 
**** Excellent 

Average - Mainly For 
Genre Enthusiasts 
** Weak -Has Significant 
Problems 
* Abysmal 
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For a great game experience, 
WE RECOMMEND AN iNTEI^Sd”* 
DX2 OR Pentium'*^ 
PROCESSOR-BASED SYSTEM. 
For literature on Intel 
PROCESSORS, CALL 
1-800>756-8766 


U THE CLOUS, BEST A FEH BALLOOAS AAD 
DOGFIGHT YOU HAY THROEGH THE GREAT WAR. 


C liM into the cockpit ah| 
'tt^op'witk Conte/ and 1;; 
te^ your skills os 0 
daring nvintoicb the War to 
End All Wars. F^^qMhe 
British and Americon$S|p' 
covering the strengths and 
weaknesses of your different 
planes as well as those of 
the enemy. Earn the respect 
of hath sides as you secure^ 
your place in the coina|HB 


oces! 




Copyright© 1994 ORIGIN Sysiettis. Inc. Wings of Gloiy is a tiaciemark of ORIGIN Syslems, Inc. Origin and Wc: create worlds are registered iredemarirs of ORIGIN 
Systems. Inc. Qeclionic Arts is a registered trademark of Electronic Arts. Intel. Intel486 and Pentium are trademarks of Intel Corporation, 


• 4-(hannel digital sound 
gives you the roar of dog- 
fighting the woy WWI 
pilots heard it. 


• Instant mission generator 
lets you fly against any 
combination of enemies 
you choose. 


• Refined game engine gener- 
ates realistic clouds, trees 
and increased plane detail. 


Available at a software retailer near you, or coll 1 -800-245-4525 for MC/Visa/Discover orders. 


An Electronic Arts* Compony 
. P.O. BOX 16)750 AUSTIN, TX 78716 
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LETTERS FROM CGW REA-DERS 


OUTFOST- 

MORTEM 

I have been an avid reader lor 
h years now and liave Ibimd 
your reviews unfailingly lo be 
“on ihe mark” and inlbrma- 
Live. However, tlie comments 
concerning OiriPOST are ludi- 
crous when compared to the 
real game. For the last few 
months I have been anxiously 
awtiiting getting Ou'i'i’OS’i' only 
to lind it is an extremely shod- 
dy tvork of software pushed 
out the door in an obvious 
luirry. What is distressing is 
that your magazine, (and 
mtiny others) published review 
after review claiming this to be 
the best thing since sliced 
bread. It is, in fact, basictilly a 
glorified screen saver, and an 
ineptly documented one at 
that, I am asionislied that a 
magazine of CGIF’s caliber 
could possibly positively en- 
dorse this product. I will re- 
main an avid reader of CGTF 
but I would like to see an ex- 
planatoiy note in some fiiture 
issue retracting the glowing 
praise that was issued for Oirr- 
I’OST. Keep up the (olheivvise) 
great work! 

Bmd Wallace 
Gilbert, AZ. 

1 don’t know if you are aware 
of all the outrage being ex- 
pressed over Sierra’s new re- 
lease, Outpost. Since you 
have editorialized in past is- 
sues over a trend in comj)uier 
games to go for high end 
graphics while neglecting 
game play, this seems to me 
lo be a horrible examjjle of 
exactly this condition. As a 
soi'iy owner of Ou'ito.s i' who 
bought it from a store 
(Egghead) that does not ac- 
cept retui'iis, I had awaited 
this game for months. I even 
bought the hint book which 


came out three weeks before 
the game did. However, the 
final product is incomplete, 
extremely jxtorly document- 
ed, poorly pul together and 
designed, and a hori'or lo 
play (it is nice to look ;it, but 
as one angry purchasei' said 
on-line. I thought I was buy- 
ing a game not a sci-een 
saver!). 

'I'he whole thing looks like 
it was rushed out the door be- 
fore it was close to being fin- 
ished. Many of the features 
that were given prominent 
space ill the hint book and in 
what passes for a manual, 
such as trade, diplomacy, 
roads, monorails, AI manage- 
meni of daughter colonies, 
etc., (items that appeared to 
be vital to making the game 
dynamic), were left out and 
are now promised in a future 
module for wiiicli we must 
spend more money. And this 
to get what was originally 
promised us! 

dliere is an on-line help fea- 
ture, masquerading as your as- 
sistant Al, but all it is is a 
text-reading program that 
reads word-l'or-ivord (and 
slowly) the text that appears 
on your screen, Unlike Sin 
Mkikr’s Civti.tz.\TiON, there is 
no advice from this so-called 
AI, no hints, no help in actual- 
ly playing the game, only a de- 
scription ol'each item you can 
build. Neither the manual nor 
the AI tells you how to Ixiild 
or acquire some of these 
things, resulting in needless 
frustration. 

'fhe game itself — the game 
system, that is — appears to 
be the main puzzle the player 
must solve in order to .succeed; 
even the save game feature 
will not work unless certain 
conditions are existing on the 
screen (for example, you can- 


not save the game if any r<> 
bodozers are on-screen), but 
nowhere in the manual nor in 
the REAITMF, lile does it spell 
this out. It simply says (hat the 
simulation is so complex that 
you can only save at certain 
points when internal process- 
ing is cotnidele, but it doesn’t 
say when or where those 
points are! 

After some stritggle, I did 
llgure out this game, only to 
discover that it is actually veiy 
boi'ing. It is “SiNtCi'i'^' in 
Space,” but not done any- 
where near as well as SiMGrtv. 
And since almost everything 
gets bitilt itnderground, it is 
really “SiniCily in a Hole,” All 
the planets you can colonize 
are the same, game alter 
gatne, and important data 
about the phinets (such as 
their Hostility rating) is left 
out of the inhtrmation )'ou are 
given on-screen (though it is 
given in the Hint book). Since 
the manual tells you how im- 
portant it is to refer to such in- 
formation and the only place 
to get it is in the Hint b(a)k, is 
this a suggestion you must buy 
the manual? The planets all 


look alike, 'fhere is no sense 
ol' wonder, no discovery, no 
humor (except Ibr sophomoric 
comments by the AI, such ;is, 
“Vour colony is in 
trouble.. .luive a nice day!”), 
'fhere are no announcements 
to alert you to trouble, no easy 
way lo find out what the trou- 
ble is, no clear instructions on 
how to get your robots work- 
ing, how Lo find new mines, 
just the tedium of liguring out 
a liiuliy game design. 

In fact, the one word that 
most describes this turkey is 
‘“boring.” All the factors that 
could make it interesting — 
and more importantly for a 
game, fun — are left to future 
modules, which, if the game is 
returned to stores at the rale 
suggested by the comments 
on-line, will never be created, 
'fo lo|} it oil', instead of using 
CD space to add more fea- 
tures to the game (including 
the ones lliat had been 
promised), there are adverli.se- 
ments and promos for future 
modules, and a set-up pro- 
gratn lor INN, Sierra’s on-line 
network! 

1 feel this j)roduct is an in- 
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SGOiwoutfiietenan. _ 
Slew your tum^ ^ 
Lock OB target 
AadbraixfMttselfforaliie 


You’re tn the heart of an advanced / 
fighting machine. Peering through f. 
the thick smoke billowing off your { 

.. last victim, you feel you’re being , f' 
watched. Switching to thermal shows 
something hot behind the trees 
ahead. Advanced optics zoom in and 
reveal a Soviet T-80 tank turning its^ 
turret toward you. ^w jgjnot the 
time to hesitat^jWKBI'and loadj 
FIRE! .?>' 

Forge ahead on the digital 
battlefield of the future in 
th.is^ modern tank 
simulation from 
NovaLogic " (the creators 
of Comanche"", WoltPack'" 
and Ultrabots' ). 

Strap on your helmet 
for the ride of your life!' 


inter startlingly realistic pre- 
lissions or construct your 
Dig trenches, lay mines, 
even plant trees. 

■ Choose American M1 A2 Abrams 
main battle tanks, Bradley 
IFV’s equipped \^-Jhermal 
sights, Russian 1^80 tanks, or 
BMR.APd's equipped withjrnage 
^Intensifiers. . • ^ ” 

Engage your enemy in accurate 
battle environments where you 
ncounter translucent smoke, 
explosions and grenades. 

Command multiple tanks over 
3-D, Voxel Space’" (patent 
pending), terrain and call in 
remote artillery or tactical air 
support to ensure victory. 


Suggested Retail Price - $69.95 

Available for PC 3.5" and PC CD-ROM 


Circle Reader Service #216 



sitk to the gaming public. 
What tlie computer game 
press has been ballyhooing as 
the next “Game ofthe Year” is 
nothing but junk, if an aster- 
oid does hit the eartli, it will 
be welcome to end the lediuni 
this game provides, but 1 hope 
it lands on Sierra first! On sec- 
oiid tbougbt, nevei' mind, 
since I live only five miles 
I'rom their new head(|uarters 
in Bellevue, \VA! 

Dfwid SlJangler 
ikilaxmc, \vA 

CXtlV prniiexved an earh x'i’rsiou 
of Sierra’s Outpost in our No- 
vmbe.i\ 1993 issue. Allhou^li our 
Sneak Previews arc based on ne- 
lually playing the games we cover 
{even if, as in this case, the 
amount of code and options pro- 
vided ivere rather limited), we took 
particular care to let our readers 
know exactly how early and limit- 
ed the Sneak Previexv urns, and 
clearly labeled the piece xoith our 
"SN&IK PREVIEW: Game Still 
In Development” stamp. We ran 
the Sneak Preview because we 
were xmy excited about the concept 
ofthe game, the people who were 
working on the design, and the 
early materials from the game that 
xee were seeing. IVe perceived that 
Outpost xoas going to be "big 
news” and to be the kind of game 
that our readers could really gel 
excited about. It is safe to say, from 
reading many letters and on-line 
messages like yours, as well as 
Marlin Cirulis' actual revieio in 
this issue, that the game fell far 
.dtorl of the initial vision. 

We run previews because you, 
our readers, have told us that you 
value early coxierage as an indica- 
tor of what’s coming on the hori- 
zon. In selecting games for preview 
we tiy to pick out xohal we think is 
going to be the cream ofthe crop. 
We have a fairly good track 
record, but there is alxeays the occa- 
sional e.Kception. Would that we 
could be correct on every count. 
Unfortunately, that isn't the tony 
life or even journalism works. 

WEIiKjS-SFOKEN 

Concerning the imposition of 


a government mandated set 
standards into gaming, I am 
I'cmincled ol some ol'llie criti- 
cisms the classic science fiction 
wi'iter H.(i. Wells ran into with 
ihe publication oC his book, 
Little Wars, which documented 
I’oi' the lirst time rules I’oi' 
warganies, in this case using 
toy soldiers. Yes, ri'ue 3-1) 
gaming, rather than virtual 
anything, right on the I'rom 
parlor lloor in 1913. Inciden- 
tally, in that sense Wells was 
the father of modern ])opu!ar 
wargaming both on hardwood 
and hardware. Despite the fact 
that Wells was in real life 
something of a pacifist, the 
na.scent hobby managed to get 
stereotyped as somehow lead- 
ing its prticlitioners to a 
predilection for actual rather 
than virttial slaughter. Post 
WWI British manul'acttirers 
duly and almost literally beat 
tlieir swords into plowshares 
by cutting back on toy soldier 
production and lautiching into 
the production of model 
farms, etc. .-Xnd, thank God 
the)' did, for .surely if they had 
continued their old lines ti 
newly brainwiished generation 
might luive found themselves 
in yet another World War, 
Yeah, sure. 

Perhaps, if erstwhile law- 
makers would betiike them- 
selves into the city streets and 
talk to gang members, maybe 
they \vould find that street vio- 
lence did not suddenly dawn 
upon some otherwise happy 
child while playing video 
games or while venturing onto 
his parent’s PC! to pul/, around 
with his father’s DOOM file. 
'I'o them I say, please get your 
rettlii)' (jut of virtutility, TAS'I'. 

Thomas Jefferson’s re- 
marks, (m the idea of a state 
religion, may have .some appli- 
Ciition here, “It is error alone 
which needs the stipport oi’ 
government. Truth can stand 
by itself. .Subject ojnnion to co- 
ercion: whom will you make 
your iiKiuisitors? luillible me; 
men governed by bad pas- 
sions, by private as well as 


public reasons.” rom always 
had good (eel about would-be 
morals regulators. 

Dave Schneider 
Pittsburgh, PA 

BASKIN’ BASHAM 

AITN: Tom Basham, [In ref- 
erence to your column, 
“What’s in a sim?” CGW 
#121. J Is it a simuUilion or 
not? I don't care! Is it enjoy- 
able, fun, entertaining? I care! 

The tinned forces spend 
years and millions trtiining ])i- 
lots to fly these bttbies. A 
“true” sim w’oiild be uiiflyable, 
unusable ;ind unsuitable Ibr 
99.9% of pliivers. Lighten up, 
bud! 

Todd Repke 
Owatonna, MN 

PC’S PLAYHOUSE 

When iire gtime makers going 
to reali/e that animation and 
setmned photos are not a re- 
placement for good solid 
game phiy? Players are only 
going to wait so long to see 
those glit/y imtiges. 

Todd Parker 
Centm'ille, LIT 
I’lease expkiin the evolution of 
role-phiying to the Ilolh-wood 
crowd, d'hev don’t understand 
what it’s till tiboul. We don’t 
need well-known ticioi's to 
portrtiy us or upstage us in a 
game. We ;tre our worst and 
best partner, Marketeers are 
trying for the mass market 
and I’m afraid, for tis role- 
jtiayers, it's back to the graph 
paper. At Iciist, give us credit 
for some imagination. 

Russ Reed 
Hrandon, FL 

Dear Mr. Goldwyn, Zanuck, 
Warner, Wasserman, el. al, of 
Hollywood, G'l; 

Al our reader’s request, we'd 
like to explain a little about role- 
playing to you. Role-playing is 
about pretending to be .someone 
else, xi.sually in a world .someiuhe.re 
else. In a movie, you identijy with 
a hero or heroine. In a role-play- 
ing experience, you are that hero 
or heroine, (or, if you’re so in- 


clined, Ihe villain/villainess). In a 
movie, you watch Ihe stars figure 
out luno to get out of scrapes. In a 
game, you tiy to figure out how to 
gel out of scrapes. In a movie, you 
admire the protagonist's ingenuity. 
In a. game, you gel to brag about 
your own creative, .solutions. 

If every solution has to be 
filmed, that’s either going to be 
tremendously expensive for your 
.studios or you are going to have to 
sex>erely restrict the number of so- 
lutions available. If eve\y conver- 
sation requires union-scale actors, 
you are going to film an incredible 
number of permutations that will 
make movie-making seem cheap, 
or you are going to siwerely limit 
the. scope of conversations within 
Ihe game. 

That’s xohal our readers want 
us to explain to you about how 
more can be less. You can give 
them more and belter images, but 
actually offer less game play. 
Maybe even some of the .software 
publishers will understand that, 
loo. 

INFORMATION 
CATTLE PATH 

I'he information highway is 
great except for one thing. 
There arc too few on-ramps. 
Living in Northern Indiana, 
there are 3-4 lines of access 
that are free. Only 3-4 small 
areas that have free access. 
The rest have to ptiy for long 
distance charges. At that cost, 
I can alford the car (comput- 
er), but can’t alTord to drive on 
the road (information super- 
highway). 

Ted Hiner 
JxiPorle, IN 

Ted, don’t panic.' (Hmm! Seems 
like xoe read that somewhere be- 
fore.) The .so-called .superhighway 
isn’t here, yet. Right now, brave 
.souls like you are still four-wheel- 
ing on some telecommuting cattle 
paths. If you're adventurous, you 
may enjoy this i.s.sue’s suivey of 
.some of the toll roads and turn- 
pikes in today’s world of lelegam- 
ing, but we have a long journey 
ahead of us before we reach the .su- 
perhighway. ^ 
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THE LATEST NEWS FROM THE OAMINO WORLD 


The ^Ma,gic’ Is In The Cards 

The Magic: The Gathering Card Game Goes CD 


'IItc anicizing success of Magic: 
riii; Gah-iering, an innovative 
collectable trading card game, 
has spawned an electronic oiT- 
spring. Magic’s j)iiblisher, Wiz- 
ards of the Coast, has teamed 
up with MicroProse to put Uie 
craze on comjjuter. 

In the Gu'd gtime, etich player 
builds his or her own deck of 
sjjells and magical power (mana) 
which is tapjx^d to cist spells (for 
summoning minions, enchanti- 
ng tilings, wielding sorcery, etc.)- 
Since playeiTj often hiiild custom 
decks in the five colois of magic, 
artil'acts and lands, and since 
some Girds are more soiree than 
others, the game has a reputa- 


tion as a nickus head-to-head ex- 
perience, as well as a lemlic col- 
lectable. 

The design team for the 
computer game faced the 
challenge of keeping “rare” 
cards rare, while allowing 
players to trade them elec- 
tronically. 'rheir solution is to 
produce the game on CD- 
ROM and to allow card “trad- 
ing” on an on-line senice. In 
addition to solitaire play 
against a computer opponent, 
on-line mulii-piayer duels will 
also be possible. Each CD- 
ROM will have some cards 
from i]ie Revised Edition of 
the card game, plus its four 


exjTansions 
(Arabian Nights, 

Miticjuities, Leg- 
ends and The 
Dark). Players 
will be able to 
buy, U’ade and 
collect their ow'n 
unicjue set ol' 
cards to build 
tlieir decks, and 
future releases 
will olfer expan- 
sion sets. 

Both Wizards of the Coast 
and MicroProse see graphics 
as the key to success ibr the 
.Magic: The G.AniERiNG CD. 
The card game featured lop 


fantasy ari, much 
of whicii will he 
scanned and 
used ill hi-res 
(640 X 480). The 
computer game 
will also feature 
special Ibi-nis of 
player advance- 
ment, quests, 
and lournainenis 
to spark more in- 
teractive player 
interest. Slay 
tuned to see if MicroProse cre- 
ates new magic cards that 
could only wor k in a computer 
gaming environment. 

— Alan F.inrich 




FPS Football Pro Coming To INN, 

DOOM II Conference Files Downloadable 


Tailgate Party! ‘Scusc us. 
We’re rootin tootin excited 
over ImagiNation’s announce- 
ment that they are building a 
virtual stadium for Dynamix’ 
Front Page Sportts Foo i'rall 
Pro. 'I'he game will go into 
testing sometime around the 
end of the year, and will in- 
clude all the game’s usutil fea- 
tures, plus chat. The on-line 
version of CCIT’s Sports Game 
of the Year for ‘93 will be in 
640x480, perfect res to go 
wTth hotdogs, cold beer, or tlie 
sports attire of your choice. 


For more information, use 
your IniagiNation. 

DOOM IPs long-awaited re- 
lease is October lOth, but to 
keep you occupied until then 
check out the DOOM conference 
round up in the Computer Gam- 
ing World Forum. A full tran- 
script of the conversation 
between id Software and 
ZiffNet members is available, as 
W'ell as the winning program in 
our ROOM of DOOM contest. 
GO GAMEWORLD and search 
library 17, DOOM Files, for all 
the goodies. 


Doomed to Win 

PC Magazine & CGW Shower DOOM 
With Awards At ONE BBSCON 


Since CGIF’s philosophy about 
sharew'are has undergone a 
dramatic change over the last 
few years, this year’s Summer 
Shareware Showcase, spon- 
sored by ZilT-Davis and Iield 
in Ailanta, gave Editor-in- 
Chief Johnny Wilson 
chance to clarify the 
magazine’s position 
about siiareware. 

Once relegated to 
second-class sta- 
tu.s as eccentric 
hudgetw'are, 
sliareware 
now fils 


tile model of films by inde- 
pendent film makers and au- 
teurs, Wilson suggested. 

“The differences between 
shai'eware and commercial 
software are no longer of 
perceived quality, but 
merel)’ differences in dis- 
tribution and budgets,” 
he said. "'Hie dispari- 
ties in budgets be- 
tween the 

traditional soft- 
ware houses 
and small 
shareware 
designers 
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can be largely described in 
terms of special effects and 
expensive production values.” 

He went on to challenge 
the designers to take advan- 
tage of their limited financial 
exposure to create games that 
take risks in subject matter 
and/or innovative gameplay. 

At the 1st Annual Ziff- 
Davis Shareware Awards, 
Wilson pointed out how, in 
the film world, quality inde- 
pendent films sometimes 
capture the imagination of 
movie-goers and outperform 
big budget films. Given his 
analog)’, he found it appro- 
priate that Doom should win 
both CGW’s Premier Award 
for Game of the Year and 
the Game of the Year award 
in the special shareware pre- 
sentation. 

It was no surprise to most 
attendees that Doom was a 
winner. However, not even 
Jay Wilbur, business manag- 
er for id Software, had a 
hint that he would walk 
away with four awards before 
the ceremonies were com- 
plete. In one day, Doom be- 
came the most highly 
awarded shareware game in 
the histor)' of computer en- 
tertainment. 

Qualifying titles for the 
awards were selected from 
hundreds of nominees, pro- 
grams representing the best 
new or significantly upgrad- 
ed shareware released be- 
tween January 1, 1993 and 
June 1, 1994. Six CGW 
staffers and nine members of 
PC Magazme judged the 19 fi- 
nalists, awarding prizes to 
only six games. The judges 
based their decisions on orig- 
inality, creativity and enter- 


PLiAYlNG LATELY? 

Here are the titles that gamers are spending the most 
quality time with. Let us know which game you’ve been 
playing lately i)y writing the name of your cuirent addic- 
tion in the “Playing Liilely?” entr)' of die CGIT'I'op 100 
poll card (page 208). 



Results for CGW#121, August 1994 


■ 1 . Doom (id Software) f 
2 . X-COM: UFO Defense (MicroProse) 
;; 36 TIE Fighter (LucasArts):^ ) 

4 . Master of Orion (MicroProse) 



8 • The Elder Scrolls: Arena (Bethesda) 
■ 9 . Ultima 8: Pagan (Origin) . 

10 . Outpost (Sierra) 


“There once was a 
game called Doom/ 

That kept me busy in 
my room/ from dusk 
to dawTi/ Witli Brains 
and Brawn/ id is a 
winner/ va-va-va 
voom!” 

Chris Herold, Milwaukee WI 

“X-CoM is the best game I have ever played. 
Not one bug — so far, no flaws — and it’s addic- 
tive. Cheers to MicroProse.” 

M.B. Greem, Neiv York City 

Ouivo^'—f'ustraiing. lire hai'dware require- 


ments are more than 
actually represented. 
It’s too hard to get 
around in the pro- 
gram. The so-called 
“manual” is an abomi- 
nation — obviously, a 
half-baked, prematurely released project. Seizes 
me l ight for geiting version 1 .0!” 

Jim Sylvester, Aioiliu TX 

“X-CoM is great, and the playability is veiy 
high. Also, die 3D battlescapes are fantastic. If 
this game doesn’t make you xenopJiobic, I don’i 
know what will.. .a real winner!” 

Ray Kelly, Omaha NE 


Notdble Quotes 

,. Wit, wisdom and caustic quips 
from gaming’s harshest critics 


tainment value. 

Winners selected by CGW’s 
judges included id Software’s 
Doom, for best action/adven- 
ture, Epic Pinb.\ll by Epic 
MegaGames for best arcade 
game, MVP Software’s MM’ 


Bridge for best card game, 
AMM.-VIEI) VGA Memory Game 
b)' Toni Guthciy for best jiuz- 
zle game, and Hexx.agon 
from Software Creations for 
top strategy release. Doom 
took the award for Best Game 


Of The Year. 

The winners of the Share- 
ware Awards can be 
downloaded from ZiflNet on 
CfimpuServe (GO 

ZDAWARDS). 

— Chuck Miller 
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Plextor IVIakes 

Tlie Jump To Liglitspeed 


Introduces 600kb Quad 

The “Year of the CD-ROM” 
hasn’t quite been as nionieii- 
lous for CD-ROM drives as it 
has for software. The 1994 
crop of entertainment on CD- 
ROM requires at least a dou- 
ble-speed drive, but even 
“deuces" make for frequent 
periods of clock-watching. 
Triple speed drives accelerate 
the installation and viewing of 
video off of CD-ROMs, but 
they don’t olTer a noticeable 
improvement in most games, 
which need to be written to 
take advantage of the higher 
throughput. Now Plextor has 
answered the call of those 
who are waiting for “some- 
thing better” by leapfroggiitg 
the triple-speed di-ive and 
heading straight for the quad. 

The 4PLEX’ 220ms access 
time and a blistering 600kb 
throughput far exceeds that of 
a typical double-speed CD- 
ROM drive’s 180-350nis ac- 


Speed CD-ROM Drive 

cess lime and SOOkb through- 
put. A 1MB on-board tiufler 
keeps video streaming from 
the CD smoothly, without the 


pauses and skip])ed iVames 
that plague games nmning oil' 
of slower units. 

In our preliminary lest, we 
attached the imei'iial half- 
height 4VLV.X PX-43CH to a 
16-bil Adaptec Al'lA-1522 
SCSI adapter, and the installa- 
tion was a snap. Plextor does 


not recommend attaching the 
4PLEX to an 8-bil SCSI host, 
as it would reduce perlbr- 
mance by at least 25%. 

The unit goes 
beyond MPC level 
2 specifications 
with SCSI-2, XA 
and Kodak Photo 
CD multi-session 
compatibility. At 
$549 for the inter- 
nal unit ($599 with 
Future Domain 16- 
bit SCSI card), it 
would be hard to 
justify a triple- 
speed CD any- 
more. For Mac owners, 
4PLEX also makes an external 
unit, the 4PLEX PX-45CH for 
$649 ($699 with the 1 6-bit 
SCSI card). 

For more inlbrmation, con- 
tact Plextor at (800) 4PLEX- 
TOR (47.5-3986). 

— Mike Weliskr 



Byte Sized Biz Bits 


'Ilic enteitainment industiy is 
shaking like a Calilbrnia eaith- 
quake wiili all llie recent coipo- 
rate moves and high-level 
personnel changes. MediaVi- 
sion has been forced into Chap- 
ter 1 1 bankiiijjtcy, largely due to 
die concerns of two banks. As re- 
potted earlier in CGW, die com- 
pmiy had successfully negotiated 
an undei'sianding of teniis with 
90% of die OLilstiinding aeditoi-s 
dial would have kept the compa- 
ny out of a Chapter 1 1 filing. 
The action of the two banks 
(whose exposure represents less 


than 7% of the company’s out- 
standing debt) hits forced Medi- 
aVision to file for Chapter 1 1 
protection. It has also encour- 
aged the company to begin 
shopping high profile titles like 
'I'liE Dakdai.us Encounter to 
other software publishers. Such 
auct ions may indicite that is'ork 
is slowing on die project, pend- 
ing further financing. ... Intra- 
Corp, Inc., parent company of 
Capstone, has filed their intent 
to j)urcha,sc Three-Sixty Pacific 
widi die latter’s bankn.i|jic)’ refer- 
ee. 'Hie Judge is not expected to 


make a decision on the purchase 
until late September. ... 3DO has 
just oflicially announced their 
new 6^-hit M2 Accelerator. The 
new system is btised on the Pouh 
erPC mia'oprocessor and is ex- 
pected to be backwards 
compatible with the current 
3DO system. ... 'Frip Hawkins 
liiis resigned from the Board of 
Directors of Electronic Arts, 
where he served as Cliainnan, 
and liuty IVobst, Piesident and 
CEO of EA, has succeeded 
Hawkins as Cliainnan. 

— johnny WUsoyi 



ESTIMATED RELEASE DATES BASED ON THE UTEST 

INFORMATION FROM GAME DEVELOPERS 

NAME OF CAME, COMPANY RELEASE DATE 

5TH FLEET AVALON HILL 10/94 

ACES OF THE DEEP OYNAMIX 10/94 

ACROSS THE RHINE MICROPROSE . .10/94 
LIVE ACTION FOOTBALL ACCOLADE 1 0/94 

BIOFORGE ORIGIN 11/94 

BIACKBEARO AVALON HILL 10/94 

BREACH 3 IMPRESSIONS 10/94 

BRETT HULL HOCKEY ACCOLADE ...10/94 

US NAVY FIGHTERS EA 11/94 

CELTIC TALES KOEi 11/94 

COLONIZATION MICROPROSE' 11/94 

CYBERIA INTERPLAY 11/94 

CYBERJUDAS MERIT 10/94 

DARK FORCES LUCASARTS 11/94 

DESCENT INTERPLAY 11/94 

DUNGEON MASTER II INTERPLAY . . .11/94 

FRONTLINES IMPRESSIONS 10/94 

FPS; FOOTBALL ‘95 OYNAMIX 11/94 

FULL THROnLE LUCASARTS 12/94 

HARDBALL 4 ACCOLADE 11/94 

HARVESTER MERIT 11/94 

HELL CYBERPUNKTHRILLER MERIT 10/94 

HEROES OF M&M NEW WORLD 11/94 

HIGH SEAS TRADER IMPRESSIONS . .11/94 
INCREDIBLE MACHINE 2 OYNAMIX .10/94 

ISLE OF THE DEAD MERIT 10/94 

JORUNE: ALIEN LOGIC SSI 10/94 

KING'S QUEST VII SIERRA 11/94 

LEMMINGS 3 PSYCHOSIS 11/94 

LORDS OF MIDNIGHT DOMARK 10/94 

MASTER OF MAGIC MICROPROSE ..10/94 

HENZOBERRANZANSSl 11/94 

NOCTROPOLiSEA 10/94 

PANZER GENERAL SSI 11/94 

PHANTASMAGORIA SIERRA 12/94 

SPACEWARD HO! 4.0 NEW WORLD . .10/94 

STALINGRAD AVALON HILL 10/94 

STAR TRAIL SIR-TECH 11/94 

STAR TREK: TNG SPECTRUM 11/94 

STONEKEEP INTERPLAY 11/94 

WARCRAFT BLIZZARD 11/94 

WING COMMANDER 3 ORIGIN 11/94 

WINGS OF GLORY ORIGIN 10/94 

ZEPHYR NEW WORLD 10/94 
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Short takes on games undergoing beta 
testing and soon to be released. 

Warcraft: Ores and Humans 

I t’s a lough life, being an 
ore — jDillage and plunder, 
bash skulls and abduct 
slaves, year after year. And 
those pesky, soft, irritating 
liumans! How they meddle 
and tresspass on what eveiy- 
one knows is sovereign Ore 
territoiy. Wliy, it’s enough to 
make you want to annihilate 


the entire useless race! Thus 
do the folks at Blizzard give 
wargamers a view from the 
Orcish perspective, as well as 
the Human. WarcR/\I'T is a 
real-time strateg)' game with 
several twists. In addition to 
battles and the inevitable side 
trips for magic items and 
gold, players must also con- 
struct a medieval town and 
manage its growth in an al- 
most Si.MCriT style. Mining 
for gold, haiwesting lumber, 
developing military units in 
barracks bring to mind Civi- 
lization as well, especially 
since the technology does 
evolve (although you end up 
with magic missiles instead of 
nuclear weapons). Taking ei- 
ther the Human or Orcish 
race, you play through a se- 


ries of scenarios depicting an 
interspecies war spanning five 
decades, interspersed with 
dramatic cut scenes, d'he CD- 
ROM f ormat contains 
sonorous voice-overs from 
confident actoi's. We’re wait- 
ing to see how the Ore voices 
fare in the finished version — 
some of those consonant- 
heavy names are pretty 
tough. Certtiinly, with over 
two dozen unit types ranging 
from clerics and catapults to 
giant spiders and semi-intelli- 
gent slime, there is plenty to 
bash about for any wargamer. 

Those only 
marginally 
interested in 
the combat 
aspects may 
yet be 

hooked by 
the many in- 
tmguing 
quests, which 
include chas- 
ing down 
outlaw Ogre hombres in the 
Icebone Peaks, visiting 
Kobolds in abandoned salt 
mines, and even ending a 
plague of lycanthropy. Pro- 
jected release: November. 

Quarantine 

N ot since Hell Cab have 
we seen such an unusual 
automotive game as this. 
The opening interface 
“checks your ID” in order to 
allow you entry into a bizarre 
world of armed-to-lhe-teeth 
taxicabs, llie object of this ac- 
tion-filled game is to elimi- 
nate the various vehicles 
which stand in your way of 
picking up a fare. The en- 
closed texture-mapped town 
where you ply your trade 
looks veiy much like DOOM 



meets Car 
War.s, com- 
plete with 
land mines, 
tire spikes, 
rapid-fire ma- 
chine guns 
and a host of 
other wicked 
weaponiy. 

For those who find them- 
selves locked into a frenzy of 
killing, the program allows 
you to shoot at anything — 
even your potential passen- 
gers. The tires squeal as you 
make high-speed turns, and 
the feeling of acceleration is 
definitely there, but collisions 
with walls and other cars feel 
almost elastic, and the entire 
town has an eei’ie, empty feel 
to it. With perhaps even less 
of a storyline than DOOM, it 
will be interesting to see how 
the final version ol‘ QuARitN- 
TINE fleshes out. Projected re- 
lease: October. 

Wolf 

Y ou can thank your lucky 
stars, game fans: this is 
not a Holl)'wood-tainted, 
barely-interactive, multimedia 
version of the Jack Nicholson 
movie. It is actually a unique 
simulation of life as canis 
lupus, the loved and feared 
wolf Much like a combat sim, 
the play options in WOLi' arc 
divided between scenarios 
with specific objectives and 
what would be 



goals: begin as a young wolf 
and challenge the alpha ',1 
male; kill a I'equisile number 
of caribou; or out-fox a pack f; 
of hunters. In the career " 
mode, you simply live out the 
life of a wolf, hunting, sleep- ;■ 
ing, mating, caring for the S 
young ones, and terrorizing [; 
little girls in red capes. The [: 
environment of Wole is cus- jj 
lomizable, allowing you to se- fi 
lect climate, foocl supply, j, 
proximity to humans, and p 
tyjje of wolf (timber, arctic, [j 
plains). Behind the game is I 
an info-rich database of wolf |,; 
images and facts, ready to j; 
leap forward if you should |; 
have questions about any as- [j 
pect of the wolf and its envi- il 
ronmeni. Created by ;i 
Sanctuary Woods in conjunc- 
tion with Woll'Haven Interna- w 
tional, Wole exudes a love for i; 
its subject matter, and will no m 
doubt be received with same 
by fans of the beasts and 
those looking for an unusual !'■ 
simulated experience. CD- [•; 
ROM only. Projected release: ii 
October. W [; 
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We had it coming. We created Cybrids with 
breakthrough Al to perform dangerous 
tasks with lightning precision. But we 
should never have taught them to fight. 


MaanifUen m n i -souned texture-mapplag 
with {hid JSpoce animation 


EAmsaGh-BiAsrim minmncHM * A- a 

The mission generator guarantees 

Available at retail for IBM/compatibles or call a restart isn't just a replay 

1 - 800 - 757-7707 

©1994 Dynamii, Inc.® orl*inilI(Dletradeinorkso(, orlkiinscd ItDynomix, ln(. all riglils rciervcd. ’ 

Circle Reader Service #/ II 


METALTECH 


GET READY TO 
BEBlOmmAY 


One apocalypse later, it's EarthSiege. Your 
squad of HER€s prowls a target*rich envi- 
ronment, reody to deliver some heavily 
mechanized payback. But beware-the 
Cybrids are on intelligent and relentless 
enemy. You'll constantly have to train new 
pilots, develop new tactics, and acquire 
new weapons-like EfA Pulse Cannons, opti- 
cally guided missiles and El ectron Flux 
weaponsrto secure (ffi%9Bntage. Or your 
burnt-j^ly remains won't fill a teacup. 


SANDBIS CONVERTS FOR TWO IN 

FOOTBALL PRO ’95 


Expressing excitement about the 
addition of 2-point conversions and 
kickoffs from the 30-yard line, running 
back Barry Sanders said today to watch 
for "higher scoring games, more risk- 
taking and plenty of bone-crunching 
action.” The hottest action will be wher- 
ever the nations best, Football Pro ‘95 
is played. Winner of Computer Gaming 
World’s Best Sports Simulation award 


in both ‘93 and ‘94, this best-seller is set 
for another goal-to-goal run. In addition 
to the rule changes, the game kicks off 
with exciting new features. Players wiO be 
able to use existing team lineups or build 
their own league from scratch starting 
with a common player draft pool. A 
new fast simulation mode will generate 
complete game statistics before you can 
make it to the refrigerator and back. 



See plenty of 
bone-crunching 
hits as players 
spin, flip and 
dive in 2-poinl 
conversion 
attempts. 



Fim miMRomsAiiiiiiiimBi 

With the first game just hours away, coaches announced their final 53-man rosters. For 
some, it was an easy choice. New Football Pio '95 starts you out with all the 1994/95 lineups 
and lets you put up to 6 players on injured reserve. Many coaches admitted, though, that 
the inclusion of these NFLPA players and their latest statistics made last-minute trades 
inevitable. At press time, rumors were flying of a trade involving several lop quarterbacks. 


Front Page Sports’ exclusive Camera Angle Management System ( CAMS'") lets you 
review plays from all angles. New 3-D stadiums bring the crowd into the game. 


In a move that surprised everyone, 
kst year's winners were taken over 
b)' a complete unknown. Amidst the 
nationwide uproar, analysts said it 
was only to be expected in a game 
like Football Pro '95 where anyone 
can become a coach. Coaches decide 
play-calling logic for over 2,500 play 
situations depending on what down 


it is, yardage, score, time-remaining 
or other play conditions. What^ more, 
with 3,000 stock plays on the floppy 
version (over 10,000 on the CD) and 
a powerful play editor, there’s plenty 
for a coach to draw on. The secret 
to winning is a good strategy, a great 
team and a whole lot of luck— just 
like the real game. 


sasoiiiTiimsoivmiiiai/if 

Reserve—or renew— your 50-yard-line seats to the 
game that sets the standard for football action. Football 
Pro '95 makes it first and goal for the entire season! 
(Available on CD and floppy disk for IBM PCs and 
compatibles.) Upgrade are available for registered 
owners of Football Pw. See your local retailer for 

1 

details, or call 1-800-757-7707 and ask for D860. 
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The Reality Behind Interplay’s New Role-Playing Game 

by Johnny L. Wilson 

I n die first installment of die 1993 Winter CES l^epoit, 

CGW mentioned the unobtnisive pop-up interface design used 
in Interplay’s Stonekkit. In die role-playing section of the 
second installment of that report, CGW commented favorably 
on the rotoscoped monsters, interesting approach to real- 
time combat, and impressive special effects. We said, “If die 
stoiy has as mucli puncli as the .special efilects, diis game 
is likely to be die due heir to The B.-\rd’.s Taij; series.” 


At the time, wt \vere exjiecting the game 
to be ready for Fall ‘93 release and 
jdanned for the game to be one of our Fall 
coN'er stories. We knew that designer Peter 
Oliphant wanted the game to be a real 
technological shots'case and, when progi'ess 
on the game was agonizingly slow, we at- 
tributed the delay to integiating Oiiphant’s 
video advances and full-screen dungeon 
views with the traditional world building 
problems inherent in the design of any 
role-playing game. So, we booked a Spring 
‘94 cover. Again, there was a delay. So 
much of a delay, in fact, that we won- 
dered if the game wouldn’t look like old 
technolog)’ when it was released. The 
game wus “old news,” and we were be- 
ginning to wonder il' it would e\'en ap- 
peal to role-players in light of the new 
gaphic glitz appearing all over the indus- 
tiy. Not onl)' t\as the game tnoving Irom a 
(loppy-disk release to a CD-ROM-only 
product, but we heard nunors of stripping 
out the old technologv and rebuilding 
S'l t)XEKtii-:i‘. Ofcour.se, tve ^veren’t entirely 
sure that the result would be a “six million 
dollar man” — better, stronger, faster. 

I'hen, as the game began to enter 


“crunch 
time” and 
the compa- 
ny devoted 
a full quar- 
ter of 


THE EOUNPATION 

Sl'ONEKEEi* is a first-person, 3-D 
perspective role-playing game. It 
is most similar to Bethesda's The 
F i.nKK Scitoi.Ls: Am:x.\ in terms 


uses both digitized video 
monsters and rendered charac- 
ters in pre-rendered environmeius 
(almost like a fast-moving The 7 im 
Guti’i) rather than the more tradi- 
tional, real-time geneiated environs 
ol Aren.a. It also uses a less obtrusive 
command interface, since Sionekkei’- 
's cursor changes to relied the player’s 
options: a hand to grab, a targeting 
star ((>r combat, a scroll for the invenio- 
1 ) , a mirror for the player's image, 
and a book for character statistics, 
rune spells, notes and auto-map- 
ping. This oilers more of a full 
screen feel than having to work 
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from a command panel. There is a price 

to be paid, however, since S lONKKta;!’ ^ 

forces yon to use botii keyboard 

and mouse rather than being 

totally mouse-driven like 

ARt:NA. 

Hie story is set 
vividly 

where 

Devastation, 

l}’ptjc 

caused by inagick rather 
than nuclear power. The 
events within the game take 
place about one thousand years 
after the holocaust caused by the 
ominous magick of the two rival cabals; 
Tlie Lord Sorcerers of Atlantis and the 
Dark Warlocks of Ys. 'Lite background sto- 
17, a novella by veteran role-playing au- 
thors Steve Jackson and Da\ id Pulver, is 
called Thera Awakening. In these few 


j|pr and the others of the Youngest 
mr Gods from their imprisonment within 
^ an assortment of ten dilTerent orbs. 

In order to accomplish that goal, you 
will have to explore 13 dungeon levels, 
representing everything J'rom ruins 
through sewers and mines to ice tunnels, a 
necropolis and the inner sanctum of the 


added the tapestried effect of musical 
themes which correspond to the domi- 
nant cultures present in the game, an op- 
eratic technique of associating aural 
signatures with various characters. 

MIRROR, 

MIRROR IN THE MARGIN 

As mentioned earlier, 
yoti always have a lull- 
screen view of the dun- 
geon. If you need to 
equip your charactei', 
you move the cur.sor to 
the side until it be- 
comes a mirror icon 
and double-click. A 
digitized video image 
of your character ap- 
pears and you can 
point and click in or- 
der to place armor on 
him or place weapons 
in his hands as easily 
as dressing a paper 


pitges, gamers will glean hints tis to: 
the Ithark (the rune-based magick 
system tised in the game); the 
■- 1^ mces to be Ibund in the 

game 



(Hu- 
man/Dwarf; 

'fhrt)g/Sharga; 

I'aeries/Llves); the 
mythology behind 
the orbs that you mtist 
retrieve in order to wiit 
the game; and a better 
understanding of the goddess I'hera and 
the Shadow King Khull-Khuitm — two of 


Shadow King him- 
self. At the begin- 
ning, you only 
control the charac- 
ter of Drake. As you 
progress ti’om level 
to level, however, 
you’ll meet new and 
interesting NPCs to 
add to your poten- 
tial tor success. In- 
terplay’s Chris 
Taylor (whose writ- 
ing serves as cre- 
ative counterpoint 
to Oliphant's tech- 
nological expertise) 



the gods tvho play signilicant roles in the 
game world. 

Yet, the well-tapestried underpinning 
oi the novella mei eh' sets up the cine- 
matic opening of the game where the 
player’s character, a hero named 
Drake who is presumably some 
oilspring ol'ihe two lovers in Thera 
Awakening, is nearly destroyetl by 
Khtill-Khuuin in a JuxtajKJsition ol' 
light and dtirkness. fho sale, se- 
ctire environs ol' SlONLKKKl’ are ra\- 
aged by the Shadow King, buried in a 
deep gorge, tmd Di ake tilone has e.scaped 
to redress the balance. As ihe cinematic 
introduction reaches its dem)uemeni. tin 
older and wiser Drake is recruited b^' 
Thera to continue the quest started l)y his 
ancestors in the novella — freeing 1 hera 


has added a fascinating cast of non-player 
characters. One character who plays a ma- 
jor role in the game is known as Wahooka, 
the great prtinksier. Phili]? Jose Parmer 
fans should not conhise this prankster with 
Ivickiiha, the human prankster of the World 
of Tiers series, btit should recognize this 
King ol' the Goblins :is being more akin to 
the more perverse of those the Irish call, 
“the good people. ’ Like many oi'ihe lep- 
rechauns of Irish folklore, however, Wa- 
hooka is both tricky and trickable, often 
falling \iciim to his i>wn mtichinations. In 
iiddition, Drake will befriend two dwaives, 
;i li'ighiened Sharga, one of the elves that 
had presumably di.sappeared during The 
l)e\astation, and a rinkerbell-estjue faerie 
named Sparkle, 

Kiiiiilly, composer C-haries Deenen has 


doll. If you need to make notes about a 
rumor you’ve heard or claril)' (he nature 
of a nine, you can move the cursor until it 
becomes a book and dotible-click to ojDen 
it, and type notes in your own mysterious 
“book of many things.” This diaiy pro- 
vides Ibr auto-mapping, auto-note taking, 
character updates, and your own personal 
notes. If you need to check your invento- 
ry, move the cursor until it becomes a 
scroll and open it to di\'ulge the contents 
of your bag of tricks. The basic interface 
seems to work extremel)’ well. 

In addition to the standard assortment 
of medieval weapons, STON'r-Krta’ also of- 
lers the following slings and ari'ows for 
your enemies’ outrageous misfoi'itine: 
iceswords, shadotvswords, icehammers, 
shadowliainmers, shadowdaggers, black 
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Then, you use 
the mouse to 
aim the cross- 
bow and click 
again to lire the 
quaiTel. 


THIS 
MACICK 
MOMENT 

.'^s noted earli- 
er, Stokekeep’s 
magick system 
is rune-based. 
To cast a spell, 
you must have 

MR. BONE JANGLES Drake checks his inventory for more firepower in order to j|.,e appropriate 
turn this undeari into a spineless toothpick. placed 

into a slot on 

seeking arrows, and stoncshootcrs. Natu- 
rally, the.se special weapons are relatively 
rare and deliver significantly more dam- 
age than the usual place settings of hack- 
ware. Yet, the most interesting ])arl of 
combat in S roNEKEEP is not its weapons 
assortment, but its combat resolution. 

Close combat is resolved via an interest- 
ing design in Stonekeep. first ol' all, llie 
cursor changes into a targeting star. Von 
move the star onto the target, aim for the 
general area in which you wish to hit your 
opponent, and click on the left mouse 
button if you want to attack with the 
weapon in your left hand, or the right 
burton if you want to attack with the 
weapon in your right. Then, Drake’s basic 
attributes and I'amiliarity with the weapon 
(as well as any magickal attributes which 
the weapon may have and the quality ol' 
the weapon) are factored in to determine 
how closely the weapon struck where it 
was aimed, or if it struck at all. As you suc- 
cessfully use each weapon, yon progress to 
the next level of “familiarity” with that 
weapon, dliis design means that weai)ons, 
as well as characters, have 
experience levels in this 
game, Naturally, as you ac- 
cumulate weapon exper- 
tise, you will hit the exact 
spot where you aim more 
frequently. 

Missile combat is similar. 

If you wanted to shoot a 
Throg with a Sharga cross- 
bovv, you would click the 
mouse button Ibr ihe hand 
in which you held the cross- 
bow. I'he crossbow will THANK HEAVEN FDR LimE GHDULS SparkiB's daisy wand might 
then appear on the screen, improve Drake’s odor in the sewer level. 


your magick wand — a Runecaster. There 
are five levels of Runecasters — 
Riinewand, Runescepter, Throg 
Ruiiccasler, Elfstaff and Silver 
Runestaff — each holding progressively 
more mana points and runes. 

Stonekeep doesn’t have a particularly 
large tome of spells (28 total), and they 
ai'e the usual mix of area spells (wards 
and teleport circles), duration spells 
(those which last a limited 
length of time to provide 
light, enhance defense, en- 
dow special knowledge, re- 
duce noise or slow lime), 
and instantaneous spells 
(throw firebolts and ice- 
bolls, teleport, or any other 
spell which you would ex- 
pect to create an immediate 
impact. 

In addition to the rune- 
based portion of the magic 
system, there are ten orbs 
to be located and retrieved 
from the ruins. As noted 


To us, this seems unnecessarily limiting 
and is a problem that all designers using 
digital video and speech must iron out. 

Naturally, successful comj)letion of the 
quest will mean llie release of the 
Youngest Gods and the resiirreciion of 
the fortress-town of Stonekeep from its 
cavernous cenotajdi. 'I’his means that, as- 
suming this release is successful, there is 
plenty of room for a sequel that would en- 
able you to venture into ihe I'ascinaiing 
couniiyside depicted in the novella. II' our 
experience wiib S'I'ONEKEEI’ is any indica- 
tion, we can only hojDe the next install- 
ment won’t lake nearly as long. W 


earlier, it is Drake’s Joi) to retrieve these 
orbs which contain the imprisoned souls 
of the Youngest Gods. Hence, the addi- 
tion of each orb to Di tike’s inventory will 
also give him added magickal capabili- 
ties. For example, one orb ensures that 
the party will not lake any damage from 
falling into pits. Another increases 
Drake’s sirengtli. Another provides a 
proximity map, complete with active 
monsters. Of course, half the fun will lie 
determining which orbs help the part)' in 
tv’hal ways. 

NOT WHAT YOU SAY 
THAT COUNTS 

Perhaps the weakest role-jdaying element 
in the game is the conversational aspect, 
'llie designers opted early in the design liti' 
full digitized sj)eech. They didn’t want 
menu-ba.sed or icon-ba.sed conversation to 
inteiTiipt the dramatic How of the conver- 
sational encounters, so they pre-set all the 
conversations to mn uninieniipted by the 
player. The good news is that there is no 
interface interference to disrupt the dra- 
matic nature of each encounter, but the 
counterpoim is that there is al.so no real in- 
teraction taking place in these encounters. 


TAKE THIS YDU FRIGID WITCH Drake meets the Ice Queen's freeze 
attack with some cold steel. 
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Advertisement 






‘"‘Wacky Wheels: A fun, action-packed 3D racing game 
you can play alone or against friends via modem!” 


mode allows two players 
on the same computer. 


You get 15 original race tracks 
After you select your wacky race 
character, you get to select any 
of fifteen unique race tracks (30 
if you have the Upgrade 
Edition). Each track has a dis- 
tinctive winning strategy. It's up 
to you to figure out the best way 
to race each one. 


There are three classes of 
tracks, from novice to expert, as 
well as two racing car speeds. 

All tracks have special obsta- 
cles and dangers: Water traps 
(you can race underwater!), lava 
lakes, jump ramps, posts, turbo 
lanes, ice, oil slicks, bushes, anti 
many other hazards. 

Wacky weapons help you win! 
But what you’re not expecting is 
the hedgehogs! Grab all the track- 
populated hedgehogs you can and 
htirl them like baseballs at the 
other racers to send them spinning 
out of control - giving you time 
to pass‘em by. Other weapons to 
collect include bombs, oil slicks, 
and flame balls. 

High-speed racing action 
Apogee games are action-packed, 
and Wacky Wheels is a perfect 
example. From start to finish you 
get edge-of-your-seat excitement 
and action. When playing, you'll 
grit your teeth, lean your body into 
the corners and scream “EAT 
MAGMA!” as you launch a hedge- 
hog that sends the racer in front of 
you spinning into the lava! 


Speed across a narrow bridge to avoid the 
bubbling lava! 


Once you play Wacky Wheels, you just can't 
stop. Ask yourself: Is that a bad thing? 


You get all the winning features 

• High-speed, 3D point-K3t-\'iew racing! 

• Large variety of race tracks. 

• 16 songs>wilh multi-channel digital 
sound effects, with native suppoii I'or 
the GUS, PAS-16. Sound Canvas, SB 
16/Pro, WaveBlaster, and (jcncral MIDI. 

• Two-player, head-to-head modes 
via modem connection, serial link, 
or at the same computer. 

• Time uial mode allows you to go for 
a record time on_ each track. 

• RemoteRidicule™ feature allows 
you to send a funny, distracting 
message to your opponent during 
modem matches. 

Try Apogee’s games for FREE 
Anyone with a modem can call the 
huge Software Creations BBS, and 
download Apogee’s games for free! 
The BBS numbers to call: 
508-365-2359 @ 2400 baud 
508-368-7036 @ 9600-1 4.4k v.32bis 
508-365-4035 @ 28.8k v.fast (v.fc) 
Or, to order directly from 
Apogee, call 1-800-APOGEE1 . 
Price: $24.95 plus shipping. 
(Ask about our Upgrade Edition.) 

If you’re looking for genuine 
action games with boundless energy 
and playability, look into 
Apogee. As our slogan says, 
“Apogee means Action!” 


That’s rightj^.hothing beats the 
f cxcilcmcnl of playing against 
other human jacers. You really /cc/ 
thejhnll-6T/rdc\ng when you blast 
by your opponent, slam their car 
into a water trap, and beat them by 
a hair to the finish line. It’s so fun. 
you’ll hale to finish! 

Two players can compete on the 
same computer (split-screen mode) 
or on separate computers using 
modems to race each other or battle 
in one of the six Comm-balT''' zones 
that are included. 

The wild kingdom of racing! 

You can play any of eight wacky 
animals in Wacky Wheely’.' 





Cybuibfl 

A Guide To On-Line Games 


n-line games aren’t jusl text-based games for 
multiple players anymore. But even if they 
were, they would still fill the desire of some 
of us to play games where we can socialize 
with real people — even if those real people 
are at the other end of a telephone wire, me- 
diated through modems at each end and a 
mainframe in the middle. Tlie world of on-line network 
games is continually expanding, and it has 
begun to provide something of the same 
variety we have come to expect in retail 
software. 

Now, you can play maze-based expk)- 
ration games, turn-based strateg)' games, 
real-time simulations, card games, sports 
games, and role-playing games. Some are, 
indeed, merely text-based games. Others 
support a text-based mode, but also offer 
a graphic inlerface-of sorts (usually ANSI 
graphics). Others have a complete graphic 
interface via front end software (software 
which resides on your computer’s hard 
disk and expedites the handling of a 
graphic interface between your computer 
and the mainframe where the game is |)rovided). In this 
special section, the CGfK staff shares its impressions of, ex- 
periences on, and descriptions of the commercial on-line 
services and the games they offer. 


NO LONGER AMERICA ON HOLD 
(AMERICA ON-LINE) 

Be careful if you reach out to touch Ajiierica Online — it’s 
' hut. AOL has made a lot of news recently with the in- 


troduction of Internet access and, as a result, its member- 
ship has skyrocketed to about one million users. 

AOL i-s one of the largest hill sendee on-line networks. It 
sports a clean and friendly interface, and has an active 
group of u.sers. AOL’s game support liasn’t been terrific, 
but it does offer some interesting sights, 'flie most popular 
is NB'KRWiNn'KR Nights, a fully graphical multi-user role- 
playing game. Nkverwinter Nights is Itased on SSI’s early 

series of role- 
playing games 
set in TSR’s Ad- 
vanced Dun- 
geons AND 
Dragons uni- 
verse. Players of 
SSI’s solo games 
(the “Gold Box” 
series) will find 
the system very 
familiar, right 
down to the font 
used for the 
game’s text. The 
difference is, of 
course, that many people can explore this fantasy land to- 
gether. The gi'aphics are a bit crude and the level of inter- 
player communication is limited compared to other on-line 
RPGs, but Neverwinter Nights makes a great starting 
point for the adventurer new to multi-player games. Nev- 
ERWIN I'ER NKai'i'S cau also be a friendlier place than most, 
as combat between human players is somewhat restricted 
by the system. 

Another interesting AOL locale is ILuinriJ.ACKs’ Casino. 
Here, players can get together for fun and/or competitive 


Neverwinter Nights on America Online 





displayed graphically, and 
olher as the cards are dealt 
are regular competitions and special events hosted by the 
area Sysops to keep things lioppin'. 

Access Fees; S9.95 per month (first month free) l()r five 
hours of access, §3.50 for each subsequent hour. For more 
information, contact America Online at (800) 827-3338. 


GRANDFATHERED IN 
(COMPUSERVE) 

WIk’II the commercial on-line sen-ices of the world g-atlier 
for 'Hianksgiving dinner. CompuServe usually sits at tlie 
head of the table. One ol'the oldest, largest, and well-estab- 
lished systems around, it is the Granddaddy of the on-line 
world. It offers a wide variety of sen-ices for the general 
user, and has a streamlined and easy to use Windows inter- 
face. 'file good and the bad news Ibr gamers is that it treats 
gaming like a grandchild: it will love and nourish them 
while they sit nicely at the 


Hit the dirt in CompuServe’s Sniper! 


taljle and beha\e, l^ut sends 
them out of the house il'ihey 
start horsing around. 

Without question, Com- 
puServe is one of the best 
out there for gamer sup- 
port. 'fhe system has lively 
gamer message areas, terrif- 
ic support from game pub- 
lishers, and a file transfer 
area (witli shareware, })atch- 
es, and other game support 
files) that is well-kept, l.ive 
I'ole-piaying groups, lliglit 
sim squadrons, modeni-io- 

modem competitors, and play-by-email gamers all call 
(CompuServe home and use it as a telecom clubhouse. 
Oddly, however, multiplayer games are not are [lari ol'tlic 
CompuServe game plan. They have a few games, which 
they've had for years, but they’ve invested ven- iitilc in im- 
proving those games and liave no plans to expand in the 
multiplayer direction. Indeed, it took a few fanatical users 
with programming skills to develop graphic interfaces for 
llieir older text-based role-playing games. 

Air 'Fr-M-tr: Controi.i.kr may ring a bell with veteran 
gamers. The air trallic controllers' strike during the Rea- 
gan administration inspired several sucli simulations, and 


visibility. Indeed, some imscrupuloiis wizards like to slink 
about the world invisiblv and m eak all sorts of havoc. 

Island of Ki:smai is the text-based role-playing game 
that put Kesmai Corporation on the map. Soon to be 
available on more than one network, it has always been 
one of CConipuScive's anchor products. The game consists 
of two segments: a basic game for novice through iniemie- 
diate players tmd an advanced game Ibr veterans. Kesmai 
even adds occasional new locations to sweeten the pot. 

Mir.A\\^\R.S Hi is a space combat game that looks a lot 
like Interstel’s oul-ol-print St.ar Flefi’ I. 

Sn'II’ER!, a hcad-to-liead game ofWAVII squad combat, is 
based on the TSR/SPI board wargame, but the on-line 
version is even more fun, as the sofrwai'e takes care of the 
often complex i iiles. A fairly simple graphic package al- 
lows two plavers to lead a squad of soldiers in firefights 
through small F.uropean lotvns in 194-4. \dctorious com- 
manders aie promoted, and even 
losers complain little (despite big- 
ger telephone bills). There is no 
other game which captures quite so 
well the eerie feeling of having only 
one soldier left, with the enemy 
closing in aroniid you.., witli the op- 
portunity to turn the tables the 
next time around. 

Access Fees: S8.95 per month for 
basic senices and S4.80 per hour 
(2400 baud) or S9.G0 per hour (up 
to 14.4) for extended services 
(which include game areas). For 
more information, contact Com- 
puSetwe at (800) 848-8990. 


CONCENTRIC INFLUENCES 
(CRIS II) 

At first glance, Concentric Research’s CRIS 11 looks like a 
vei-)’ slick liB.S that uses /\NSI grapliics. 'Fhis is somewhat 
appropriate, since it incorporates teclinolog)- that allows its 
usei's k) connect with 60,000 independent bulletin board 
sciwices and tlic Internet. However, the initial impression 
does not relied (he attractive graphic usei' interface which 
allows for point and click navigtition, or ilic fiict that the 
sen ice connects witli Kesmai's ARIES si’steiii in order to 
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allow, gamers to challenge 
the users of other sen'ices al 
Air Warrior, Hari-odn, Is- 
land or Kesmai, mud II: The 
Q um' EOR iMMOR'iALi’iY and Stel- 
lar Emperor, At press time, the 
Kesmai gatewa)' was in testing. 

Even without the Kesmai gateway, 
' CRTS II offers a formidable list of games, 
most of which are ANSI grtiphics or text- 
based, but there are several that rec[uire 
their own graphic front ends. The game 
list for CRIS II is so extensive that it is di- 
vided into eight different categories: 
warganies, space gitnies, ad\'enture gtimes, 
card games, board games, casino games, 
miscellaneous games and flash games (ac- 
tion games). 


Wargames: Androids is a game of are- 
na combat in I he far future. It can be 
played with ANSI graphics or in jmre text 
mode. It would j)robablv be more accu- 
rately named “Ciyborgs,” since gamers be- 
come hybi'id human/machinc, wan'it)rs 
playing a high-stakes, real-time scavenge)' 
hunt with combat. The goal is to pick up 
as many valuable objects as possible l)y 
ptissing over them, while avoiding the vio- 
lent onslaughts ol your htmian-controlled 
opponents. 

Biademasier is a game ol'tirena cotnbat 
in the ptist, 'I'he game is purely text-based 
and featui'es a simple fantasy town en\’iron- 
ment whei'e you can purchase better 
weapons/ai'inor and get hciiling and ru- 
mors between death matclies. The oulv way 


Fm- 


by Andy Patrizio 

So, you’ve found your way onto the In- 
ternet? Or )our local BBS is notv cariy- 
ing Usetiet newsgioups? Welcome to the 
fun. Although Internet tvas designed as a 
research nenvork, people who woi k hard 
also play hard. Among the gigab)'tes of 
research in theoretical physics and the 
Human Genome Project, you’ll find 
plenty of message groups for hard-core 
game players. 

Here is a list of the most populai' PC 
games groups: 

comp.sys.ibm.pc.gtimes.action 
comp.sys.ibm.pc.games.advenlure 
comp.sys.ibm.pc.games.annoLince 
comp.sys.ibm.pc.games.llight-sim 
comp.sys.ibm.pc.games.misc 
comp.sys.ibm.pc.games.rpg 
comp.sys.ibm.pc.games.stiategic 
You’ll notice that the topics are usually 
divided by game genre. So far, thei'e’s 
only one Usenet news gi oup dedicated 
to a single company or product: 
alt. games. doom. The number of mes- 
sages for id Software’s Doom was becom- 
ing too much for the strategy games 
group, so a special group was started. 

Most of the people posting on these 
groups are college students who have the 
time and money to devote to gaming. 
The day a game hits the shelves, you can 
be sui'e there will be messages about it on 
the appropriate gi'oup. 

Requests for help are the tnost com- 
mon message posted. Just ask how to get 
past a certain spot in an adventuie game 
and you’ll have a reply soon enough. 


Mo)'e poj)ular games often have a com- 
plete help file written and maintained by 
one dedicated person who posts it when 
I'equested. As new lips and inlbrmation 
arc |)osled to the net, those tidbits are 
added to the file. 

Requests for (lies are also common. 
People ask for walk-throughs, cheats, 
character editors, patches, and more. 
Users-in-the-know point to the lile trans- 
fer (FTP) site where the file can be 
found. One of the most popular is 
ftp.uwp.edu, which has a very large 
games directory, but there are tnany 
moie in the US and around the woi'ld. If 
yoti’i'e familiar with Ai'chie, the FTP 
database, do a se;iich on “games” and 
see what comes up. I guarantee the I'esult 
will be one huge lile! 

The comp.* game gi'oups iire also a 
great marketplace for second-hand 
games — something you never sec on the 
commercial seiYices. It’s an o|)portunity 
to make some good deals or clean out 
your shelves. 

As I'or deals, I recently picked up 
Might and M.agk: 4 &5, Ci.ofns or 
Xeen and Darkside of Xeen, i'or S25 
each, That’s half the retail price! Ihilbi - 
tunately, the Darkside disks are bad. 
Caveat emptoi', You roll the dice, and 
sometimes you lose. 

That caveat extends to just about eveiy 
facet of the Internet, especially for new 
modem users. It’s a wild and woolly place 
out thei'e, but as far as netwoi'ks go, it’s 
the only place to be. 


to make inoiiey and move u]') in jjreslige 
towai'd the ultimate goal ol’ becoming the 
Biademasier is to light more and sti'onger 
o|j[)oiients (both computer- and human- 
controlled) in the arena. 

EMi’iRt; or'i'iiE Peasan'I'S has mechanics 
similar lo a ckissic PBM game called Feu- 
dal Lords. Both games I'equire you to 
build up your lief as an economic base be- 
fore you can he successful as a concjiiering 
loi'd. Emi’IRE or 'n ie Pea.san'TS has less com- 
plex game mechanics, however, with the 
jidded benelit of allowing you to play as 
many tui'iis as you like on a given phone 
call. Each turn, you get a pi'oduction re- 
poi'l and have (he ability to buy/sell land 
and commodities, as well as pui'chase in- 
dustries, soldiers and the nobilit)'. Once 
the economic base is established, vou can 
then attack the ojjposing loi'd or lady tif 
)’out' choice. 

Suit S'lRiKER is a I'eal-time submai'ine sirate- 
g\' g'ame. Poi'litiying a sti'uggle between two 
global supei'powers in a llctional sea, the 
ganieplat' is something like a simulation, but 
without a graphic intei'Face. 'Hie submai'ines 
are based niDon thorough reseai'ch, the com- 
mand set is vei')' rich, and the game suppoi'Ls 
several human players al one lime. 'Fhe 
gi'.iphics are limited to /VNSI, btit the simtila- 
lion aspects seem solid. 

Ring Mas'IEILS is a boxing su'aieg)' game 
wliei'e you tiy to lake voui' boxer to the 
championshij). There is a ladder of com- 
puter- and human-conli'olled contenders 
to be defeated in order to I'each the cham- 
pionship level. .MI commands arc entered 
\'ia a text parse)', and there tire occasional 
lapses in the iniei'lace due to the latency 
pi'oblem inherent in many telegames. For 
example, the I'efei'ce threw oui' staifer’s 
boxer out ol' the I'ing because of fighting 
between I'omifls, but the illegal blows wei'e 
actually the i'esult of communications laten- 
ty. \’et, it is still tin interesting, albeit .slow, 
g;ime. 

Space Games: 'I'iade Wars is similar to a 
jaii'e sU'ateg}' vet'sion of Priva teer or Eun-:, 
exce])i dial ihci'c is no real-lime combat 
iind no elaboiate gi'aphic elfects. Gamers 
mei'ely O')' lo build iheir fortunes and pres- 
lige by buying low and li'aveling lo the 
I'ighl planets to sell high. You can earn 
you)' way into an elite gi'oujj of overachiev- 
ei's with exii'a powei' lo wield in the gtime. 

Novatrek is actually GALi fFREK, almost 
a SiarFi.eei ILvrri.r.s campaign with a 
map of ‘58 x 12 .secioi's and liases hid- 
den wilhin iho.se sectors. I’layei's build and 
impi'ove thei)' own btises while li'ying to 
blast their ojiponenls into histoi')'. 
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Sui’KR Nova is an intergalaciic BATrLi:- 
SHiP-style game. You hide five diCferciU 
Doomsda)’ devices wiiliin a grid and then 
try tf) destroy the other player’s devices. 

'rk-W.ARS IV is the most elaborate space 
game ol'I'ered on CRIS II. You not only 
gel U) build starships and starbases a la 
M.-vs i'ER or Orion, you also get to explore, 
expand, exploit, and exterminate the 
space hulks of your fellow human admi- 
rals. Detail is the name of the game in this 
cosmic slugfest. 

Adventure Games: F.azuul is an advenlui e 
game set on a once lavish pleasure planet. 
Now, anyone who embarks on FAZt'tii. is 
d(K)med to remain, 'lliat doesn’t mean there 
isn’t plenty to do in this text-adventure, jtisl 
that the exploration is often enlivened by en- 
counters with human-controlled characters 
and -sU'ange c'asino games left over li-oin the 
planet’s previous incatnadon. 

Kvr.\ni)IA is not to be confused with West- 
wood Studios’ hnish graphic adventure se- 
ries. It is a traditional, text-based 
multi-pla}’er en\ iroimient where the goal is 
to become the most powerful mage in the 
kingdom. You explore forests, towns and 
temples in order to be able to cast stich spells 
as noouch (a mild healing spell) and clut- 
zoplio (make an enemy less coordinated). 
Much of the gtime is like playing an old ver- 
sion of Adventure, but thei-e is always a 
chance of iiinning into human player char- 
acters. 

Cro.ss Roads is a text-based game ihtit 
oilers occasional ASCII maps. Set in a fan- 
tasy world, characters follow the path of 
one of the four elements of the ancient 
world (Earth, Fire, Water, and Air) in or- 
dei- to master the game’s magic system. 

Wii.i.)erL‘\nds is a traditional “guess the 
parser" adventure game with some fanla.sy 
role-playing elements. Characters are gen- 
erated with regard to race, sex ;md attrib- 
utes, but have to join a character class 
(drttids, rangers, etc.) and successfully 
cotitplete a class cjuest before the)’ can ad- 
vance in the game. 

SwoRtts & Sorcery is a traditional RPC 
with a “guess the parser” interface and 
multiple attributes for each character. 'Ehe 
command line is supplemented by a statis- 
tics display at the bottom of the screen 
and a limited color ANSI map. 

Card Games: CRIS II supports a poker 
ladder of sorts called Card Sharics, hut it 
requires a separate lee to enter the tour- 
nament. Without a separate fee, pkiyers 
can compete against live ojjjjoncius in 
.'Vuro Waics (similar to the Parker Broth- 
ers card game, Miia.t; Bournes) and the 


traditional Huar'IS game. 

Board Games: This area contains the 
big four which arc avtiilable on most on- 
line neuvorks: Ciuuss, Ciiei;kers, Backg.Ai\[- 
MON and Otiiei.i.o. 

Miscellaneous Games: Frivia Puicsun 
bears no similarity to the boardgame, 
I'rivial Pursuit, nor the NTN Trivia games 
which appear on other networks. It oilers 
real-time questions and then begins to fill- 
in-the-blanks ol' the tmswers Mangman- 
style as nvo or more jdayers tiy to an.swer 
and ling up the highest .score. 

Assignmen'I': W'ah. S'erket reminds us 
of the space-ii-<tding game, Fedeication I!. 
You get to explore, interact, trade secuii- 
ties and move up in society. In Fed 11, you 
get to explore the real solar system and 
lots of star systems that aren't so real. In 
this game, you get to navigate live areas of 
New York City: airpori/shopping. hotel 
district, ujuown, the downtown business 
district and Centnil I’ai k. 

Flash Games: The following are real- 
time arcade-style games which require 
their own software to play: FiAsii Ateack, 
Fiash M.aze, Fia,sii Seagewar, and Fiash 
1'ank. All oiler scveriil vai iations of play 
(time-limit battles, grudge matches, etc.) 


.Access l*'ees: ‘I'he pricing 
structure for Kesnuii games 
had not been determined at 
press lime, but the overall senice is 
available for a flat rate of $30.00 
per month. Ctill (517) 895-0500 li)r 
more inliirnuition. 


ORACLE OF ASCII 
(DELPHI) 

The onk way \’ou'll find a “Page Three 
Curl” (one ol' those ubiqititous hai'e-bo- 
somed beauties on page three of most 
British tabloids) on Rupert Murdoch’s 
Delphi Internet Service is to find the 
right .(ilF file on one of the Internet FTP 
sites. It can be done, but j'oii’ll need to be 
toinpiiler liiei'ale enough to accomplish it. 
In fact, yon ha\e to be somewhat litertite 
to do anything on Delphi, because the fu'si 
thing you see when you actutilly connect is 
a menu and a command line. Yon need to 
type in keyu'ords to go aimvhere on Del- 
phi and that becomes increasingly neces- 
sary as )’ou use Telnet and FTP 
eoininands to navigate the Internet. This 
is cspecitiily tine when you Telnet into 
such locales as Steve Jackson Gaines’ lllu- 


and all require fiill-scrocn ANSI support, minati Online setwice which uses a UNIX 



Circle Reader Service ^24-1 
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boarclgame, and more akin lo Interstel’s 
ont-()r-])nnt.S'i'AR Fi.ei:i I. 

’I'Q 'I'kn’iA is a challenging iri\'ia game 
area where you can usually (iiirl a lew hu- 
man players with which lo coiupele. Ii is 
more challenging than Trivia Pt'RSurr on 
CRIS II or YGl! on CompuServe, hui il 
lacks the boldness of Prodigy’s all-or- 
nothing GUTS C[ui/ or the huge participa- 
tion level of NTN 'I rivia on GKiiie, 
ImagiNaiion, and various hotels and bars. 

Access Fees: The 10/4 plan costs a mini- 
mum ofSlO per month (including the 
lirsi four hours of usage) and $4.00 per 
hour beyond that basic usage. The ^0/20 
plan costs .$20 per inonih (including the 
llrsL 20 hours of usage) and $1.80 per 
hour beyond that. In addition, there is an 


adclilipnai charge ol' S3. 00 per 
month for Internet access. At 
press lime, AiR Warrior gate- 
way was the only Kesmai game 
functioning, and the additional 
charge was $.90 per hour, (-all 
(800) 695-4005 (()r more infor- 
mation. 


GAMES IN A 

BOTTLE (GENIE) 

A I'ormer games manager at 
GEnie once told us that the 
company would never move to 
a graphical user inlcrrace be- 
cause they fell that text trans- 
mission was both machine independent 
and an effective way lo reach the visually 
impaired through voice emulation soft- 
ware. W’halever the rationale, GEnie is a 
rather uni(|ue mix, both in community 
and technologN’. The interface is distincth’ 
archaic. You navigate by kcnivords, page 
numbers and, once you arrive in a ])ariicu- 
lar forum, by menu selection. 

Yet, (iF.nie has been at the forefront of 
the major commercial services in 
adapting new front ends to older 
games and paying developers to 
create games with their own 
front-end software. Besides offer- 
ing the wide variet)’ of games de- 
scribed here, GEnie has a 
mulii-i^layer Mari’(R)\ in testing, 
a multi-player MKc;,'\TRA\’i-a.i.i:R 
game in development, and 
Moni.is Oi’ERANOt, a murder mys- 
tery game being developed in co- 
operaiion with Mysterious 
Press. There are also rumors of 
a high-profile role-playing game 
that has just been signed. 

In addition lo multi-player 
games, GEnie also hosts two 
roundtables Avhich are impor- 
tant to computer game play- 
ers. One roundtable is for 
com])uier game designers, 
and the other is hosted by 
Scorpia, CGW’s contributing 
editor for role-playing games. 

Both offer interesting discus- 
sions of everything from cur- 
rent games to magazine 
re\’iews. 

Air Warrior is the original 
Kesmai ])roduci described in 
the disetission of Delphi 
games. 

Cb'iu'.RS'i RiKi: is the sim-like 


Wreck robots in GEnie's CyberStrike 


Multiplayer furballs in GEnie's Air Warrior 


command line. The upside, 
however, is that Del])hi pro- 
vides a true Internet gatewa)’, 
a forum moderated by UGfT's 
own Scorjua, and an area known 
as Eleciropolis. In Kleclropolis, 
you will eventually be able lo gate- 
way directly to Kesniai's ARIES sys- 
tem and play Air Warrior, 
iT:nt:RAriox II, Isi.ano or K.rs.M.\.i, 
MUD II, and .S'ra.i.AR Kmi’eror with 
gamers on other networks. 

Air warrior was de.scribed in GGII’ 
#120, ]). 80. It is a modenitely eas)' simu- 
lation of air combat foi' mullijjle players 
which allows you to .select a ihetiter of war, 
choose one of three countries (teams) to Join, 
and enter the constantly on-going cam- 
paign. FetUuring j)olygon-l1lled S\'GA 
graphics, AlR^VARRlOR rec|uires its own 
front-end softwtu'e and is liienilly wluit Tom 
Basham calls, “the large.st electronic furball 
you have ever seen.” Foilunaieh', ihei'e are 
j)leniy of opportimilies foi' iniining to help 
you gel over the sleep learning cun’e. 

Si r.i.i.AR CoNQiacs'i' is reminiscent of but 
simpler than, the SfAR Fi.KE'f BATi't.r.s 


Air firoup ACA is conplete ^ launcW and tornsd u 

Harpoon is coming soon to GEnie 


action/sirategy game where teams of 
‘mechs attempt to increa.se their strangle- 
hold on cyberspace by building up a j) 0 W' 
er tveb of towers (essentially booster 
stations) and destroying the oj)j)osition's 
‘mechs. There are role-playing elements 
as )’ou strive to build up your ‘mech’s ca- 
pabilities by upgrading weapons and tech- 
nology, tactical elements as yoti 
communicate with your teammates on the 
best way Ut take out the competition, and 
reflex-determined elements as you dodge 
incoming attacks and try lo aim at the 
‘mechs lighting on other teams. 

Dr.\(X)n’.s G.-vi'E is a text-based fantasy 
role-|4aying game set in a world defined 
bv a massive crater. One hour of “real- 
time” equals two hours of game lime with- 
in the game, and Dracion’s Gate has 
some of the most interesting races we’ve 
seen in an on-line (or any) role-playing 
game. Il also features a fascinating 
mytholog)'. 'Fhose who play the j^eople 
and paper version of RUNEQUE.SI should 
(eel right at home ^\■ith some of the detail 
in this game. 


Speed! 422 kls Course! 39° 
Thrattte! Cruise Alt! High 

Target Group! HOHD 

Hlssion Type! Patrol 

Oritrinal Fment 

Strike 0 0 

Fighter 0 0 

Support 1 1 

Itriull keport] I tPlIsptay ] 
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Fi:nKRAi i()N II is. osLensibly, a' space 
iradiiig game wliere gamers purchase, 
build and oulllt sliips lor cosmic explo- 
ration and exploitation, but it is also ap- 
propriately billed as a game for adults, 
rile game has relationships between char- 
acters (marriages, textual intercourse and 
blood lends) that reju'esent 
almost any lifestyle, and ihe 
players are so close-knit 
that they even have infor- 
mal face-to-face “FedCons” 
whenever (here is a critical 
mass of Fed addicts in the 
same area. 'I'here is even an 
on-line newspaper called 
UiiderFED that is available 
on e-mail which details the 
dirt on the prominent chai- 
acters to be found in this al- 
ternate I'ealily. There is also 
traditional “guess the pars- 
er’’ exploration, interaction 
and puzzle-solving. 

G.aiaxv 1 is a PI5EM game of space ex- 
ploration, expansion, exploitation and ex- 
termination where you input orders and 
wait to see the results. The goal is to build 
up your empire so that your score, an 
amalgamation of the number of ships and 
the quality levels ol'your planets, will be 
higher than anyone else in the game. Un- 
like many such space empire games, this 
one is detailed enough that you often 
need to prini-oul reports of your Ileets, 
planets and moves. The graphics support 
\T'1()() and ANSI terminal emulation and 
it does not require a graphic front end. 

GitM.s'i'O.XK 111 is a text-based role-play- 
ing game with rules based on Iron Crown 
Enterprises’ Roi^KMAS'i KR series of games. 
It features lots of active players, live game 
masters, and plenty of new t|uests which 
crop up on a monthly basis. Gicmston'E III 
emphasizes role-playing, and each charac- 
ter class has its own particular benefits/lia- 
bilities. Though the game has a graphic 
front-end (more of a graphic wrap for the 
text), the Joy of this game is the textual in- 
teraction wilh like-minded gamers and the 
continual I’reshening of the environment 
by creative designers, 

flUNURia) yi'AR.s War is based on a mon- 
ster game of medieval strategy/role-play- 
ing which was conceived years ago by the 
Dean ofWargame Design, James F. Dun- 
nigan. You lake on the role of a FTench, 
English or Indej)endent aristocrat (or the 
Pope) during the circa one hundred years 
of French/English strife. Fief manage- 
ment, delicate diplomacy, and solid strate- 


-g)' are the necessaty elements for being an 
integral part of the winning side in this 
game. Game mechanics are something 
like a highly-advanced version of the Ft:u- 
DAi. Lord.s PBM game described else- 
where, but there arc many moi'e 
sub-elements to this game that nobles can 


Captain mercenary 'mech brigades in GEnie's BattleTech 


access on a daily basis. A graphic front- 
end is currently being developed which 
may shorten game time by assisting play- 
ers with travel and navigation. 

Multi-Player Ba'ITI.eTkcti is an on-line 
universe that offers sim-style combat a la 
the BattleTech Genters of Virtual World 


Entertainment and a I'olc- 
• playing setting that is, in oui' 
opinion, superior to llie one- 
shot combat experiences ol the 
amusement centers. Gharaciers en- 
list in the service of a pariicular 
house (the dynasties in the Bat- 
lleTech Universe) or function as part 
of mercenaiy units and fight rcal-iime ■' 
battles as they tiy to climb upward so- ; . 
dally in the seiwice of their liege lords. 
The game requires a graphic front end 
which looks similar to the interface 
used in Activision's original MeciiWar- 
rior product. 

NTN Trivia has been available on GE- 
nie for a long time, but it no loiigei' sup- 
ports text-only mode. If you’ve ever 
played a trivia game against other on-line 
players in a bar or hotel room, itAvas prob- 
ably this game. The most common game 
is Countdown, where players iiy to get 
the most points out of a series of multiple- 
choice questions covering general knowl- 
edge, but there are also separate 
competitions with regard to Music, Movie 
and Sports trivia. What is trul)’ interesting 
is the fact that you are comijcling against 
opponents all over the ct)iintiy, including 
those on ImagiNatioii and in the 
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itorels/loiiiigcs. 

Orb Wars is a rcal-iiine 
role-playing game where 
mages compcMc across an ASC.'Il 
landscape. After a i.radilional 
character generation which deter- 
mines the wy/.ai'd’s majcjr aitribiil- 
es and the style of magic he or she 
will employ in the game, gamephi)’ 
consists of the fast typing of commands 
to cast spells, collect objects, move in 
the compass directions, and change 
orbs to the color of \ ()ur team. Scoring 
is handled on both an indi\'idual and 
team basis, since the goal is to advance 
lip (he ladder ofA\y/.ardn' and become the 
most prestigious mage pi'ior to the occa- 
sional game resets at the end of a cam- 
paign. 

QBi is another NTN game that is not 
only available on CiKnie, but in hotel 
lounges and sports bars throughotit the 
countiy. It is played simultaneoush' with 
the telecast of an NFL game and requires 
gamers to call plays ahead of the action 
depicted on the’W. Seiwing as both a test 
ol' strateg)' and of the knowledge of the 
lendencies of professional football coach- 
es, QBI allows you to compete against 
spectators all over the countiy. 

Sriii.i.AR E^tl>l■:R(^K is a space combat 
game divided into nvo basic acti\’ilies: ex- 
ploration and economic management. Ex- 
ploration requires yem to be in charge of 
your individual spaceship and to react to 
what you encounter. Economic manage- 
ment is handled via menu screens, d'he 
game’s objective is to build 
up your empire to the point 
where you become one of 
the Lords of Empire and at- 
tain one of two titles at the 
end ol' a four week cam- 
ptiign. If you are the greatest 
founder of space colonies, 

\-oti may become the Presi- 
dent ol' the Imperial Senate. 

If yoti are the greatest war- 
rior, you may become Lord 
Emiteror of All 'Lhe Galax- 
ies. A graphics front end is 

available foi' Windows users. 

S'l'LLLAR Warrior is a 
strateg)' game that plays like something in 
between the old S tAR 1 from Inlers- 

tel and the boardgaine, S't'AR Fl.KKf B.vt - 
I i.RS, from Task Force Games. Fhe goal is 
simjtly to amass the highest possible score 
by destroying enemy ships and ba.ses. 

Access Fees: $8.95 per month for four 
free houi's, plus $3.00 (2-^100 baud) or .$9 


(960,0 baud) for each subsequent hour. 
Call (800) 638-9636 I'or more information. 


THE ROOMS AT THE INN 
(IMAGINATION) 

‘Fhe cartiionish graphic interface for The 
ImagiNation Nebvork (INN) only sets the 
lone for part oi'this on-litie network. It's as 
easy to get from place to place as it is to 
navigate a children’s bottrdgame, but the 
action and intei'ticiion is more equi\alent 
to an on-line gaming convention where 
the actitjn never ceases. The emphasis for 
this friendly looking tybui'b is community. 
In fact, bel’ore entering any area of the 
network, yoti must create an on-screen 


ImagiNation's 3-D Golf is in the green 


persona, including a self |}ortrait and 
some personal information. With these 
“ice breakei's” in place, INN becomes 


Check your six in ImagiNation's Red Baron 


largely a matter of enjo)’ing games and 
making I'riends (lols of 'em!). It is a simple 
matter to lind odiei’s on-line with a com- 
mon INN gaming iniei'est: just invite an 
interesting (and intei'csted) person to ])lay, 
and the game is afoot. The system is ])ei'- 
fectly suited to “table to]3 conversations" in 
this comjictilive, though relaxed, titmos- 


phere. In addition, INN is ju'obablv the 
least male dominated of till the networks 
coveied in this suiTey. 

The Clubhouse is the “i^ai'loi’” where 
ti'aditional games are olfered. 'Phis area 
includes Briih;i;, Ciit'SS, CiiI'CKI'RS, 
B.\(:k(;amm()N, Cribba(;f., Hk.ari.s, Fiji' 
i'l.oi' (Othello), Go, SfADFS and Et'CllRF. 
The CitibHouse also oilers bulletin boards 
and hint boards, but these tire usutilh’ less 
extensi\’e than the olhei'. more informa- 
tion-oi'iented computer netwoi'ks. Sponta- 
neous confei'cnces, along with reguhu'lv 
scheduled ones, are held in the Club- 
Mouse. Members receive ihcii' notillca- 
tions of such activities through e-mail iind 
the .system’s colorful newsletter regularly 
sent to every meinbei'. 

'Lhe Sien'tiLtind Ctisi le 
represents family Inn. Ii's 
lhe amusement ptirk of the 
seiwice and features ;i wide 
variety ol' games. 'Lhe star 
attraction is tin on-line ver- 
sion of the excellent WWl 
flight simuhiiion, 

Dynamix' Rfd Baron, 'l he 
difference is thal this ver- 
sion allows two lo four 
jDlayers to enter on-line 
i'urballs with considerable 
variation in the scenarios. 
'I'his program was reviewed 
in p. 79. 

3-n CiOi.i-' also takes a stand-alone prod- 
uct and transforms it into a mtilli-player 
experience. Based on Konanii’s Wii..so\ 
Bro.stakf Cioi.r, it allows you (o play 18 
holes with an on-line foursome. Those 
seeking a dilferent slice of golf may want 
to iry Mini-C'jOLI', an extremely wacky 
miniature golf course. 

I’.MN't Wars is an interesting two-io-lbur 
plaver game that resembles the li\’e-aciion 
|xiint gun battles that appear to be sweep- 
ing the country. This on-line game I'ea- 
tures a more stnictured jilaying area and 
some inleresiing computer gaming twists 
to enhance the experience. 

l he Castle also contains an ecleclic 
group of games. These include lhe classic 
Milton Bradley Ixtardgame S'l ra i laa), 
SnI':,\kAT.u: (a four-tiered, four-in-a-i'ow 
Tic-Tiic-'Loe game), B(K>(,krs (a wild 2-1 
plaver variation of Fiji* Flop), and (hcM i'i- 
II (a multi-user j)aiiu program with lols of 
amusing features for the artist inside 
e\’en'one). 

Tri\’ia fans will also enjov the lightly 
|.)layed RocKi'.i Quiz nuith trivia aiicl (he 
lieavily irailicked NTN 'fuiviA game. 
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McclicviiLand is the home of the net- 
work’s resident dungeon crawl, The 
Shadow or Yserbius. This role-playing 
game uses an interface familiar to Dun'- 
GKON Master players and veterans of 
many other similar games. In Yserhius, 
however, you play a single characlei' in a 
par'ty ol' up lo four players, 

The others have to be found 
(usually at tlie tavern), orga- 
nized into an ell'ective team 
(based upon each charac- 
ter’s attriijutes) and lead 
into battle. In addition to 
the dungeon's larger quest, 
a number of smaller side 
(]uests are available for 
building up characters to 
the higher levels of perfor- 
mance they’ll need to com- 
plete the adventure. That 
accomplished, Twinion, the 
newest Rl’G area, awaits for 
liirther adventui'ing! 

CasinoLand is the on-line version of 
the ribald world of Leisure Suit Larry 
and Passionate Patty. Donning carica- 
tures with a Larry-esque cartoon look to 
them, mature gamers can romp in this 
area where adult language and themes 
are standard. While the gaming focuses 
on gambling games such as Si-ors, 
RtHJi.ErrE, Blackjack and several vari- 
eties of table Poker, it is the people who 
drop in on LarryLand that make it what 
it is. .Most visitors reallv let their hair 
dotvn in this red light district of Cyber- 
space. Here, cross-dressers, homosexu- 
als, bisexuals, make out artists (tind 
would-be ones) freely converse with 
those who are comfortably more mun- 
dane in their sexual habits. While a more 
lurid tyjje of fun can be liad by all, this is 
definitely a “better class of rifl'rafl” than 
can be found on many BBS' dedicated to 
sexual matters. Often with a wink and a 
smile, visitors to LanyLand are obscene 
and heard as they gamble their fictitious 
LanyBucks. 

LEriT’s l.ouN’GE, a meeting room with a 
particularly tacky bar-like atmospliere, is 
where it all liangs out. Conversations How 
vety freely here, and people can buy each 
other {lowers or give kisses (which, if ac- 
cepted, adorn that giftee's self portrait for 
the remainder of their session in Lany- 
Land). In Iti'IT’s there are “bar” games, 
including liars poker and several games 
along tlie theme Truth or Dare, allow- 
ing players to really get to know some- 
thing about each other. While this is the 


kind ol' place you would never visit in, “that 
part of totvn” where you live, here in the 
cyburbs, LF.m'’s Lount.e is jtisi the oppo- 
site of Cheers (in that, here, nobod']' knows 
your real name). 

Access Fees: .'$9.9.5 per month I'or five 
hotii's, and $3,50 for each subsequent 


The poker action is fast and loose in ImaglNation’s CasinoLand 


hour. Although the software lists for 
So. 95, it can often be found iVee in game 
and magazine promotions. For more in- 
I'firmation, contact The ImagiNation Net- 
work at (800) 695-4002. 


RAILS AND 
GRAILS 
(MPCN) 

As you connect with the Multi-Play- 
er Games Network, you feel some- 
thing like an honored guest in a 
medieval castle. 'Fhe entire neuvork 
{'unctions as a gra[)hic interlace where 
you select one ol' four currently active . 
games. In addition to tho.se games air- 
rently available, ftiture plans include 
multi-player versions of GDW's Dark 
CONSPiR.AtA' RPCi of dark tech/horror 
and R. Talsorian’s Ch'iiERl’UNK 2020, as 
well as Meki'on 11 (an RP(i based on 
Japanime). Also, work is progressing to- 
ward ofi’cring: FieeQue.st (economic and 
military strategy a la Hundred Years 
War), mud II (Richard Bartles classic 
multi-player dungeon which allegedly 
started it all), and War[.ord,s (a post-holo- 
caust empire building game where you tiy 
to become the lost planet version of John 
Carter, Warlord of Mars). 

Empire Builder is the fastest way to play 
the comjniter version of the popular 
boardgame from Mayfair Games. Re- 
viewed in CGW #108, jx 88, the game re- 

(Continued on Page 182) 
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Barrel Roll Attack. 


Offset Head-on Pass. 


J 

/■' 

The Immelman. 


Barrel Roll. 





required 
joy stick 
standards. 


Warriors of the cyber skies rejoice: project WingMan 
Extreme is complete, the joystick has been perfected. 
Never has guidance control been so fluid, trigger 
action so responsive, view control so easy. 
WingMan Extreme can be the difference 
between the thrill of victory and the ejection 
seat of defeat; a solid professional In a field 
of puny lightweights. WingMan Extreme is 
waiting at your dealer, or call 1 800 889 
0038 or fax back at 1 800 245 0000. 


THE JOYSTICK WITH ATTITUDE! 


Costco 


inmaa 



L0(/iT[CH 


Circle Render Service >*82 



Welcome To My Fantasy 


llltisimion hy Rri.in Chrkf 


A Personal Tour Tbrotigh “Shared Consensual Hallucinations’’ On The Internet 


L ooking I'or some fun on the inlbf* 
Illation superhighway? Does the 
notion of tn ing on clin'ereiu bod- 
ies, iiersonalities, even genders, in- 
trigue you? Perhaps you'd enjoy 
lutnging out in a hoi luh discussing jihilos- 
ojihy and William S. Burroughs novels 
with ;t disembodied head and a talking 
race horse. Or maybe you’d just like to 
bash some trolls or slay some demons. 

Whichever way vou siving, I think I've 
got what you're looking foi- right here. 
W'ait it .second while I log on... 

*** Connected *** 

Cyd's Place 


by Mark Clarkson 

A dim room, black with red 
velvets, accented by twisting 
strands of light that crawl 
slowly over the walls, the 
ceiling, you. 

A stand-up desk in one cor- 
ner holds a pile of books and 
an oddly-shaped keyboard. A 
flat screen monitor hangs on 
the wall, displaying a 
Modigliani nude. 

There is a teepee in the op- 
posite corner, its door-flap 
tied open. To the north, 
heavy, blood-red curtains un- 


dulate slowly in a breeze of 
unseen origin. 

Oh, you Sit)', a text adventure — been 
there, seen it, done it. ^Vell, it is a text ad- 
venture and it isii'i.. 'I'here are two major 
difl'ei-ences between this place and oibei' 
text adventures you’ve .seen. Number one, 1 
made Oyd’s Place and tilmosl eveiything in 
it, myseil'. Nutnbei' two, ifyiiu have access 
to the Internet, you can join me there. We 
can talk, I can show you around. W’e can 
entei- the teejx'e and smoke the peace pipe 
together, or have at each other with .swords, 
as is youi- \vont. 

(yd’s Place is more than text deep. Thei'e 
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Remember the story of the Tortoise and the Hare? It's 
3,000 years later and they’re back. Now it’s a fight for 
the galaxy and the love of a beautiful princess. 


Try lazz on CompuServe, just GO EPIC. For a free 
CompuServe sign-up kit, call 800-524-3388 and ask 
for representative 536. 


-.«• 


jazz Jackrabbit brings all the speed and action of your 

favorite console games to your PC 

Buy all six episodes for only $39 plus $4 s&h. 


Or call EXEC-PC, (41 4) 789^360 (for V.32bis), for free 
downloads on your first call. On Internet FTP from 
“ftp.umLedu” in Vmsdos/games/Epic”. 


EPIC 


mm 


"TO ORDER CALL EPIC MEGAGAMES 1-800-972-7434 

VISA, MasterCard and cheques accepted. Please add $4 shipping and handling. 

Each order Includes a bonus shareware game. Call 301-983-9771 for inquiries. 

Epic MegaGames -1 0406 Holbrook Drive, Potomac MD 20854 ■ CompuServe: 70007,1 631 


is a stmciLirc that underlies tiie words, one 
that’s far richer than any text adventure, 
For example, that computer in tlie corner 
of die room actually works. I can use it to 
send and receive e-mail from others. It’s 
“voice-actuated” and conuols the light, heal 
and security systems in my rooms. 

Cyd’s Place is my home in Lamb- 
daMOO, a thriving cyberspace community 
housed inside of some computers in Palo 
/Mto, California, 'niou.sands of people live 


sist stroking it. 

>stroke buffalo skin 
Ooooh. Soft. 

> smoke peace pipe 
You cough and choke as the 
smoke hits your lungs. Pale 
face ! 

You can also move about following an- 
other player, or teleporting directly to 
your desired location with a go or teleport 
command. 


with nearly 8000 users who connect 200 at 
a lime, to tiie little MUSH-clone miming 
on the one-line BBS in my brother-in-law’s 
basement. There are MUDs where people 
pretend to be speaking animals, sign up 
wilii the Kiingon empire, or play them- 
selves in 18th centuiy London. 

For the most part, MUDs come in one ol 
four llax'ors: sa\'age, sweet, suneal, serious. 
'Fhe original MUD, and most MUDs to this 
day arc iiiiik around the sword-and-sorceiy 


Ihere are about 300 MUDi, MOOs, MUCKs, MU$lls, MUJEs in operation, mostly running 
on university computers. Ihe actual number fluctuates os new worlds ore creoled and 
old ones ore destroyed, or sometimes shut down by irritated university officials. 



here, sort of, depending on how you define 
the term. People are building new objects 
and rooms eveiy day and adding (hem to 
the mix. 

THE PRIMORPIAL MUD 

It all started way, way back, in 1980, or 
maybe even a little bit before, when Dun- 
geons and Dragons was an extraordinarily 
popular game. Two students at the Univer- 
sity of F.ssex in (ireal Britain, Richard Bar- 
tie and Roy Tmbshaw, wrote the original 
MUD, which stood lor Multi-User Dun- 
geon. It ran on a computer at the universi- 
ty, and was very jjopular with its 
users.. .when they could get on-line. 

I'oday, there are a couple of dozen MUD 
derivatives out there, with as many names: 
MUSH, MUCK, MOO, MUSE, etc. For the 
jjurposes of this article, I’ll refer to them, 
collectively, as MUDs. A MUD of any sort is 
really just a text adventure that can be 
shared by many people at once. If you’ve 
ever played an Iiifocom game like Zork or 
PiANirri'Ai.L, you’ll feel right at home, 

You navigate as you would in a text ad- 
venture, typing commands such as “go up,” 
“go south,” and “pick up the penguin.” 
>enter teepee 
The Teepee 

A cozy little teepee, with 
just enough room for two or 
three friends to sprawl on 
the fur rugs. The air smells 
faintly of smoke and leather. 
You see a buffalo skin rug 
and a peace pipe here. 

>sit 

You sit down on the buffalo 
skin. The fur is surprisingly 
deep and thick. You can't re- 


>go alternative living room 

Alternative Living Room 
The first thing you notice 
is that it is not so bright, 
open, or airy here — but that 
is fine, 'cause you were 
looking for a dark, quiet 
place, weren't you? Every 
time you come here, you seem 
to notice new things inside, 
and new exits to explore. 
Dilettante, Peaches, Christo, 
Ultraviolet_Guest , Nearco , 
and Schizophrenia (listening 
to the voices in her head) 
are here. 

Nearco puts a leather muz- 
zle on Ultraviolet_Guest 
carefully avoiding snapping 
jaws . 

Nearco asks, "Is there a 
verb for giving people tra- 
cheotomies?" 

You can communicate with youi' fellow 
players by speaking or by emoting, which 
is sometimes called “posing.” 

>say Hi, all! 

You say. Hi all. 

>emote smile and bow. 

You smile and bow. 

Nearco [to you] Hi. 

THE 31 PLAVORS OP MUD 

There are in the neigliborhood of 300 
MUDs, MOOs, MUCICs, MUSHs, MUSEs 
in openition, mostly ninning on university 
computers. The actual number nuclualcs 
from day to day as new' w'orlcls are CTeated 
and old ones are destroyed, or sometimes 
shut down by irritated university ollicials. 
They range in size from LambdaMOO, 


motif, w'ilh magic, rippling thews, 
broadswords, and lots and lots of blood. 
[*chat*] Corwin: I like 
hacking tissue from skele- 
tons. That, and spraying 
blood everywhere. :) 

The object in these MUDs is to gain ex- 
perience points and thereby advance 
through [be levels, perhaps eventually to 
join (he immortal gods of the MUD and 
gain the po^ver to create dungeons and 
moiistei's of your ow'ii. 

You gain experience by killing tilings or 
by finding treasures, which usually involves 
killing things. As you rise in experience and 
levels, you lake on tougher and tougher 
foes, including, perhaps, your fellow play- 
ers. 

To keep fi'om i-unning out of monsters 
;ind treasure, most of these MUDs are reset 
eveiy day or so. Dead demons rise from the 
gi'ave. Pillered ii'easure is restored to its 
diesis, and so on. Pul your gold in the bank 
before you log off, or you may lose it. 

Next tome the all-in-good-c!ean-fun 
role-playing school of MUDs, such as Trek- 
Musc MUD based on the Star Trek uni- 
verse, or MUDs for kids. The Mil' 
McdiaLab runs a w'liole slew' of MUDs es- 
pecially Ibr kids K-I2 and those who love 
them. You can spend an entire night 
logged onto one of tlie.se without seeing a 
single per.soii expei'ience virtual sex, virtual 
drugs or virtual death. 

I'hen (here are the make-it-up-as-you- 
go-aloiig MUDS, like LambdaMOO, with 
little theme and few rules. Logging onto 
one of these is like taking an acid trip. In- 
stead of entering rooms ilirougb the door, 
jieople walk through the walls, or arrive 
atop llamiiig meteors. They sport names 
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Slow moving, "choppy" graphics cost lives. 


If this guy owned a MACH V, he'd still be here. 


The MACH V- $1,995 
45 VGA frames per second! 

Featuring an Intel 486 DX/2-66™ CPU, 4 megabytes of 
RAM, and a 255 megabyte hard disk 

The MACH Vp Pentium - $2,995 
59 VGA frames per second! 

Featuring an Intel 66 MHz PENTIUM™ CPU, 8 megabytes of RAM, 
and a 425 megabyte hard disk 

Each MACH V system comes standard with our VESA Local Bus graphics and hard disk controllers, 1 2 & 1 .4 megabyte floppy drives, mini-tower case w/ 
250 watt power supply, 101 key keyboard, 250ms double-speed CD-ROM, Creative Labs SoundBlasler PRO"\ Labtoc multimedia speakers. CH Prrjducis 
FLIGHTSTICK PRO"*' and dual high-speed joystick poris, licensed Microsoft DOS 6,2x'''’ and Windows'", 3 button mouse, and CTX 14" non- interlaced lull- 
screen SVGA monitor. Many upgrades are available, please call lor pricing and availabiiiiy. 

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE “ 



Optional 15" monitor shown 


FAL CON NOR I HWKS r 

COMPUTER SYSTEMS 

263 South Bayshore Dr. Coos Bay, OR 97420 
Ph: (503) 269-0775 Fax:(503) 267-2575 


To Order Call: 

1 - 800 - 258-6778 

VISA a MarjIerCarcJ Accepled 
Financing Available On Approved Orfsdil. 
Circle Reader Service *1141 


See us at Fall COMDEX! 
Booth //M7658 




With the aid of my trusty 14.4 modem, 1 can enter a magical world where I can 
fashion my own insane monkey and carry it around in a Or. $euss book bag-where 
some of my best friends aren't even human. 



like nivek.ogre, Hale, and Lictle-Bunny- 
Foo-Fuo. Players seek fulfillment, not by 
killing nionstei's, but by making friends and 
colletling ever-cooler leature objects — pro- 
grams written in MUD-code that give your 
character new abilities, such as morpliing 
[foni one body to another, or bonking oth- 
er players. 

Frisbee bonks you on the 
heaci anc3 you dance and sing: 
Fish heads, fish heads! 

Kanani cjuickly morphs into 
Orphic_Machine . 

You see a man's severed head 
floating in the air. His eyes 
are half-closed, face twisted 
into a painful sort of ecsta- 
sy, and you hear him say, "To 
write is to make oneself the 
echo of what cannot cease 
speaking." He is awake and 
looks alert. 

Carrying: 

Snow_Crash's 
Friendship 

Nearco says, 

"That's one fine 
morph . . . . " 

People here spend a lot of 
time showing off newly-ac- 
quired goodies. “Check out 
this plate of oatmeal-raisin 
cookies.. .tiy one!”, “Look, I 
made a little flying pig to de- 
liver messages for me,” or 
the time honored, “Hey, 
jaull my linger." 

Finally, there are serious 
and semi-serious MUDs 
where professionals meet to 
.share information and work 
on joint jM-qjects ranging 
from asli'onomy to artificial 
life. 

As you can see, you can’t 
really shove eveiy MUD into 
a convenient pigeonhole. 

The lines between types are 
blurry at best. Lamb- 
claMOO, laasically a social in- 
teraction MUD, contains a 
full-blown combat and magic 
oriented MUD within itself. 

And even the most combat 


oriented MUD relies in large part on social 
interaction for its success. Without the oth- 
er players in there, hacking and slashing 
with or at you, it’sjtisi, a circa 1979 text ad- 
venture game, played long distance. With 
people behind the text, the environment 
becomes a fantasy play-ground more vi- 
brant and creative than any fantasy com- 
puter game ever created. 

CETTINC YOUR PEET 
WET (AND MUDDY) 

'I'here are two ways to experience a MUD: 
as a guest or as a permanent character. If 
you connect as a guest, you usually can’t 
describe yourself, create objects, or do 
much of anything except obsetwe. Instead, 
you're there to wander around and drink 
in the atmosphere. Ifyon find a MUD that 
interests you, play tourist for a while and 
see if it is the kind of place you'd like to 


spend lime in. 

Wlien you reach the log-on screen, you 
can usually enter as a guest with a com- 
mand such as “©connect guest,” The log- 
on screen should give you [he jjai'ticulars. 

Once you decide to make a MUD your 
permanent hang-out, you’ll need a charac- 
ter. Some MUDs allow you lo cTeate a new 
character as soon as you connect, just type in 
a character name and pa.sSword and you’re 
oil' and mnning. Some MUDs require you to 
send e-mail lo the system administrators, re- 
questing a character. Most allow guests to re- 
quest a character on-line, from within the 
MUD, with some son of re(|ucst, or register 
command. Some MUDs don’t accept guest 
connections, so you’ll have lo obtain a char- 
acter before you can visit them at all. 

What comes next differs from MUD to 
MUD. At first, your character is only a 
name and a password: you’ll have to fill 


MAKING YOUR WAY THROUGH THE MUD 


'Iliere are hundreds of MUDs to be discovered 
on the Internet, but here are a few you might 
start out with. 

MUD Internet Address 

CyberMUSH 146.227.102.4 6250 
Apocalypse W sapphire.geo.wvu.edu 4000 
DeeperTrouble alk.iesd.auc.dk 4242 
LambdaMOO lambda.parc.xerox.com 8888 
TrekMUSE iaurel.cnidr.org 1 70 1 

Once you’re logged into a MUD, here are some 
useful commands you might tiy: 
join: moves your character to the same location 
as another character 
>join Corto 

There is a flash of light and you 
appear on the Tennis Court. 

Corto is here. 

follow: starts your character automatically fol- 
lowing another player around the MUD. 
>follow Avatar 

You are now following Avatar, 
say: say something to another player 
>say Yo, Avatar, what s up? 

You say, Yo, Avatar, what s up? 
emote: show actions and expressions to the other 
players 

>einote smiles and bows to you. 

Mark smiles and bows to you. 


pose: show actions and expressions to the other 
players - see emote 

look/look at: look at an object in the MUD 
>look chair. 

It looks uncomfortable, 
examine: sometimes provides you with more in- 
formation about an object than just looking at it 
will. 

>examine chair 

The Balanz Chair (aka chair, and 
Balanz) is owned by Cyd 
It looks uncomfortable 
Other verbs; 
sit on chair 

show map to <anylhing> 
get/take chair 
drop/throw chair 
give/hand chair to <anything> 
go/@go: sometimes, you can teleport directly to 
a place if you know its name 
>©go The Coat Closet 
You teleport to The Coat Closet, 
get/take: pick an object up 
wield: get a weapon ready for use 
: - common abbreviation for the emote or pose 
keywords. 

“/’ - common abbreviations for “say” command 
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LODE RUNNER® 

THE LEGEND RETURNS 




It's more addicting than ever. With all new graphics and sound effects, plus 150 new Levels of 
non-stop action. Play alone or head-to-head. Use the Lightning-fast Game Generator to create 
torturous worlds of your own. See your retailer or call 1-800-757-7707 (Ask for offer D844). 
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/Vvjilnhle for DOS. Wlnd(n>-i. M,\r, DOS CD-ROM. l.ODF. RUNNER is a i 




in the l^lanks. 

'I'lit* iirst time you cotinecf to <i sword 
and sorceiy or science liclion MUD, you’ll 
]n'ol)al)ly begin by selecting a race. Von 
niiglil gel to choose t'roni among Dwarl', 
Fairy and Klf for example, or I luman, 
Klingon and Romiilan. Next you’ll choose 
a prol'ession, or a guild such as warp di'ive 
mechanic, or runesinger. 

Now, you’ll probably want to set your 
gender. Your choice is usuaih’ limited to 
male or female, but three or more genders 
are not uncommon, and I know of at least 
one MUD with twelve. (No, I'm not going 
to elaborate.) 

Finally, the MUD may allow you to en- 
ter a description of yourself, which other 
playei's will see when they look at you. For 
example, describe me as tall, dark, and 
handsome with a winning smile and luxu- 
riant fur. In some MUDs which lack this 
kind of description facilit)’, jjlayers convey 
extra information through their names, 
becoming “Uleo the Beautiful but Uon- 
fused," or “Sir Roderick who wants to sell 
an OrcMelm, chea]).’’ 

Suitably described and gendered, you’re 
ready to enter the MUD. 

On the big road to Tweeple. 

The great town stands be- 
fore you, its walls shining 
in the sun. There is an open 
portcullis to the north. 
Above you is a hot, moving, 
clear night sky. There is a 
brisk wind. 

A scrawny dog is here. It 
is very thin, and looks to be 
on its last legs. 

If this is a hack-and-slash MUD, you'll 
have to build up experience points by 
killing things. 'Fhere’s usually a beginnei's’ 
area where you can gain experience by 
killing bunnies and dogs. With each dead 
lido, you become stronger, richer, smarter. 

W'hen in doubt, type “help." All MUDs 
oiler you .some fonn of on-line help. Some 
even provide on-line tutoi'ials to walk you 
ihi'ough the early stages of becoming a 
MUDer. And don’t overlook your most 
valuable on-line help resotii ce — vour fellow 
players. 

>shout Will someone please 
help out a newbie? 

Corto the legion commander 
arrives to aid you! 

Corto hates the scummy New 
York Rangers and is really 
depressed he can't chant 
"1940" anymore. Corto belongs 


to the ore race. His con- 
science will not stop him 
from killing other players. 
Corto looks fierce and 
frightening. 

Corto bows gracefully. 

Corto says: hi wassup? 

>say How do I gain experi- 
ence? 

You say: How do I gain ex- 
perience? 

Corto says: kill some mon- 
sters 

The scrawny dog lifts its 
back leg and pisses on a 
building. 

>kill scrawny dog 

You failed to penetrate 
Dog's armor. 

Dog scratched you on the 
right arm. 

Dog barks loudly and howls 
in pain! 

Dog grazed you on the right 
arm. 

You failed to penetrate 
Dog's armor. 

Corto rolls his eyes. 

PLEASE WIPE YOUR PEET 

Be forewarned: not eveiy MUD is looking 
For new playcr.s. As a MUD gains in popu- 
larity, it can succumb to lag — the delay be- 
tween my typing a command and its 
execution. The last lime I logged on to 
LambdaMOO, 179 othei' users were con- 
iiected, aiul the lag was 9(1 .seconds, llial is, 
between the time 1 said something and the 
time othei's iieard it, nioi'c than a mintite 
and a half iransjni'cd. 

Peaches says, "Lag here be- 
comes torturous" 

Nearco says, "Oh, when it 
nears 200 seconds it becomes 
sort of fun, like being 
stoned on cough syrup. . . " 

Schizophrenia giggles at 
Nearco . 

Upon arrival as a guc.st at one MUD, i 
was bitten I'epealedly by one player and, 
when I exj)lained that I was visiting in con- 
nection with this article, was told by another 
player to “go away — we don’t like ptiblici- 
t)-.” Luckily, .soon thereafter my head was 
bashed in by a Mill Uiani, who presumably 
did not care for guests cither. 

Realize that many people, when logging 
on as a guest, are rude and annoying. So be 
nice. Be friendly. M)u’ll find people willing 
to give you a hand. When 1 lii'st began visit- 


A (VERY) INCOMPLETE 
GLOSSARY OP MUD TERMS 

MUD: Multi-User Dungeon 

MUSH: Multi-User Shared Hallucina- 
tion 

MUSE: May mean Multi-User Shared 
Environment, may not mean anything at 
all. 

MOO: MUD, Object-Oriented 

Tiny or Teeny: smaller versions of 
larger MUDs, as in TinyMOO and Feeny- 
MUSE. 

bonk: to hit someone in the head and 
make them do or say crazy tilings. /\s in, 
“Cyd boiih you and you sing. Fish lieads! 
Fish heads!” 

toad, or @toad: in some MUDs, it 
means that the player’s character is literal- 
ly turned into a toad. In oilici's, it means 
that the cliaracter is killed, destroyed, re- 
cycled. ..never to return. People arc toad- 
ed for being Jerks. Don't be a Jerk. 

spam: to llirow huge quantities of text 
onto the screen, filling up other's termi- 
nals and washing away all other conversa- 
tions away on a wave of text. 

wliuggle: to hug affectionately, to really 
like, as in “Tarmac wlnig^les Billy Iloli- 

ugh: to dislike, the opposite ol whug- 
gle, as in “I ugh Michael Bolton” 

newbie: a new player, fresh meat. Yon, 
until you learn your way around. 

ing LambdaMOO, Legion took me into his 
aparimeni so my character wouldn’t have 
to lie around in the coal closet when I 
logged oil'. At almost eveiy MUD, I’ve been 
given advice, encouragement, even 
weapons and gold, by people who didn’t 
know me at all. 

As 1 (inish this article, it’s 4:00 a.m. in Wi- 
chita. Ixansas. I'm alone, in my imdeiwear, 
with no one to talk to. But with the aid of 
111 )’ li'iisl)' 14.4 modem, I can enter a magi- 
cal world where I can fashion my own in- 
sane monkey and cany it around in a Dr. 
Seuss book bag — where some of my best 
friends aren’t even human. 

CioUa go. I’ll see you, or .some phanias- 
inagoric, telecommunicated ghost of you, 
on-liiic. 

Mark Clarkson is a fnU-ihne xvriter and game 
jdaycr. lie ranges the Inlernel from his home 
base in ]Vi('hiki, Kansas, where he lives wilh his 
wifi', daaghler and a host of furry animals. His 
new book on arlificial life, WhWDOWS 
lloriioLLSE, isholnjf the press. 
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WhEBF. Will Hollywood AncI 


F or the last year or two, we’ve 
been ibllowiiig wlial some liave 
been calling the “digital con- 
vergence” of Hollywood and 
Silicon Valley. 'I'iie goal oCiliis 
convergence is a heigluened (i- 
nancial stale of mind, a sort (jC 
marketing bliss where computer games 
and HolMvood merge together like a riv- 
er conlliience that flows out to the sea of 
the mass market. So far, about the only 
tangible thing to come out of this conver- 
gence, aside from a huge ball of hot air, is 
the addition of Hollywood acting talent to 
a few traditional computer games — a 
small, hut veiy welcome addition. 

Xatrix Interactive, a development 
group out of Burbank, CA, is one of the 
first boats to come down the Sillywood riv- 
er that can demonstrate seaworthiness 
with its veiy first title, Cyiskria. C^■t^l■;RIA is 
a cineinatically rich action-adventure 
game set in i\ dark near future, and it may 


well be indicative of what computer 
gamers can expect to inherit from the 
marriage of computer games and film. 

Thai CVBCRIA is a spectacular cinematic 
experience comes as no surprise considei- 
ing the credentials of the designer. Drew 
Markham. Markham is one of the early 
breed of “crossover designers” who, in ad- 
dition to being an award-winning 'ly di- 
rector, editor and sound engineer, has 
also been involved with game design for 


PC and cartridge titles. As a result of his 
broad experience, he is as adept with 
high-end Silicon Graphics equipment as 
with a (ilm camera. 

Which way To Cyberia? 

Cyberia lakes place in 2027, five years af- 
ter the world economy takes its long ex- 
pected swan dive and collapses in flames, 
'fhe player wears the tybershades of Zak, 
a hacker with a flair for cybernetics, nan- 
oteclinolog)' and murder. Zak’s got a job 
to do; find tmd destroy a nanotechnolog)^ 
doomsday device buried in the frozen 
wasteland of Siberia. 

The story unfolds in linear fashion as 
Zak, rendered in 3D, navigates bizaire fu- 
turistic .settings, solves puzzles, shoots bad 
guys with a wrist gun like Spiderman's web 
shooter, and Hies “'fransFighters” in some 
of the most spectacular cinematic action 
sequences yet created for the PC. 

The opening set is an oil drilling rig 
somewhere in the North At- 
lantic. ’Hiere is a low throbbing 
hum and echoes of dripping 
water as Zak exits a hovercraft 
and walks stiilly into the station 
like an inflatable man with an 
attitude. Your view of Zak is 
from a third-person perspec- 
tive, and his world is built using 
a blend of techniques seen in 
games like I-Motion’s Aloxk 
IN n iii D.vrk and Virgin’s 7'IK 
GuE,S'r. At key iiuen-als, like 
when a puzzle must be solved, 
the player’s perspective shifts to 
Zak’s cybershades ^vhich have a 
HUD-style readout to help 
identify objects and targets. The oil rig is 
dai-k, dramatically lit, and densely furnished 
with pipes, platforms and strange controls. 
Your objective, as in most adventure-style 
games, is not to get killed while tiying to 
soh’e a few puzzles, w'hack a few bad guys, 
and get the hell out. 

But Zak is in for more than adventure. 
One of the more interesting action se- 
quences occurs when he ho|3s into the 
cockpit of an anii-aircraft gun and starts 


blasting helos and jets with percussive 
canon rounds. The exijerience is very 
reminiscent of the Siar Wars scene when 



SOIVIEW/Ii 


Han Solo and Luke fired at incoming TIF 
Fighters in the Millennium F'aicon. 

Vet the most visceral experiences in Cv- 
BERI.A, the ones for which many gamers 
will pay the price of admission, are the 
“TransFighter” sequences that unfold be- 
tween adventure segments. 'Fhese are 
beautiful, pre-rendered scenes which look 
better than a Rebel /Yssal'I.t canyon run 
and almost as good as the rushing, com- 
puter-generated terrain in the IMAX film 
Blue Planet. Unlike Rebei. Assai’I.T, the 
view is first-person, and you are not in 
control of the ship, \’ou sling around a 
gunsight Hying to turn enemy craft into 
pyrotechnically perfect llameballs, while 
the craft flies a jire-delerinined path. 
Zooming jjasl all the voiuinuously con- 
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loured 3D icrraiii is unquestionably 
ihrilling and will be proudly shown and 
re-shown on many a gaming machine, but 
witlmul tile ilight control of most action 
games, replayability mav suffer. 


Playmate Dream Date 

Playing Cvberi.i is like a dream date with 
a playmate: Gorgeous to look at, but 
with inlei'activity likely limited to things 
physical. Likewise, Cvberi.a is, graphical- 


jieal games and the hard-core gaming au- 
dience,” he says. “W'e’re tiying to coni'ert 
non-game players into game players. At 
the heart of it, what we're tn ing to do is 
get more people into gaming. I am a (rue 




ly, one of the hottest games alive, but its 
Hying secjuences are in the same interac- 
tive league as the submarine ride at Dis- 
neyland. On Walt’s submarine, you travel 
through various undersea regions, re- 
plete with beautiful sceneiy, but the sub- 
marine is on a track and you can only sit 
there, glassy eyed, along for the ride. If 
you had a big gun mounted on the sub 
to disptitch nefarious sea creatures, then 
you’d approximate the level of inlertic- 
tivity in one of Cvberia’s flight se- 
c]uences. 

I'o be fair, designer Drew Markham 
jilanned it that way. His goal was to create 
a lush visual experience that non-gamers 
could easilv plav and enjoy without spend- 
ing :t lot of lime letirning. “We recognize 
there is a large schism betiveen mass ap- 



hard-core gainer, and 1 know it’s tough to 
convert jieople to our point of view.” 

In The Can 

The grajihics are amazing, and they 
should be considering the machineiy and 
talent involved. Ei'ciTthing is ci'eated on 
higb-end Silicon Graphics Reality En- 
gines, while texture maps for aircraft, set- 
tings, and even the uniforms worn by 
pcojde in the game are all meticulously 
hand-painted by talented Photoshop 
artists. "I'hese textures are phiced into ti li- 
bi'ary where the Silicon Graphics gurus 
tipply them to 3D settings to create 
hangars, the oil rig, coividtirs, people, etc. 
d'he technology used makes other game 
development techniques seem bronze age 
by comparison. Rendering of the 3D 
scenes is done “on the fly” in the SGI's na- 
tive mode 1280x1024 re.solution in 32-bii 
color. Using a proprietary tool called 
'fracker, Xatrix hackers can have non- 
technical designers “fly” real-time through 
a rendered scene at 30 frames per second 
and then record their Journeys as 
“canned” footage that can be played bttek 
like a virtual home movie. 

Getting the same sort of canned footage 
on a PG retjuires much more effort. Using 
traditional means, a wirefi'ame drawing 
must be created, texture maps must be as- 
signed to the wireframes, “cameras” (or 
viewing perspectives) must be set up at the 
proper angle, and finally the scene must be 
rendered frame by frame. If . something is 
wrong with the final rendered .scene (some- 
thing’s out of ]jlace, there’s an incorrect 
textnre, or the designer simply doesn't like 
the way it came out), the process begins all 
over again. With the Xatrix system, things 
itre much more flexible. 'Ilie Xatrix gurus 
can set itp a scene and appR texture maj)s 
to polvgon shapes in mil limel Then, ellecis 
like lighting and atmospheric haze can be 
ttdcled instanth’, and the entire scene can 
be viewed from any tmgle almost insianta- 
neousl)’. A Pentium running 3D S'l'l'Dlo 
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would be taxed lo produce a single frame 
of the animation we saw running at 30 
frames per second. 

I'lie 'IVacker leclmolog)- was developed 
by Xatrix i'or location-based \’iriua! reality 
and for a new technique of computerized 
set building for next-gener.ilion animated 
'H' siiows. It enables the designers to cre- 
ate a scene like a tunnel or a verdant val- 
ley and fly through it using a b-axis Space 
Ball controller. Once a palli has been 
llown to llie designer’s liking, he or she 
merely saves the sequence to a file and — 
blamnto! — instant TIE Ettiii'fiat-like cut 
scene, KtNt; QuKsrVI iniroduclor}' anima- 
tion, or Riaua. A.ssAUia'-likc Ilighi path. 
The images are anii-aliaseci (tlie edges 
smoothed out) with the Retility Engine, 
scaled down to 320x200 (what Xatrix 
refers to as “taking an 8 bit dump”), and 
are then ready for use in the game. 

Although the resulting game setjuences 
aren’t veiy interactive, the beauty is that, 
since the imageiy is “canned,” it doesn’t 
take much processing power to run. So 
while it might take a -18(5-66 to run the lat- 
est llight simulation, will run on a 

386 with dMB of RAM. 

Ciharacler movement was handled dif- 
lerenth’ to oiler the jtlayer greater control. 
The metliod Xatrix chose is similar to that 
used in Ai.^nk in i iik D.-mck. The polygon 
character in Ai.ONt; in 'riit: D.ark was gen- 
erated t)n the lly using real 3D shaded 
polygons, so yoti could completely control 
your charactei'’s actions. In CvtitlRlA, the 
action is, again, a bit more “canned.” If 
you hit the left arrow key, an 
animation will r un of your 
character walking to the 
left — backgrounds and all. 

I'less an “uj)” ke)’, tint! an ani- 
mation will run until it I'each- 
es a “node," or the next point 
where another move can be 
made. Ehink ol' it as il Don 
Bluth’s Diucon’.s L-\ir game 
was rendered in 3D, I'athei' 
than with cel animation. Like 
.Ai.oNt;, diffei'ent ctimera an- 
gles are used to bring out a 
cinematic t|iialiiy. This tech- 
nique avoids the graphic limi- 
tations of Ai.onk’s “on the lly” 
techni(|ue, while still ]}roviding a sem- 
blance ol character control. 

Id get the arrimalion of the characters, 
actoi's wear a special suit and are “cap- 
tured” via OjJtical Motion Ckipture equip- 
ment. While they move, real-time shaded 
3D characters cori'espond to their move- 


ments in real life. Once someone does a 
suitable conrbitiation of irtaneuvers, such as 
walking or ducking, then the setjitcnce is 
captui'ed and the Reality Eirgiire artists 
dress the chai'aclers with texture map 
clothes. This is all blended with back- 
giotmds and sa^'ed into animation hies. 


computer genei'aled. they blettd together 
well, avoiding the “cookie cutter” look asso- 
ciated with the blue screen lechni(|nes itsed 
in 7 11 1 Gl'Rst and Rki urn to Zork. 

Who's This Drew Dude? 

Drew Mai'khanr can trace his I'ofris in com- 
])utei' gaming back to Si’ACIAVAr on the DEC 
PDE-L In 1982 Markham flew an American 
Airlines 7-17 simulator' and was smitten with 
dreams of building them l()r the masses. He 
founded Xaii'ix with cominiier animator 


Bany Dempsey, and the two trooped down 
to the local .S(il ollice l<)i' a little li'iendly arm 
twisting. They somehow managed to per- 
suade the S(il j)eo|de to let them have a 
Crimson VGX'E (a Reality Engine precur- 
sor), and the h\'o stai'ted building a simtilator 
in .Markham’s living room. 


It soon became apparent to Xatiix that 
the technolog)' for location-based enter- 
tainment w'asn't yet affordable enough to 
make a viable business, so they switched 
gears and began working on Cvhkria in 
the summer of ‘93. It was a natural pro- 
gression for Markham, \\iio had consulted 
on other interactive entertain- 
ment products, and had so 
many interests he was some- 
times considered “aimless 
and unguided,” he says. I'o 
which he replied, “Well, that’s 
multimedia!” 

Since Markham w'as going al- 
ter a graphic look similar to 
/Vi.()NE IN ’ll It; Dark and Otu' or 
This World, he went out and 
hired three Erench program- 
mers who had w'orked on tho.se 
projects: Franck DeCiirolami, 
Michel Royer, and Pien e Schiro. 

Now with a company roster 
approaching 20 people, Xatrix 
is humedly Ilnishing Cmikria for a Christ- 
mas release. ^\1iether il will appeal to ex|)e- 
rienced gamers or not, one thing is clear; 
this product w'as not slapped together. 
There are over 25 gigabyk^s of Cyberia files 
parked on Xatrix machines and storage 
media, from whicli they are determined to 
distill a “mere” 650 megs to lit on one CD. 

Love It, Baby, Love It 

If Hollywood must have a hand in comput- 
er games, it’s best left witli guys like this 
rather than the status-seeking, barracuda 
stereotypes associated w'ith the movie in- 
dustiy. Xatrix’s first release, w'itli technol- 
ogy spun-off from their real 
focus — location based virtual reality enter- 
tainment — will attract a lot of neophytes 
and people w’ho want to show off their 
new' multimedia machines, 'fitles like 
Rhuei. Assaui/e, with their enormotis, 
record-breaking sales figures, have j)roven 
that they can a]}|)eal to a wider audience 
than traditional gamers. But games of this 
nature are like umbrella-toting tropical 
drinks: they might be tasty, but if you want 
something w'ith more of an interactive 
kick, you’ll need a stronger tonic. 

'Hiere’s little doubt that Cyberia w'ill lit 
the bill as a good entiy-level aciion/adven- 
tore experience. The “convergence” will be 
good to the new gamer, but it remains to 
be seen what Hol!)'wood will do for the real 
gamer. We look foiward lo subsequent Xa- 
trix products which might exploit this rich 
teciinology to give more experienced 
gamers more bang for their cyberbuck. 




MISSED A SPOT Your TransFighter swoops in to attack an 
enemy munitions dump. Don't be overhead when she blows! 

Since the characters and .settings are both 
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On COrROM and 
3.5" disks for IBM 
& Comp^bles.; 


SIM 


I n the annals of computer. ' once youS^il^l$fingLw 
entertainment, there’s no DOOM lip - • '^7 Nfe. 
game that had the rave This {liine, you’ll wage 
following quite like DOOM, war agjinst the entire 
There’s alsg.no game forces,%||ell. Bigger, 

that's.gu^te as breathlessly nastier, deadlier demons 

awaitetias.its sequel. and monstersfMore 

WeiC' go ahead and powerful weapons. More 

suck in some air. Because mind-biowing explosions 

DOOM II: Hell on Earth is and more of the bioodiest, 
here! And because it’ll be a fiercest, most awesome 
cold day in hell before you action-packed biastfest 
can breathe easiiy again you’ve ever experienced! 


Mf you’ve played DOOM, 
stop reading and haul ass 
to the nearest game store 
now. If you haven’f, we can 
only say (respectfully, of 
course): Go to hell. 


Visit your local software retailer 
today, or call 1-800-362-9400. 

DOOM. Ihi DOOM II logo mil die DOOM liksness no 
lialomiiks of Id Sollwiii. All rights inened. Dovoloped 
by Id SoltHoie. OlstilDultd by CT InliiacUve Soltwiro. 
1004 GTInltioctlrt Soltwoio. AM rights leserved, 


Red Tape And 
Rubber Chickens 



S u I’ !•: Kill: R () 

Lh:AGUF. Ol' ]-I()lK)- 
KEN IS 'l l IF L'VI'FS'I' 
creation I'roin the 
warped mind of 
Steve Merel/ky, al- 
ready infamous for 
such games as Lka'I IIFR 
Goddesses of Piioros and die 
Si’ELLCAS'riNG I01-‘U)I series. Anyone wlio has 
played any of those games will have some 
inkling of what’s in store witli tliis one. 

The superheroes are a collection of human, 
partly-human, and non-human ci-usadei‘s for 
good with such powers as Eat Spiq’ Foods Witli- 
out Distress, Clean Almost Any Mess, Induce 
Rust, and Refold Road Maps. Riglit there, you 
know these aren’t your typical comic hook lie- 
roes and heroines. 

'Fheir opponents aren’t typical, either. Dr. 

Entropy, tlie main villain, is ajack-iu-the l)ox; 
otlier nasties include Terrible ’Tvos, Glowing 

^CRY SIWt 


This month's gaze into the crystal reveals high energy transac- 
tions on the Ethereal Plane between two role-playing giants: TSR 
and Interplay Productions. It seems that Interplay has picked up 
TSR's Advanced Dungedns & Dragons license, which had been dropped 
by SSI earlier this year. The agreement grants Interplay the exclu- 
sive right to produce computer, home video, coin-op and on-line 
games for TSR’s Forgotten Realms and Planescape product lines. 
Northstar Studios will produce two Forgotten Realms games for In- 
terplay: one PC game that will be a traditional AD&D computer 
game; the other will appear on a console system and will be mod- 
eled more like Nintendo’s Zelda 3. Interplay is developing a strategy 
game set in the Planescape universe. 


Bean Eaters, Samurai Welders, Albino Dinos, 
Uiirepcauible Bugs, One-Armed Bandits, Cruise 
Missileioes, and Steroid Men, to n;ime but a few. 

All these wacko good guys and bad guys in- 
habit a future world slowly rebuilding from the 
devastation of various ecological disasters. Ordi- 
narily, that would be a grim scenario, in this 
game, however, it merely serves as the spring- 
board (or a number of bizarre and hilarious mis- 
sions, while incidentally poking fun tit modern 
life. 

Our dauntless band performs such heroic ac- 
tions as defusing limberger cheese bombs, res- 
cuing cats irtipped under the Liberty Bell, 
dispensing letid-lined longjohns in high radia- 
tion areas, and similar feats of derring-do. A 
hero’s lil'e is n busy one, indeed. 

STOP ENTROPY! 

Superhero is di^'ided into seven segments, with 
the first six compo.sed of five missions each, and 
the seventh being the big finale showdown with 


SCORPIA EXPLORES 
THE MAD, MAD, MAD 
WORLD OF STEVE 
MERETZKY’S 
SUPERHERO LEAGUE 
OF HOBOKEN 


Dr. Entropy. 'I'liat doesn’t 
mean yon wail until the end 
to see him, ihotigh, as each 
collection ol’ missions ends 
with yoitr team of super he- 
roes foiling yet another of 
his dastardly schemes. 

Each segment begins with 
Matilda, the comptiter, de- 
tailing the ciin'cnt assign- 
ments. You generally have a 
choice as to the order in 
which they’re completed, 
but Dr. Entrop)' is always the 
last one. Thai’s because fin- 
ishing the others always 
gives you the four special 
items you need to slop En- 
tropy's latest I'lendisli plot. 

All his schemes are, like 
liim, totally demented. Wlio by SCOrpiS 
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else could conceive ol' radio-guided bom- 
bardier pigeons, or cross-breeding rats 
and horses, or inventing a inaciiine to 
mix up road signs? Obviously, someone 
like liiis needs to be sto|)ped and put 
away ((hr away, and lose the key, too). 

'riiai’s where the Crimson Tape and 
his buddies come in. 'I'lie Tape is the 
party leader, and must be present at all 
times in the group. The other meml)ers 
are jn-etty much up to you, tmd can be 
swapped in and out as desired. All are 
pre-created; you simpl)' enlei' the Suptat- 
litiRO lunchroom and choose the heroes 
you want at any time. The only restriction 
is that you must always have a liill ])arty; 
you can’t leave headciuarters with any 
empty slots. 

/\t the beginning of the game, there is 
room for four in the group. After each 
batch of missions is finished, another slot 
opens up, and usually one or more new 
lieroes arrives in the lunchroom. On a 
couple of occasions, potential members 
must be rescued beftire they’re available. 

Each hero comes with a priinaiy super- 
j)ower, and can learn up to fnui' sec- 
ondary ones as the game progresses. 
Heroes also come with four physical stats: 
brawn, brains, health and toughness. All 
these stats increase automatically as the 
heroes gain experience from combat and 
completing missions. They can also be 
enhanced by eating certain foods; f'lsh in- 
creases brains, beef increases brawn, and 
vegetables increase health. Those are all 
permanent gains, Toughness can be im- 
proved Ijy wearing armor. 

New powers can be ac(|uircd by drink- 
ing special isotopes. 'I'hese are usually 
availalde from the pawnbrokeivs in the 
markets scattered across the conntiyside. 
The ell'ects are cumulative, so drinking, 
say, an isotope of Cause Root Rot at 10% 


Superhero League of Hoboken 


Price: $59,95 
System 

Requirements: 

IBM compatible 
386-20MHzor 
better, 2MB 
RAM. VGA 
graphics, SMB 
hard drive 
space, mouse; 
supports AdLib, 

Roland, and Sound Blaster sound cards. 
Protection: None 
Designer: Steve Meretzky 
Publisher: Legend Entertainment 
Chantilly. VA 
(800) 658-8891 


followed by one at 15% will give a cliarac- 
ter the power at 25% total. This is impor- 
tant, because it's the only way to increase 
secondaiy powers; they are the one thing 
that does not go up at level gain time. 

As you might expect, weapons and ar- 
mor are, at times, a little odd. Modified 
jet engines, arsenic-lipped deer antlers, 


the Slinky of Dealh, bullet-proof briel's, 
asbestos fanny packs, and fortified CTou- 
cho gla.sses may not lie Ly|)ical gear for a 
role-playing game, but they get the Job 
done. 

COVERING THE TURF 

With 30 missions pins endgame, you’d 
expect to cover a lot of lerriloiy, and that 
is certainly the case here. Aside from nip- 
ping around the immediate New Jer- 
sey/New York area, you also get to take 
trips to Scranton, Poughkeepsie, 
Philadelphia, Rufl'alo, Harrisburg, New 
Haven and Atlantic City. Throw in Man- 
hattan (uptown and downtown), part of 
the subway .system, and underground 
Philadelphia, :md you’ll have taken quite 
a tour of the northeast coast by the time 
you’re done. 

The map oi' each area starts off ob- 
scured by a bhtek cloud of ignorance, and 
the landscape is revealed as you walk 
across it. Much of the outdoor areas are 
ruins, woods, hills, and radioactive spots, 
but there are a few remaining civilized 
places, mostly market towns, mansions of 
warlords, temples, and other stmetures of 
interest. When yoiir team has completely 
explored a section of the map, it receives 
an experience point bonus. 

Of course, these perambulations are 
not without hazard. Everywhere lurk 
hordes ol' vicious and improbable mon- 
sters, with apparcnlly nothing better to 
do than chow down on superheroes. 


However, unlike many CRPGs, these crit- 
ters have limits. Tliere are only so many 
of them wandering around in any one 
area, and eventually your hearty crew can 
completely clean up a sector of nasty in- 
tniders, winch will also net you an experi- 
ence |M)inl bonus’. 

To help determine how deadly an tirea 
might be, you have a most 
useful item, the dan- 
gerometer. 'Ehe readout 
displays ten levels of dan- 
ger, starting with green 
(not too bad) to briglii red 
(really deadly) to ofl' the 
scale (really, REALLY, 
deadly!). With this handy 
device, you can keep y(jur 
lledgling team from going 
into areas where they 
would be trashed in no 
lime flat. When an area 
has been cleaned out, llie 
dangeronieter is not lit uj) 
at all. 

Combat is a fairly simple procedure. 
Unless the team is surprised, the heroes 
will go first in a fight. The current mem- 
bers are disj)layed in a row along the bot- 
tom of the screen, and they act in that 
order (monsters are displayed in a simi- 
lar row at the top of the sreen). A super- 
power can be used any time. Otheivvise, 
the first three heroes in line usually en- 
gage in melee combat, and the rest use 
distance weapons. There are no multiple 
actions; a hero can only do one thing ])er 
round. 

Aside I'rom fighting, you can also try 
begging for mercy, cowering (to improve 
clel'ense), bribery, rallying otlier party 
members, or running away. My philoso- 
phy lends to be aggressive: kill ‘em all, let 
the computer sort ‘em out! So, no sur- 
prise, my team never ran, or begged for 
mercy, or tried bribing the critters to 
leave (I had better use for the cash). 

Ajjparently, superheroes don’t die, 
they just get zonked. Taking a short I'esi 
after combat will restore to full lieallh 
anyone who was knocked out during the 
fight, Of course, if everyone gets zonked, 
the game ends and you’ll have to restore. 
You can, in fact, restore in the middle of 
a combat il your team is being trounced. 
'Phis is a nice feature that should be in 
eveiy CRPC, Why waste time sitting there 
to the hitter end when there’s no hope? 
Eai- better to just break out and go back 
to the last save position. 

After (he last monster has run away or 




THIS TOWN GOT AN ENEMA The downtown area of Hoboken has been 
flooded due to global ecological disaster. Only the Superheroes 
can nurse society back to health. 
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FEAR. 

EXHILARATION. 

COURAGE. 

MADNESS. 

BRAVERY. 



All in one little box. 



For order information call 800-695-GAME today. 

Circle Reader Service #132 



been killed, a little tveasiirc usually shows 
up, lypitally in die form of a myslei-ious 
pi/za box or sinister-looking walei' cool- 
er. Oilen ihey contain money, soniclimcs 
al.so a weajion or piece of armor, or oilier 
goody. Once in awhile, ihcse things also 
blow up in your face, causing damage oi' 
ii'radiaiing the parly. Opening a “trea- 
sure chest” is always something oCa gam- 
ble, but it’s safe most of the lime, 

'fhe combat is pretty well-lialanced. 
The dangerometer keeps ihe parly from 
venturing into areas that are too diniciill 
early on, and the fights in the “low dan- 
ger" places are about as much as a low- 
level gi'oup can handle. /\5 the parly gets 
larger and more powerful, they can start 
exploi'ing the more deadly sectors, and 
by the lime the end game is reached, you 
will be glad to have nine jieople in the 
group {this is where the dangerometer 
overloads, and for good reason). 

YOU TALKING TO ME?! 

'fhere isn’t much in the way of character 
interaction here. You (in the person of 
(a'imson Tape) can ask silly (luestions of 
your parly members or merchants in the 
markets, but tliat’s aboul it most ol'ihe 
lime. There is delinitely nothing of Ui.i'i- 
MA-slyle conversation or invoh'emeni in 
this game, 

My one real quarrel with the ClRPCi 
portion is the fact that zonked cluiraciers 
gel no experience points at ihe end ol' 
combat. Since these heroes are noi dead, 
there is no reason to deny them a share 
of the victory. Consider 
this: a hero in the back 
might s|}end the whole 
light doing nothing ex- 
cept cowering, and he will 
gel points ai the end, just 
because he’s still standing. 

Meanwhile, a hero up 
front, who has been fight- 
ing hard and dispatching 
nasties, receives nothing, 
even though his contribu- 
tion to the victoty was the 
greater one. 

Considered from a 
purely adventure perspec- 
tive, most of the puzzles 
are absurdly simple. Many 
important items are just lying around, 
wailing to be picked uj) or purchased 
from a |)awnbroker, and once you I'lnd 
such an item, its use is generally ([iiile ob- 
vious. for instance, the East Orange Mar- 
ket is overrun by a flock of rabid sheejx 


.\t another market, you come across a 
can of sheep spray for sale. There are 
many such trivial situations in the game. 

At the same time, you can also become 
frustrated if you overlook stmielhing. 
'fhis happened to me a couple ol' limes. 
On one occasion, 1 had foi'gollen to listen 


case of nitrous oxide, and being unable 
to open it (shades of the Zork egg!), I had 
no idea what to do. 'fhere followed a 
long boring period of iraipsing around, 
revisiting places to no avail, until 1 finally 
went hack to HQ and remembered the 
chatterbox. After that, everything was 
simple. 

So while the puzzles are not at all diHi- 
ciilt. finding the right item or place to go 
can be aggravating, especial!)' as more of 


the game opens up to you. Therefore, 
you re.illy have to be extremely thorough 
when meandering around the outdoors, 
and always remember to listen to that 
chatterbox first thing when a new seg- 
ment begins, as one or two items are usu- 


all)’ iinporiant. 

The game ran (juite cleanly; it never 
crashed or did other unexj:)ectecl things. 
However, Ciravis Soundcard owners will 
have to play this in Sound Blaster mode; 
1 couldn’l find a way to get Roland emu- 
lation to work with StU'i-auiKRo, even 
though Roland MT-‘52 is suppoi'ted. 

Actually, there is one technical prob- 
lem with the game, al- 
though not eveiyone may 
run into it. Sl'I’LRHKRO is 
inciipahle of handling 
more than 199 saves. I 
discovered this when, af- 
ter finishing the game the 
first lime, I went back and 
phiyed again, this time 
taking detailed notes, 
f.veiything went well un- 
lil, far into the game, I 
noliced tluit new save 
games weren’t registering; 
the jn)siiion was being 
saved, but it never showed 
U|^ on the “Restore” 

screen. 

Deleting .some of the older saves didn't 
help, and I also found that ovenvriting 
earlier saves caused ///cw to vanish from 
the restore screen, as well. The only safe 
position to save to was the most recent 
(top) one. Examination of the directory 
showed me that the stive files were being 
numbered seciuentialh', starting with 
HOBOOOl.SAV and going on from 
there, up to I l()B()20(l.S.-\\’, but 200 was 
not being picked uj) by the program. I 
got around this by renaming all the save 
files, starting with the oldest, as 001, 002, 
etc. After that. I tvtis able to save again 
properl)’. 

Naturally, I reported this to Legend, 
'j'here isn’t much to he done aboul the 
current floppy version, so there you’ll 
have to be carefiil iibout save games (es- 
pecially if you decide to replay with a dif- 
lerent team mix). However, Legend will 
also be bringing out :i C’.D version later 
this year, ;md in that one. the problem 
will not occur. 

Those matters tiside, Si.'I'RRIIKRO 
Li-lvouf- of Horokfn is much like a sum- 
mertime action movie: fiisi, furious, and 
not loo hard on the brain. It is light- 
weight fare, and as such, may disapjioini 
those looking for challenging puzzles. 
On the other h;md, this zany melange 
makes up what is the first true comedy 
CRFO ever, and that alone is worth the 
price ofadmission. ^ 



GUACAMOLE WORKERS UNION When saving the world, you've got 
to start small. Here, the Superheroes must end a strike at the 
guacamole factory, lest there be no dip for the Superheros' 
next bash. 


to the chatterbox (news of the day) at 
headquarters. Ltilcr, after finding the 



STRANGE DAYS INDEED! The Superheroes must battle all sorts of 
mutations, like this cross between Frankenstein and a 
Televangelist who walks with a distinct Swaggart. 
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GAME HINTS 


The Ultimate 
Hints 


S o I-IERli WE ARE, I’OISED, 

WE HOPE, ON [TIE VER(;E 
OF A FLOOD OF NEW 
games for tlie Holiday Sea- 
son. There beitei' be some, 
because overall it hasn’t 
been a great (or even good) 
year for new releases in the 
role-playing/adventure ar- 
eas. Most of the mail coming 
in is about older games, but then, there is- 
n’t much else to play at the moment. 

A fair number of letters have come in 
recently about the Ultimas. Perhaps that’s 
because Origin recently brought out the 
complete Ultima Vll set (Bl,vck Gate, 
Forge of Virtt’e, Serpent Isle, and Sil- 
ver Seed) in one package — a handy way 
of getting everything at once. Also a 
handy way of getting stuck in multiple 
places at once (heh). 

Ultima VII — Black Gate: Eveiy so of- 
ten, a fluny of letters comes in asking 
about Quentin’s murdci', and how it can 
be solved. Simply put, there ain't no way 
of doing that. 'Fhc wliole business is there 
mainly as window dressing, so to speak. 
You can’t talk to Quentin (no, not even 
with the spell), and regardless how sure 
you are of “whodunit,” there is no evi- 
dence an)^\'here to prove it. So, just ig- 
nore the poor ghost, and get on with 
playing the game (disappointing, but 
that’s how it is). 

Ultima VII — Forge of Virtue: This is a 
iwo-(juestion game. People ask about ci- 
tiier the Amulet oi’ the helmets. Right 
now, it seems helmets are popular. The 
whole thing is really cpiite simple. 
'Fhey’re not doing much good where they 
are, so maybe ihey should be someplace 
else. Just think in reverse, and the little 
light bulb in your brain may switch on. 

Ultima VII — Serpent Isle: Continuing 
with the Ultima questions, folks are wan- 
dering around in the Mountains of Free- 
dom, stuck in the endless comdor. Not a 
great place to be, and it really is “endless,” 


thanks mainly to the tele- 
porter that keeps sending 
you back down the pas- 
sage. So, going back- 
wards or Ibnvards doesn’t 
work, but there are other 
directions. Horace Gree- 
ley had il backwards — 
keep that in mind. 

Ultima VII— Silver 
Seed: Some adventurers have been sur- 
pri.sed (and a litde disma) ed) that, after fin- 
ishing this segment, nothing has changed 
in the greater world of Serpfxf Isle. Yup, 
that’s how it is (kinda like Quentin, huh?). 
Silver Seed is mainly an add-in designed 
to give you some new commands and Neat 
Items. Nothing you do here will alfect the 
main game, including planting ihe seed. 
It’s a nice gesture, but othenvise inell'ective; 
nothing can undo the work oi’ the Banes of 
Chaos. Pity about that. 

Ultima Underworld II: Another ques- 
tion that comes in cycles is the void and the 
pyramid. Anyone out there I'emember Q- 
Bert? 'Fhat’s what we have here. You must 
follow the four colored jxiths to the pyra- 
mid, one at a time, of course, and jump all 
over the thing until it’s the .same color as 
the path )'ou took, and you end at tlie top, 
so you cun jump through the moongiite. It 
gets a little harder with each visit, maybe 
even a little tedious, but unfortunately it has 
lo be done. Happy jumping! 

Ultima Vlil — Pagan: Hey, I really 
wasn’t kidding about the Ui.ttma mail, 
eh? Anyway, not surprisingly, people are 
having a bit of trouble with the test ques- 
tions on Aj'gentrock Isle. Not .surprising, 
becau.se the material in the libraiy (which 
is supposed to help with this) is all on the 
air spells, and not the philosophy of the 
healers. This is where you have to reach 
back in memory to the go(xl old days 
when you wei'e a real Avalar, and recall 
the precepts of Honesty, Clompassion 
and Humility. VVliatever (juestion comes 
up, look over the answers and see which 



of those three applies (Honesty above 
all). Aftei' that, it shouldn’t take too long 
to pass the test. 

Lands of Lore: Some folks are having a 
bit of diniculty in the Catwalk Ckiverns. 
They’ve found only one key, and it takes 
two to lango, that is, two of them lo open 
the doors lo the next section of the game. 
Weil, if you go back to where you opened 
uj) the first section of caves (hand print) 
and look around at the other walls, you 
ju.st might find the entrance to ihe other 
half olThe caverns. Also, the duplicalor is 
an optional event. If you use ihe glove to 
herd three of the electrical critters into 
the machine, you can duplicate any one 
item you desii e (but only once). 

Eye Of The Beholder II: A numbei' of 
dungeon-delvers have collected all four 
horns, and now they don’t know what to 
do wilh ihem, or at least, where lo use 
them. 'I'his one isn’t really loo hard. 
Maybe you’ve come across something 
somewhere that is related to the four ele- 
ments? I don’t really have to drtiw )’ou a 
picture of this, do I? 

The Elder Scrolls — ^Arena: It is an ex- 
tremely rare event for me to tell anyone 
how to cheat in a game (in fact, this is 
only the second time in 11 years). How- 
evei'. Arena is so unbalanced in favor of 
spellcastei's (who are well-nigh invulnera- 
ble wilh the right mix of spells), that we 
do want to do something for the poor 
fighters and thieves (having |}Iayed a 
lighter, I know all loo well how hard it is, 
especially in the latter stages of the 
game!). So, it is possible to have more 
than one artifacl at a time. Put the one 
you have in for repairs. 'Fhen go talk to 
people until you hear about another arti- 
fact that you want. Pay for the informa- 
tion (lo fix the dungeons), then retrieve 
your artifact from the weapon stol e (you 
must do this or it will vanish), and go af- 
ter the second one. Note: no guarantees 
here, as this is second-hand info. 1 only 
learned about it after linishing up ;md 
taking the game off my drive. Caveat 
emptor, and all that. 

And that does seem to be il fbi' this 
look into the mailbag. Until next lime, if 
you need help with an adventure game, 
you can reach me in the following ways; 

On Delphi: visit the GameSIG. 

On GEuie: Stop by the Games Round- 
Table. 

By US Mail (enclose a self-addressed, 
stamped envelope if you live in the US): 
Scorpia, PO Box 338, Gracie Station, 
New York, NY, 10028. ir 
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If you think the skies 

over Berlin are scaryv 
wait 'til you get the bill. 


Beat outrageous online charges 
with the best value in multi-player games. 


I lie world’s niosl [iopular mitlli-play<;r games ai’o 
now on Delplii Inleniel'". Thai’s great news heeause: 

1) Our rates are as low as 33% less than other online 
services that offer Kesmai’s'“ hig hits. 

2) We offer the hroadesl access to the Internet world 
wide (and always have). So now yon can take instant 
real-time pot shots at some Japanese ace without 
curnmilling financial hara-kari. 


AIR WARRIOR® 






(iheck ns out with our five hour oiler any lime of the 
day or night. To order your games software kit 
and get your five hours free, 
dial hy iiiodem 

1 - 800 - 365-4636 

Press return Mil you get a 
prompt. At ‘password’ 
enter 2CRUSH 



Miial iiiijiiilor iinriil slfdlvc^ 


I 


N T E R N E T 




STELLAR EMPEROR® ISLAND OF KESMAI 


II lirrr-f;rl-mc-iiullii-lirr. 


'The five free hours offer applies to new Delphi members only Valid credit card required for immediate access: other restrictions appi/ - details provided during registration. Questions? Call 1 -800-695-4005. 
Software is S6.95 including shipping and handling. DELPHI INTERNET is a trademark ol Delphi Inlernel Sen/ices Corporation. KESUAI and ISLAND of KESMAI are trademarks, and AIR WARRIOR and 
STELLAR EMPEROR are registered trademarks, ol Kesmai Corporation, a wholly-owned subsidiary ol The News Corporation. HARPOON is a trademark ol Three-Sixty Pacific Inc. 
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Creeping 

Shadows 


Lovecrajt’s Legacy 

Finds Its Way To The Silicon Screen 

by Allen L. Greenberg 



B y astounding coincidence, the 

ADVENTURES OF THE YOUNG, HERO- 
IC WRITER IN Shadow of the 
Comet mirrors many of my own 
early experiences in the field of 
journalism. I first Joined Computer Gaming 
World in 1934, during which time the 
world was experiencing one ol' its greatest 
shortages of recre- 
ational computer 
sofnvare. I had stum- 
bled onto a theory 
which proposed that 
the curi'cnt abun- 
dance of nonexistent 
software, or “vapor- 
ware,” was due to 
mysterious astrologi- 
cal reasons (as op- 
posed to the more 
popular hypothesis 
that no one, as yet, 
owned a computer). 

1 studied the night 
sky with obsessive enthusiasm for nearly 
half a cenluiy, until CGfFs kindly old edi- 
tor had come to fear for my sanity and 
moved me on to some other assignment. 

In the first of their CwL of C'I'HULHU 
computer adventure games, leased on the 
\\Titing and myiholog)' of H.P. Lovecraft, 
a young Journalist, obsessed with stars 
and comets, may not find himself so 
lucky. 

Attached to such cult films as Re-Ani- 
malor and from Beyond, H.P. Lovecraft’s 
name has become closely associated with 
20th centiU7 supernatural-based enter- 
tainment. Computer game players have 
often been treated to glimpses of Love- 


craftian horror in such games as Micro- 
Prose’s Leg.acy, and paper game players 
have had a faithflil aclaptation of Call of 
C i'MULHU available to them I’or some 
time now. However, as popular as that 
author’s name may be, it is actually quite 
rare lor one of Lovecraft’s stories to be 
transferred to some other media without 
major alterations 
to its characters 
and setting. 
Along with the 
pa]}er Cthulhu, 
Shadow of i'he 
Comet (Come'f) 
easily ranks 
among the truest 
representations 
of liis work. Slow 
moving at times, 
the program es- 
chews the evis- 
cerating gore 
associated with 
modern horror in favor of Lovecraft’s 
brand of spiritual terror. Once again, we 
are told the stoiy of a race of unspeak- 
ably horrible god-like creatures who 
once occupied our Earth. To return 
here, all they need are certain natural 
conditions, and a corrupt human soul to 
take advantage of them. 

Comet is a supernatural mystei^ ad- 
venture in which a humble British jour- 
nalist, jonathan Parker, must battle 
forces set in motion by Lovecral’t’s race of 
angiy, outcast gods. Employing their usu- 
al hard-sell tactics, the gods have olfered 
power and immortality to any human 
who is willing to reopen the passageway 


that connects their universe of exile with 
that of our own. For this venture, they 
liave settled on certain occupants of the 
small New England town of Ilsmoiith. 
The mechanics of opening this doonvay 
are strictly mystical in nature, and are 
closely linked with the appearance of Ha- 
ley’s C]omet. One hundred and sixty years 
ago, the appearance of that comet was 
obseived from Ilsmouth by another Eng- 
lishman, Boloskin, who went insane 
shortly thereafter. In the year 1910 
jonathan Parker, equijjped with the new- 
ly invented art ol' photography, returns lo 
the (own in order to track Boloskin’s 
quany. Waiting for him in Ilsmouth are a 
series of mysterious occupants and enig- 
matic settings, all of which consjjire to 
defy inspection. 

While the threat ol' supernatural conse- 
quences hangs ceaselessly over Parker, 
CoME'F spends much of its lime as a con- 
ventional mysteiy game before it finally 
emerges as an occult thriller. Faded mes- 
sages, obscure diaiy entries, and a vague 
Biblical reference are the main insti'u- 
ments with which yon, in the role ol' 
young Parker, will save the human race, 
'fhe town is filled with a variety of indi- 
viduals, most oi'whom appear to share 
more than a few features with modern 
Holl)A\'ood personas. 

Nearly eveiy town member appears de- 
fensive and eccenii’ic to the wide-eyed, 
young Englishman. After several inier- 
views some begin to apjiear as friendly, 
while others do little to hide their distaste 
for outsiders. These townspeople are not 
mere window-dressing for the game, and 
it will be necessaiy for you to know each 
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BLESS MY PERIPHERAL VISION From the corner of his eye, Parker spots an 
important clue. 


of tlicin well in order to tln;illy put to rest 


the evil in Ilsmouih. 

As Parker lirsl assembles liis dues, the 
game proceeds veiy slowly. Often, events 
come to a standstill until the hero stum- 
bles on some useful material tucked away 
on a bottk shelf (tr inside a dresser draw- 
er. At one Irustrating moment, you are 
called u])on to examine a drawing. “Use- 
less!” declares Ptirker, as llie game comes 
to a screeching lialt, It is only wlien you 
attempt to examine that same drawing 
while standing next to a desk that events 
tire once again allowed to proceed. Of- 
ten, characters throughout Ilsmouth will 
be caught in an endless loop of repeated 
activity in one location until Parker un- 
ravels a puzzle or makes his next discov- 
ery. 'I'he most useful indicator of your 
success is a diary in which the hero’s 
thoughts are automatically entered. It 
not only contains a record of what has 
happened, btii often that which Parker 
considers his next objective as well. 


For the most 
part, you may take 
your lime as you 
carel'ully assemble 
each piece of Park- 
er's puzzle. Howev- 
er, there are 
several moments 
when anything ex- 
cejDt rapid-fire ac- 
tion will lead to 
Parker’s death. 
What is easily the 
most claustropho- 
bic and stressful 
moment of the 
game occurs mid- 
way through the 
stoiy, as Parker descends below the town 
ceineteiy and discovers a ciyptic maze, 
the home of one of 
Ilsmoulh’s major 
demons. Like some 
Lovecraftian vei'- 
sion of Indiana 
Jones, Parker finds 
himself dodging 
tra])s and trigger- 
ing hidden doors 
in order to claw his 
way through, li is 
important to map 
this maze, because 
the hero will then 
be forced to find 
his way out follow- 
ing a high-speed 
chase in which 
there is virtually no time allowed for ex- 
jiloration or error. 

Parker is often called ujjon to engage in 
multiple-choice com ersalions. Unfoitunate- 
ly, you must occa- 
sionally base your 
choice on a .sentence 
fragment that does 
not necessarily indi- 
cate the nature of 
the entire sentence. 
Should you be un- 
happy with your 
choice, the only solu- 
tion is to go back 
and replay that sec- 
tion ol' the game, 
this time choosing 
another sentence 
fragment. Needless 
to say, frequent 
game saves are 
strongl)' advised. 


As the game progresses, Parker discov- 
eries become increasingly bizarre, and 
the solutions to his puzzles increasingly 
supernatural, and therefore far less obvi- 
ous. Finally, Boloskin’s spirit, mysterious- 
ly restored to sanity, is forced to make a 
return appearance on Earth in order to 
drop some clues that wilt help his succes- 
sor make the right decisions. With his 
help, certain words must be spoken in a 
specific order, and a collection of color- 
coded gems must be manipulated in a 
highly specific fashion in oi'der to set free 
Ilsmouth’s trapjjed souls and close the 
doorway on the unwanted intruders. 

Comet was originally released in Eu- 
rope as a somewhat conventional game 
on floppy-disk only. For its American re- 
lease, the game has been upgraded to 
CD-ROM featuring enhanced mouse 


support and digitized voices. 'I'he voices 
are provided by a competent group of ac- 
tors who etisily embrace their Ilollwood 
stereotypical characters. Young Parker 
faces his challenges with a resolute “ved- 
dy well” as would make any respectable 
British hero proud. The real talent show, 
however, occurs as this unsuspecting 
group of ihespians are called upon to ar- 
ticulate some of L.ovecraft’s demonic 
names which ai e as unpronounceable as 
the author often claimed they were un- 
speakable. As you enjoy such phrases as 
“...Fthangnh cthulhii iaeeh...” you may 
look forward to the showei'ing burst of 
saliva which accoinj^anies etich syllable. 

Graphically, this adventure game may 
fall slightly short of expecttitions. Each 
scene is painted somewhat two-dimen- 
sionally, and animation is minimal. The 
characters are likewise fiat in apiDearance, 
and little elTort has been spent to allow 
them any range or expression of feelings. 



THIS OLD HOUSE If warning lights aren't going off in your head as you 
approach, then you're probably playing the wrong game (or should seek 
employment as a witless victim in a B-rate slash movie). 
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A DEGREE OF DANGER Perusing Doctor Cobble's diplomas, you find that he 
learned his craft at Miskatonic University — hmm. 
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Close-up views of the cliaracler's faces are 
occasionally used as they deliver their di- 
alogue, although these are equally flat 
and somewhat repetitive. The game’s 
beasts and other horrors will not deprive 
even the most squeamish players of any 
late night sleep. 

Nonetheless, these creatures are drawn 
in classically Lovecral't fashion, so that 
they somewhat resemble a sea-food din- 
ner that has suddenly turned on its 
would-be eater. Rather more impressive 
than its graphics are the game's sound ef- 
fects, which make for an effective back- 
ground to the drama, 'fhe game’s music 
is also quite effective, although its harsh 
ringing quality may convince many ])iay- 
ers to take advantage of the game’s soft- 
ware-controlled volume control. 

Comet’s interface is its most noticeable 
weakness. While the mouse may be used 
to guide Parker, it is necessaiy to move 
the cursor from one side of the character 
to another, rather than simply point out 


where you wish him to 
go. Use of the key- 
hoard requires less ef- 
foi’t t(.) move Parker, 
although the mouse is 
somewhat less confus- 
ing than the ket board 
when it comes to in- 
ventory and object 
manipulation. Either 
the right mouse but- 
ton or the Tab key 
brings up a set of 
icons including 
"speak,” “examine,” 
“itike” or “use” as well 
as commands to save 
or restore a game in 
progress. “Extimine” works only when 
something unusuiil enters Parker’s nar- 
row held of vision, and is usually, thougli 
not always, indicated by n visible line be- 
tween the character’s eyes and an object 
of interest. “Use” is a poorly defined 
command which generally applies to 
whatever object has been previously se- 
lected from the hero’s inventory. The 
game would have greatly benefited from 
a clearly defined process for using one 
object in conjunction with another. As is, 
you must experiment by “using” objects 
in various locations until you stumble on 
that which the program is expecting. 

A bonus progi'am, “Visit to the Love- 
ci'aft Museum” is tilso included on the 
CoME’r CD-ROM disk. Hiis program is 
related to the game by theme only, and 
contains no hints or inl'ormation which 
pertain to it. fhe Museum program fol- 
lows a casual observer ihi’ough several 
hallways filled with paintings, manu- 
scripts and various testimonials to un- 


solved mysteries. A stern, mysterious 
voice, in the tradition of Ripley's Believe II 
or Nol, describes each item on command, 
pointing out some balding quality which 
may or may not be related to Lovecraft- 
ian legend. 

CoME'f is a difficult game which will 
probably frustrate any novice who does 
not have access to a seasoned gaming 
“coach,” or at least a generous supply of 
hints. Experienced j)layers who either 
feel at home with Lovecraft’s lore, or who 
have enjoyed the C.-\Li. Or Cthulhu pa- 
per game, will find themselves more at 
home with the adventure, although they 
too will doubtless endure several frustrat- 
ing moments. Wliile nol an eye-popping, 
page-turner of a stoiy, Comet is a chal- 
lenging lest of adventurer skills. Please be 
advised that a conglomei'ation of 
grotesque, other-worldly gods may veiy 
well be obseiwing you as you attempt to 
solve this game, and that these creatures 
are quite experienced at recognizing hu- 
man obsession and taking full advantage 
of it. Don’t sign anything until you have 
completed the game and are once again 
thinking clearly. 


THE EDITORS SPEAK I 


SHADOW OF THE COMET 

RATING 1/2 

PROS Long, challenging and ex- 
tremely loyal to Lovecraft’s fiction. 
The voice acting is very convincing. 
CONS Weak interface, w'eak graph- 
ics, and, yes, yet another back-break- 
ing arcade chase through a maze. 
Note To Designers: We are gamers, 
not mice! 



You meet ^LL kinds here. 


boredom 


S creen — 


For Windows and Macintosh • At your favorite software retailer or cali 1-800-STARWARS 






The 7tli Guest 



Space Ace 

.p fcce is 8 blast to play and is truly faithful to the or; • 
coin-op- 'ligita' video is perfect and the game 
controls gteat: Eleclronic Gaming Monthly 


Dragon's Lair 

ro version sutlers from lack of control and grainy, orp . 

.and sound iust can't match up to the inc^^- 


^P*[E^HEIR TIRED BUTTS 

H^'^IESE IMPROVED cLAsm^sm 



^ all otbars. . .packaged 

”etf,afp ; 9’'^- 'fie CD-I version allows taste 
'"^®''P°''so„.i„s,antaneouscuts...- 

^ad Dog McCree 



So, you've already played these games on other formats. Good. Then you'll be the first to appreciate 
the full-on sonic and visual overhaul CD-i has made on them. Remember the blurry, pixilated graphics? 
The dime-store sound effects? Well it wasn't your vision and hearing that sucked. We've replaced them 
with razor-sharp video and digitally crisp audio. And those with 
quicker reflexes than the average 80-year-old will dig the faster 
response time. But we've bent your ear long enough. Experience 
the classics on CD-i for yourself. After all. you've got 132 million 
photoreceptors leaning dangerously towards the snooze button. 
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PHILIPS MEDIA 





F ()iu;r;i‘ j.F.K. Ir consimkacv 'ihko- 

kll-:s .-VRE YOUR CUl’ OE '\TA, r\’U tiOT 
A DOOZY [‘OR YOU. ThE CuBAN.S 
aren’i pari oF iliis one, but the 
Russians are, and su are the Mafia, 
the C.I.A., and the media. At the heart of 
the al'fair is a machine dial endows its 
user u’itli psychotronic powers. The Rus- 
sians built this machine and we bought it, 
but somewhere beuveen llieir hands and 
ours it vanished. 

I'lie Director of the 
C.I.A. tliinks his 
people might be in- 
volved in the heist, 
so he’s brought you, 
an outsider, on 
board to investigate. 

Just wlio you are is 
never entirely clear, 
nor even how many 
of you there are. 

(Some characters re- 
fer to you in plural 
terms, as iti "Did you 
people come to 
clean up our barn?”) 

What is clear is that there is tnore going 
on than any of the characters you meet 
realize. The Mafia is being psychotroni- 
callv inathpulated into giving free assis- 
tance to a renegade C.I.A. agent. The 
President ol'the United States is manipii- 
latitig the C.I.A. to shore up his flagging 
poj^ularity in an election year. The media 
is being fed stories about clandestine 
arms deals with Russia to cloak, the even 
more clandestine transactions being con- 
ducted regarding E.S.P. teclinolog)'. And 
so on. 

You uncover the details of the story 


Thb Psvchotron 


Price: $69.95 
System 

Requirements: 

IBM compatible 
486-25Mhz, 

4MB RAM, 

SVGA graphics, 

SMB hard drive 
space, Windows 
3.1, double 
speed CD-ROM; 
supports all MPC compatible sound cards. 
Protection: None 
Designer: Rick Gonzales 
Publisher: Merit Software 
Dallas, TX 
(214) 385-2353 


layer by layer, starting out in the ollices 
of four C.I.A. agents who (apparently) 
died in a jjlanc crash. The Psychoiron 
was on the jilaiic in question and might 
have gone up in (lames along with the 
passc“nger.s, but if it did, why is there no 
ti'ace of it in the wreckage? Why is one of 
the bodies missing? And wh)’ is there a 
slill-undetonaied bomb tucked away in an 
ovei'head compai'tmeiu? 

I Inlerrogaling 


relatives and 

friend.^ 

i of the de- 

ceascM 

ll agents 

gives 

you some 

inrormal ion, as 

does 

a higii- 

stake' 

, poker 

game 

with some 

of ll 

le rogue 

agent’ 

s unsavory 

cohor 

ts. Mcan- 

while, 

bcliind the 

scenes. 

, C.L.-V Di- 

rector 

Darin Bird 

pulls 

some 

string 

;s to help 


you out. Between his work and yours, you 
should be able to track the Psychoiron 
down — assuming that you don’t gel your- 
self shot along ibc way. 

PSYCHO PATHS 

'I'me P.svci ioTRON is divided moic or less 
evenly between two types of aclivily, in- 
vestigation and interrogation. \Vhcn 
you’re in an invesiigalion scene, \’our job 
is to move a ciir.sor around the sci'een iin- 
lil it passes over “hot sjx)ts” and lurns 
inio a question mark. Click on these loca- 
lions and yon gel a closer look al ihe ob- 


ject you’ve clicked on, which usually con- 
tains a clue of some .sort. In interrogation 
scenes, you select I'rom a menu of dia- 
logue choices and watch actors playing 
the pails of witness'es, giieving widows, 
television reporters, and so forth as (hey 
respond to your c|ucstions. 

I'hese video sequences are what make 
the game appealing. We are still at a 
slage in the evohilion of compnler gam- 
ing whei'e the mere liict that a game con- 
tains Ibotage of human actors is enough 
to gel a rise out of ihe average player. 
Never mind that the actors are mostly aw- 
ful aud never betler than mediocre, or 
that the script is packed with ctiricalures 
instead of characters and cliches for dia- 
logue, or that the footage is grainy and 
Jumpy, especially if you choose to view 
the scenes at luli-.screen size instead ol'sei 
into a quarter-screen window; it’s still a 
thrill to play a game in which actors talk 
to you in response to the choices you 
make. Unfortunately, the interaction I he 
P.sm;i!()I RON' oilers is extremely limited, 
which means, for one thing, that the 
game is quite shoii and, for another, that 
the thrill of interacting with the actors is 
considerably less intense and slioiier- 
livcd than it might oiheiwise be. 

At first glance, and even from my de- 
scripiion of it above, The P-S'^'ciioirdn 
appears to be a highly interactive game. 
What isn’t evident until you stall playing 
it is that the game allows the player no 
control over what j)alh the stoty lakes or 
whai e\’cnis occur— or much at all, really. 
The opening screen presents the player 
with four offices to search, each contain- 
ing three clues; find these (and it’s essen- 
tially impossible not to, since there’s only 


One For 
The X Files 


Conspiracy Abounds In Merit Software’s 
This Psychotron 


by Charles Ardai 
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“Battle Isle 2200 invigorates the 


AMAZING GRAPHICG 
POWERFUL WEAPGNG 
CHALLENGING GTRATEGIEG 


LDOK FDR THE 
CD VERSION AT A 
RETAIL STORE NEAR 



□ nly one thing 

STANDS BETWEEN 
THE ROBOTIC 
FORCES OF 

Titan-Net and 

TOTAL VICTORY... 
You — THE 
STRATEGIST 


Strategy genre by inaking itfiin 
again. ” — Computer Player 


Enter a futuristic world 

WHERE BRILLIANT GRAPHICS 
PUT YOU RIGHT IN THE 
ACTION. 


“Both wargame novices and 
enthusiasts will find a lot in here 
to enjoy. ” — PC Gamer 


A FUTURISTIC WAR STRATEGY 
GAME GN CG-RGM, PC FLOPPY 
AND DEMG DISK 


($29.95 PLUS TAX, 
SHIPPING AND 
HANDLING) FDR THE 
PC VERSION. 



DEMO VERSION 
BY CALLING 
1 -BOO-245-7744 
($7.50 FDR S/H) OR 
LOOK FOR IT ON 
BULLETIN BOARD 
SERVICES. 



TECHNICAL 


IBM CD-ROM - IBM PC 
DR COMPATIBLE WITH 
DOUBLE-SPEED CD-ROM 
DRIVE, 6 MB HARD DISK 
SPACE, 4 MB AVAILABLE 
RAM, VGA MONITOR OR 
BETTER. 

IBM PC FLOPPY - IBM 
PC OR COMPATIBLE, IZ MB 
HARO DISK SPACE, 4 MB 
AVAILABLE RAM, VGA OR 


Execute grand strategies 

AND WATCH EACH BATTLE 
PLAYED OUT INSTANTLY IN 
INCREDIBLE 3-D ANIMATIONS. 



Reference a complete on- 
line DATABASE WITH EXgUISITE 
3-D ANIMATED WEAPONS. 

Play against the computer 
OR WITH UP TO 4 players 
OVER A NETWORK* OR BY 
E-MAIL. 

Over 20 turn-based battle 
SCENARIOS. 

COMMAND OVER SO TYPES 
OF FORCES. 


' ADDITIONAL DAME COPIES REOUIRCD POR 


MULTIPLE PLAYERS OVER A NETWORK. 




BATTLE ISLE IS A TRADEMARK OP BLUE BYTE SafTWARE 

GM 8 H. €11994 Blue Byte Soetware BmbH. Licensed 
BY accolade, INC. All rights heberveo. 


BETTER. 



\r-r-r^i \r»n 

/-vLA_wi_r-Myi_ 
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THE INVESTIGATOR WORE BLACK Crashing a memorial service is 
an unfortunate necessity, it you want to uncover the hidden 
conspiracy. 


one puzzle and it’s trivial) 
and tlie game automatically 
moves you to a memorial 
scivice. Mave four conversa- 
tions with attendees and the 
game automatically moves 
you to the crash site. Talk to 
the three witnesses and ex- 
plore the wreckage and 
you’re automatically moved 
to the poker game. Play four 
hands of poker and you’re 
moved to the compound 
where the game reaches its 
climax, 

Thai’s it — dial’s the entire 
game. Offices, memorial ser- 
vice, farm, poker game, 
compound. And none of 
these sequences are especially long or 
complex. Until the poker game, there is- 
n’t even any threat to the player’s safety. 
There are better and worse questions 
among those you can ask, and you do 
have some influence over which direction 
a particular conversation takes, but none 
of this affects the progi'ession of the over- 
all stoiy. 'fhere are also a handful of puz- 
zles, but these are so insubstantial that it’s 


almost deceptive to use the word puzzle 
to describe them. There is an arcane 
point scoring system intended to give you 
feedback on the choices you make, but no 
one going ihi'ough a piece of interactive 
fiction ever pays attention to their score 
(except possibly as an indication of how 
close to the end of the game they are, 
which Thk Psvchotron’s system doesn’t 
permit since it doesn’t reveal the maxi- 


mum score for which you are striving). 

In short. The Psychotron gives you 
veiy little to do and veiy little free space 
in which to do it. llie whole game takes 
no more than nvo or three hours to play, 
less if you apply common sense to the few 
choices you are given. (WTich is the right 
choice, saying “My condolences” to a 
woman at her husband’s grave or saying 
“What’s your problem”? During the card 
game, choosing “Bet reasonably” or “Bet 
all yt)ii’ve got”?) 

PSYCHO LOGICAL 

If’ you do plow through the game at top 
speed, what do you come away with? 
Memories of bad acting, no better than 
decent animation, and an annot'ing rock 
soundtrack, plus the feeling that you've 
been shortchanged, since the designers 
clearly only put a cursoiy effort into mak- 
ing the game coherent. 

Asking that a game about an E.S.P. ma- 
chine be believable is, to be sure, asking 
too much — but is it loo much to ask that 
when you spend a hundred dollars to buy 
one character’s watch and shovel he not 
still be holding the shovel and wearing 
the watch when you see him in the next 
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FORGET READING 



“Impressive, a must have for 
computer gamers” 


Steve Wartofsky, Editor 
Strategy Plus Magazine 


“IE can showcase product 
features like no printed 
publication can...” 


“The ideal way for gamers 
to get an in-depth look at 
what’s new.” 

Bob Bates 
Legend Entertainment 



Interactive TV for your CD ROM 
1 2 episodes $59.95 1 episode $9.95 

800 283 3542 or 802 767 4622 


Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382 

© 1994 Chips & Bits. Inc. 


Circle Reader Service #209 





scene? Is it too much to ask, when inter- 
rogating a hick who makes Jim Varney’s 
“Ernest” sound like Bertrand Russell and 
one of youi' choices is “Correct his Eng- 
lish," that the game not contain a good 
number of language errors itself? (In that 
vei7 scene, “wasn’t” is spelled “was’ni”; 
cisewhei'e, “breach” is spelled “breech” 
and thei'e is a reference to “diseased,” in- 
stead of “deceased,” President Roosevelt.) 


It is certainly not too 
much to ask that the game 
work, but it doesn’t even do 
this consistently. The save 
game function appears to 
work, for instance, but when 
you try to restore any of the 
games you’ve so diligently 
saved, you discover that it is 
impossible to do so. Wliy? I 
don’t know, but instead of a 
list of your saved games, the 
game gives you a blank 
menu and an eiTor message 
saying that it can’t find a file 
it needs. Fortunately, it’s not 
too hard to get to the end ol 
the game without dying, 
making the save game func- 
tion somewhat superfluous an)'way; still, 
it is possible to regret some of the choices 
you make, and it is distressing to find that 
you have to replay the whole game from 
scratch. 

It is especially distressing when you re- 
alize that there is not all that much new 
to see the second time through. ITe in- 
vestigation scenes are the same every 
time — the same couple of clues sprinkled 


in the same locations — and the inteiToga- 
tions offer only token variety. Tlie perfor- 
mances are not worth watching once, 
much less twice, and there are no hidden 
pleasures for you to unco^’er as you play 
the game for the tenth or eleventh time. 

In I'Ht: PsYCHOTRON, Merit Software 
has produced a game of fleeting interest 
at best. It wants to be a computer game 
version of The Manchurian Candidate, or 
something along those lines, but in the 
end has more in common with sucli 
downmarket fare as G.I. Joe cartoons and 
Gel Smart — or, worst of all, those 'I'V an- 
nouncements of days gone by: “We are 
experiencing technical difficulties. Please 
stand by.”^^ 


THE EDITORS SPEAK I 


THE PSYCHOTRON 

RATING ^ A 

PROS Plenty of live action video, a 
fun card game sequence. 

CONS Too few sequences, too few 
puzzles, too little that is under the 
player’s control. 


And 


you re the O r ki n Man. 



Operation Body Count.™ Coming this fall. Even a good heavy spray ^ 

from dual Uzis and a flamethrower will have trouble exterminoc/ng vermin 

/ike this. Coll (305) 591-5900 ■ (800) 468-7226 ■ BBS (305) 471-8962 Capstone 


fiS (508) 365-2359. 2400 Baud -(508) 368-7139. U.S. Robotics - (508) 365-9352. 14. 4-28. 8K 
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Relation 
In The 


Midnight Stmnger’s ‘Virtiti 

by Eden Maxwell 



M ATURK AUUIKN’CES will LIND 
■IULMSLLVLS CARLIVA'l'Kl) BY MiD- 

NiGHT Stranger lrum the 
opening screen, since it doesn’l 
play any games with so|)lio- 
moric introdiiclions. Wlien you’re 
dropped into this dark and digitized 
world, get ready to 
land on your social 
skills witli your con- 
science on the firing 
line and your values 
up for grabs. 

Imagine waking 
up in a strange, 
sprawling, danger- 
ous, compelling, 
gritty metropolis 
without a friend or a 
clue as to where to 
go or who to talk to. 

Unlike other such 
hackneyed plot de- 
vices, you don’t have 
amnesia, and you 
aren’t running from gangsters or the law 
because you've murdered someone — at 
least, not yet. You’re free to be yourself, 
or act out deviant behavior hidden be- 
hind that suit of propriety inside your 
psychological closet. 

Through an innovative approach to 
first-person interaction, you control the 
plot, where you go, and inevitably how 
the sioiy plays out. You are both director 
and performer. \'isit a cafe, nightclub, 
restaurant, movie, the theater, or haunts 
of fringe elements and the veiy weird. /Vs 


you I'oam Ireely from one location to an- 
other, you can connect with up to 18 dif- 
lerent j^cople. Uertain indi\'iduals are 
critical to the core sioiy, others su|)port- 
ing, still others merely backdrop. /Viter 
encotinieriiig several of the main players, 
subtle links evolve ;md involve you as you 
become part of 
the plot, which 
has hundreds of 
variai ions that 
depend on your 
mood and rap- 
port with those 
you encounter. 

The cast of 
characters in- 
ciutles men and 
women from a va- 
riety of back- 
grounds, interests 
and persuasions: 
a hood, a comedi- 
an, a lesbian, an 
actress, a party 
girl, a woman with multiple per.sonaliiies, 
an artist talking about John Lily and 
aliens, and an /Vlbert Camus and ‘foin 
Robbins-quoting bum, to name a few. 
Some characters are open, others cau- 
tious, others api)caling, still others dan- 
gerous. What are their motives, and ^\'hat 
secrets, if any, do they have to hide? 
Things are often not what they appear to 
be, which is the point and strength of the 
game’s value. Then, there’s the issue of 
the playei''s own behavior. How much can 
you be inlltienced by others? Will your 


values and better judgment \\'ane under 
pressure? Will you commit a violent 
ci'ime? Will you a\'ert a murder? Will you 
meet the ladv of your dreams? 

PACES COME OUT OP THE RAIN 

A sense of realism within a complex plot 
ol' varying possibilities is achieved by 
combining muled, color photographs for 
locations with live motion QuickTime 
videos for interactive conversations and 
key action sequences. There are also 
funky touches within the stoiy such as a 
Him, performance art, stand-up comedi- 
ans, plus an original musical soundtrack, 
and a live rock band with a catchy nihilis- 
tic tech-noil' beat. 

What distinguishes Stranger from a su- 
perficial multimedia oifering is an intelli- 
gent script that elevates key characters 
from objects to people you develop feel- 
ings for — positive and negative. As you 
move from one location to another, each 
still does a slow dissolve into another 
scene, as does your suspension of belici’. 
As you slowly become a tliread in the ta- 
pestiy of events, this dark, artilicial world 
becomes eerily lifelike. You make emo- 
tional decisions and guide conversations, 
which may involve you in experiences that 
might turn violent, sensual, bizarre or 
amusing within a framework of adult 
themes: lo\'e, sex, philosophy, profanit)’ 
and criminal behavior. 'I’o add a sort of 
“X Files” effect to the goings on, there’s a 
lost alien artifact that some would kill for. 
Strange powers may be within your grasp 
if you can line! the off-world object. 


Midnight Stranger 


Price: $69.95 
System 

Requirements: 

Color Macintosh 
(68030-25Mh2 
or better 
recommended), 

8-bit 13” 
monitor or 
larger, SMB 
RAM. CD-ROM 
Protection: None 
Audience; Adults Only (18+); contains 
some nudity and strong language 
Designer: Simon Goodwin, Jeff Green 
Publisher: Gazelle Technologies, inc. 
San Diego, CA 
(800) 237-6675 
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' S^mlCiME SEYMOUR 
(IRACE JONES 
GEOFFREy HOLDER 

.ABLE THIS HALLOWEEI'J 
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STREETS ARE UP EVEN 
WHEN YOU'RE DOWN 

Opening screens vaiy, showing a location 
photo wiiliin the cityscape, with trallic, 
sirens, horns, and other sounds iilling the 
night air. To get around town, you jjosi- 
lion the cursor on the scene (a door, 
down the street, a building, etc.) uniii it 
becomes a directional icon: go, enter, 
exit, and so on. Once you enter a situa- 
tion, you move about (within the still 
plioto environment) and find a chai'acier 
ol interest. If the cui sor says “Talk,” ihen 
clicking activates a rectangular portion of 
the picture into live motion video, rhe 
character begins speaking while the sur- 
I'ounding .scene remains a photo still. Al- 
l.hough not the most elegant solution to 
cui'reni technological limitations, this 
trade-oil' approach works well enougli to 
maintain the intended illusion. 

Realistic communication with virtual 
characters in real time has been the es- 
sential missing byte in interactive games. 
S i'R.-\N('.KR has partially succeeded in over- 
coming this hurdle with what the devel- 
opers call “Virtual Intimacy.” The 
simulation projects tlie subjective tilmos- 
jdiere of reality; the characters appear as 
if they’re actually talking to the playei', 


CAFE SHIVA Despite gestures in QuickTime that conflict with the 
still image, this actress' performance is top notch. 


and there is no finite duration, conclu- 
sion, or solution. 

A Mood Bar, a color scale on the bot- 
tom of the screen, is tlie pump ol'the Vir- 
tual Intimacy engine iliai beats 
interactive life into this simulation. In- 
stead ol' selecting from pre-wriiien textu- 
al (juestions or replies to make 
conversation, the Mood Bar represents 
an emotional expression. You respond by 
clicking along a color .scale (ranging from 
red negtitive to green positis’e) that sug- 


gests your dialog based on feeling, tvhicii 
remains abstract, 'fhe premise is that you 
are saying sometliing a|)jn'opriate to the 
exchange, determined by the degree and 
shade of color selected. 


MIDNIGHT STRANGER 

RATINC if atJ 


PROS An interesting experiment in 
rich, character-based stoiytelling. The 
acting atid writing stands out in the 
current sea of tmtlti-mediocre perfor- 
mances. 

CONS Limited replay. I'he “mood 
bar” interlace still leaves us looking for 
an elegant solution to the problem of 
“interactive dialogue.” 


YOU’RE PERFECT, HOP IN With no history and no identity, your 
character can comfortably jump into many scenarios, like this 
back-alley guerrilla photo shoot. 


Characters say and do things based on 
how you steer the conversation. As char- 
acters speak to you, they invite n re- 
sponse. Dialog can be sophisticated, 
strong, intellectually stimulating, and 
sometimes sexy. The ex- 
pei'imental, fun part is not 
knowing how a character 
will react to your mood. 
For example, will a young 
lady yoit’vc just met re- 
spond to keen interest, 
mild itUeresi, or a “who 
cares?" altitude? Occa- 
sionally, a character's re- 
•sponse indicates you ha\’e 
made it clear-cut. state- 
ment, which supports the 
illusion ol' conversation 
and may call for creative 
relleclioii on your part. 

Although non-specific 
(you really don’t know 
what you Sitid, only how 
you feel), typical instances tilong the 
Mood Bar scale might rellect mild inter- 
est to distaste, casual encouragement, 
passive neutrality, and nuances of nega- 
tive indifference in between. Res|)onses 
can also swing from joy to anger to I'ear, 
or a simple yes or no. The range and 
number of these emotions varies from sit- 
uation to situation; the idea is to play 
with your moods and see what haj^peus. 
Some characters arc fickle as they may 
respond differently from gitme to game. 


even though your mood is consistent. 

If enough I'eal time has elapsed, you 
might happen upon an “ending,” a state- 
ment Ol' iiclion h)’ the cliaracterfs) you are 
with that triggers ;t cue I'or a conclusion 
and for tlie credits to roll. 
This isn’t a limitation, but a 
reiiiforcemeiu ol' die mode 
ol' play. An ending repre- 
sents an experience, a fm- 
isiied work that might be 
viewed as winning in the 
traditional gaming sense. 
I’layers wisliing to re-expe- 
rience a film with anotlier 
attitude from a particular 
point, or resume the action 
at another time, can save 
games. At. any time from 
within a lilin session, play- 
ers c:in opt lor starling a 
new giimc, and be trans- 
poi'ted to a new location to 
begin with. 


WHEN YOU'RE STRANGER... 

Since you tire tt sirtiuger in c)’bertown, 
you ma\’ act without regard for what oth- 
er people will think; you have the free- 
dom to make decisions about your 
behavior that you would never consider 
acting out in the retil world. As a result of 
your explortilion, rellection, and experi- 
ences, the game mtiy develop into a won- 
derful dream or a bleak Kafka-esque 
nightmare oi' frusirtiiion that seems to 
last fm'ever. Directing the characters, in- 
cluding yourself, in this free form cinema 
verile experiment is, on one hand, excit- 
ing and hahit forming; on the other, you 
may also become disappointed, wishing 
I'or more interaction tmd depth than the 
game can deliver. 

One thing’s for sure, it’s going to be a 
long and bumpy iiighi. ^ 
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CD-ROM 
FOR IBM PC 
COMPATlBli 


‘V/ittroul a doubl, tire funniest CD-ROM on tire market 
— GO! Digital Magazine 




CHIPS&BTTS 


Call 800-699-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 1 011 9 

PO Box 234 Dept 10119 Rochester, VT 05767 



•MASTER OF 
MAGIC isagame 
of exploration, 
spell-casting, com- 
bat and strategy set 
in a fantasy world. 
Features strategic 
use of resources 
and magic energy. 
Offers new fantasy 
worlds and mysti- 
cal planes of exist- 
ence, five difficulty 
settings, and an 
Icon-based inter- 
face. S41 



SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when 
product becomes available. 
Handling $2 per shipment. 


'STAR TRAIL: 
REALMS OF 
ARKANIA'Anarv 
cient feud fueled 
by a millennia of 
hatred exists and 
you must choose 
wisely for the fate 
of Arkania is in 
your hands. Fea- 
tures smooth- 
scrolling 3D 
movement, fully 
animated combat, 
and over 350 
weapons. S41 



•NIGHTWATCH INTERACTIVE 2’ A beautiful late-night 
security guard makes her rounds at the most erotic hotel 
in the civilized world! You are in control as you explore 
the sex-styles of the rich and shameless. CD S45 




'M4: SHERMAN 
TANK SIMULA- 
TOR’ Vfeu and your 
buddies go for a 
ride. Only it is 
WW2. and it's a 
long way to Ger- 
many. Your com- 
munications equip- 
ment allows you to 
keep in touch with 
other units in the 
field. Gain experi- 
ence and ski!) as 
you get deeperinto 
the game. S34 



•INTERACTIVE 
ENTERTAIN- 
MENT’ the world's 
first CD MAG. is an 
episode of interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-motion 
reviews, multime- 
dia hints, and inter- 
active video inter- 
views with key fig- 
ures in the gaming 
industry. CD S9 


IBM HARDWARE 


IBM HARDWARE 


IBM HARDWARE 


IBM ADVENTURE 


IBM ADVENTURE 


IBM ADVENTURE 


Acoustic Resrch P570 S299 
AdLib Sound Card $34 
Advance Gravis Ultrsd S129 
Advned Grvs Ultrd Mx $185 
Altec ACS too Speakrs $69 
Altec ACS 150 Subwir $109 
Altec ACS 200 Spkrs $209 
Altec ACS 3 Spkr Sys $169 
Altec ACS 300 Sp wSbS24g 
Altec ACS 50 Speakers $79 
Audiophile Ref 10 A sp$125 
Audiophile Rel 30 A SpS199 
Audiophile SW 20 A Sb$13g 


Auto Cockpit $159 

Cyberman $79 

Flight Cockpit $219 

Flight Control Stand $18 
Flight Slick $35 

Flight Slick Pro $57 


Game Card 3 Automatic$25 
Gravis Analog Joystick $29 
Gravis Anolog Pro Jyslk$34 
Gravis PC Game Pad $19 
Jet Stick $24 

Joystick Exlensn Cable $12 
Joystick Y-Cable $12 
Joyswilch $39 

Labtec CS-1000 SpkersS75 
Labtec CS-1200 Spkers $84 
Labtec CS-1400 Spkers $99 
Labtec CS-150 Spkers $14 
Labtec CS-550 Spkers $24 
Labtec CS-700 Spkers S32 
Labtec CS-800 Spkers $30 
Labtec CS-900 Spkers 569 
Mach 3 Joystick S27 

Maxx Cobra Flightstick $59 
Maxx Control Yoke $54 


Media Cnept Sbistr CIn $39 
MS Fit Sim 5 Grvs JystkS49 
MS Fit Sim 5 Grvs Pro $56 
NEC3XEExtCDDrv $549 
NEC 3X1 Int CD Drive $459 
Notebook Gameport $42 
PC Symphny Adlib Cpt $29 
PC Virtual Golf Club $129 
Pro Audio Spet 16 Bsc SI 04 
Pro Audio Sped Plus $89 
Pro Audio Studio 16 $169 

Reel Magic CD Upgrd $599 
Reel Magic Lite $289 
Reel Magic Vid Upgrd $349 
Sony SRS9 Speakers $14 
S8ISlr16ASPSCSI2 $214 
Snd Blaster 16 Basic $119 
Sound Blaster 16 MCD$179 
Snd Blaster 16 Value $109 
Sound Blaster 32 AWES263 
SBIstr Discovry CD 1 6 $299 
SBIslrGmblstrCD 16 $379 
SBIaster Omni CD Drv $209 
Snd Blaster Pro Value $85 
Sound Blaster Value $59 
SSIstr Vid Spigot WIN $199 
SBIaster Voice Assist $42 
SGalaxy BX2 wSpkrs $49 
SGalaxy NX2 wspkers $59 
Snd Galaxy NXPRO $109 
SGIx NXPRO 16 Mmd $299 
SGIx NXPRO 16 SCSI $139 
SGIx NXPRO Mmd Kit $249 
Sound Man Wave $188 
Sd Scape 16 Bit Wvibl $199 
Sound Source $9 

SoundMan16 $99 

Teac Quad Spd CO DrvS595 


Teac Spr Qud CD Drv $459 
Thrustmstr Driving Sys $1 1 1 
Thrustmaster PCS Pro $99 
Thrust FCS Pro UProm $14 
Thrustm FLC Sys F16 $118 
Thruslmstr Flight Sys $59 
Thrustmstr Game Card $25 
Thrustmstr Rudder Sys $99 
Thrustmaster weS 2 $94 

Thrustm WCS2 UProm $14 


Universal Cockpit $219 
Universal Neverlock $39 
VFXIVrt Reality HdgrS949 
Video Blaster $299 

Virtual Pilot $64 

Virtual Pilot Pro $75 

Vivid 3D Plus Sound $89 
Vivid 3D Sound $59 

Voice Blaster $39 


IBM ADVENTURE 


7th Guest CD $48 

7th Guest 2:11th HrCD $51 
Advt Will Beamish VGA $24 
Adv Willie Beamish CD $24 
Alone in the Dark $34 
Alone in the Dark CD $48 
Alone in the Dark 2 $34 

Alone In the Dark 2 CO $41 
Altered Destiny $29 

Amazon $16 

Animation Classics $39 
Beneath a Steel Sky CDS39 
Beverly Hillbillies $19 
Bioforge $48 

Bioforge CD $54 


Blake Stone Episode 1 S9 
Blood Society CD $34 
Bloodnet $39 

Bloodnel CD $41 

Blue Force: Next of Kin $19 
Blue Fore: Next Kin CD $19 
Buccaneers CD $48 

Cadillcs & Dinosrs CD $46 
Castle Wolfsln 3DMD2 $24 
Castle Wolfstn 3D MD3 $24 
Castle Wolfenstein CD $42 


Castle Wolfstn-Spr DestS29 


Chaos Continuum CD $44 
City 2000 CD $29 

Companions of Xanth $32 
Companions Xanth CD $33 
Conan CD $26 

ConqusI Robin Hd VGA $24 
Conquests of Camelot $15 
Conspiracy CD $39 

Corridor 7 $28 

Corridor 7 CD $29 

Cover! Action $6 

Creature Shook CD $48 
Crime Does Not Pay $12 
Critical Path WIN CD $48 
Cruise for a Corpse $14 
Curse ot Enchanlla CD $23 
CyberiaCD $46 

Dark Forces CD $48 

Dark Seed CD $39 

Oarkseed 2 $42 

Day of the Tentacle $35 
Day oMhe Tentacle CD $42 
Death Gale CD $34 

Don't Go Alone $6 

Doom 2: Hell on Earth $45 
Doom 2; Hell Earth CD $45 


Doom Episode 1 $9 

Dracula $32 

Dracula Unleashed CD $47 
Dragon’s Lair2TmWrp$34 
Dragonsphere $25 

Dragonsphere CD $48 
Dreamweb $36 

Dune CD $49 

Earth Invasion WIN $24 
Ell $24 

Epic $32 

Eric The Unready CD $35 
Eric the Unready $24 
Evolution $29 

Evolution CD $29 

Flashback $19 

Fortress of Dr. Radiaki $48 
FourplayWIN $19 

Fred P. Frontier Pharm $24 
Fred P. Frntr Pharm CD $39 
Fred P. Frntr Pharm 2 $44 
Free DC $9 

Freelancer 2120 $42 

Freelancer 2120 CD $42 
Full Throllle CD $42 
G-NomeCD $48 

G-force $19 

Gabriel Knight $39 

Gabriel Knight CD $45 

Gamma Force $6 

Gateway 2 CD $29 

Gateway 2:Homeworld $26 
Gateway Collet 1&2 CD 536 
GobliiinsCD $19 

Gobliiins2CD $19 

Goblins 3 CD $19 

Guy Spy CD $29 

Hand of Fate $25 


Hand of Fate CD $39 
Harvester CD $45 

Heart of China EGA $34 
Heart of China VGA $19 
Heaven and Earth $32 
Heimdall $17 

Hell Cab CO $46 

Hired Guns $36 

Hook $32 

Horde $44 

Horde CD $45 

In Extremes $42 

Inca $19 

Inca CD $19 

Inca 2 $19 

Inca 2 CD $24 

Indy Jones Fate Atintis $36 
Indy Jones FI Atintis CD$42 
Inherit the Earth $32 
Inherit the Earth CD $32 
Innocent Until Caught $34 
Inspoclor Gadget $34 
Iron Holix CD $56 

Isle of the Dead $31 

Jagged Alliance $48 

Jonny Quest $26 

Journeyman Project CD $34 
Journymn Prj Sp Ed CD $47 
Jurassic Park $36 

King's Quest 5 VGA $32 
King’s Quest 5 WIN CD S41 
King’s Quest 6 CD $45 
King’s Oust 6 Upgrd CD $24 
King’s Quest 6 VGA $45 

King’s Quest 7 CD $49 

King's Ransom $33 

King's Ransom CD $33 

Kronolog : Nazi Paradx $36 
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'NOCTROPOLIS’ 
Dark-sheer, the 
greatest superhero 
ofhisday. fights his 
last battle. Now a 
horrifying new evil 
is poised to invade 
the city upon Dark- 
sheer's departure 
for his retirement. 
Offers more than a 
full hour of video, 
an interactive 
movie style, and 
digitized video 
characters.CDS54 



‘HARPOON 
CLASSIC The 
first serious, un- 
classified computer 
simulation of how 
best to conduct a 
major campaign at 
sea Offers the ex- 
citement and ten- 
sion of a simulated 
battle based on 
fact Over200 sce- 
narios and every 
add-on product 
produced for the 
original. CD S28 



‘CONQUER FOR 
WINDOWS’ Afull 
feature Windows 
game taking ad- 
vantage of high 
resolution & speed 
Windows systems. 
Use tanks, planes, 
andothertroopsto 
conquer the world. 
Features a variety 
of resolutions, up 
to4players via net- 
work, and head to 
head combat by 
modem. S19 



‘DREAM MACHINE' 

Featuring seductive female escorts 
who guide you through a fantasy virtual worfd.The Dream 
Machine realistically adapts Itself to fulfill you. CD $59 


1 IBM ADVENTURE I 

1 IBM ADVENTURE I 

1 IBM ADVENTURE I 

Labyrinth of Time CO 

$47 

Nomad 

$35 

Simon the Sorcerer 

$18 

Lands of Lore 2 

$42 

Nomad CD 

$36 

Skull Cracker CD 

$41 

Lands of Lore 2 CD 

$46 

Out ot this World 

$19 

Space Quest 1 VGA 

$16 

Laura Bow 2 

$24 

Out ol this World 2 CD 

$45 

Space Quest 4 VGA 

$28 

Laura Bow 2 CD 

$24 

Peppr’s Adv Time VGA 

$29 

Space Quest 4 CD 

337 

Leather Goddesses 2 

$19 

Phantasmagoria CD 

$49 

Space Quest 5 VGA 

$36 

Legend of Kyrandia 

$32 

Police Quest 1 VGA 

$19 

Space Ship Brainick CD$49 

Legend ol Kyrandia CO 

$32 

Police Quest 3 VGA 

$24 

Spawn 

$42 

Legend Kyrandia 3 CD 

$39 

Police Oust 4 DOSAVIN$39 

Spellcasting 101 

$19 

Leisure St Larry 1 VGA 

$19 

Police Quest 4 CO 

$39 

Star Reach 

$36 

Leisure Suit Larry 5 

$34 

Prince ol Persia 

$25 

Star Trek 25 Annivrsary $26 

Leisure St Larry 5 VGA 

$24 

Prince of Persia 2 

$42 

Star Trek 25 Anniv CD 

$54 

Leisure Suit Larry 6 

$39 

Psychotron CD 

339 

Star Trek: Judgmnt Rts $33 

Leisure Suit Larry 6 CD 

$39 

Quantum Gate WIN CC 

i$4S 

Star Trk Judgmt Rts CD $42 

Leisure St Lrry Anihl CD$54 

Quest for Glory 1 

$18 

StarTrk NG Colit Ed CD$79 

Little Big Adventure 

$47 

Quest lor Glory 3 

$24 

Star Trk: Sir Fit Acd CD $52 

Loadstar CD 

$38 

Quest (or Glory 4 

$38 

Starship 

$23 

Lost Eden 

$42 

Quest for Glory 4 CD 

$44 

Stellar 7 CD 

$24 

Lost Eden CD 

$48 

Red ShiltWIN CD 

$44 

System Shock CD 

$47 

Lost Files Sherlck HIms 

$26 

Return To Zork CD 

$44 

Terminator 2029 

$24 

Lost Treasures Inlocom 

332 

Return of the Phantom 

$34 

Terminator 2029 Op Scr$19 

Lost in Time 

319 

Return of Phantom CD 

338 

Terminator Rampage 

342 

Lost in Time CD 

$19 

Return to Zork 

$44 

Terminator Rampg CD 

$45 

Lunicus CD 

$42 

Riltwar Legacy VGA 

$39 

Terror of the Deep 

$36 

Magic Death CD 

$26 

Ringworld 

319 

Terror ol the Deep CD 

$36 

Man Enough CD 

$34 

Ringworld CD 

319 

The Dig 

$40 

Manhole 

$24 

Robinson's Requiem 

$33 

The Prophecy 

$19 

Mario is Missing CD 

$44 

Robinson’s Requm CO 

$33 

Touche 

$39 

Martian Memorandum 

$24 

Robocop 3 

$32 

Trance Mission CD 

336 

Mission Critical CD 

$34 

Robot City CO 

$48 

Tubular Worlds 

336 

Mixed Up Fry Tale EGA 

314 

S D 1 

S6 

Tuneland CD 

$48 

Mixed Up Fry Tale VGA 

$29 

Sam & Max Hit Road 

$34 

Ultimate Domain 

$39 

Mixed-Up Mothr Goose 

$29 

Sam & Max Hit Rd CD 

342 

Ultimate Domain CD 

$44 

Morph Man CD 

$29 

Screen Antics WIN 

$19 

Under Killing Moon CD 

$55 

Myst CD 

346 

Secret Monkey Island 2 $21 

Voyeur CD 

$46 

No Mth & I Must Screm 

$44 

Secret Mnky Isind VGA S23 

Walker 

$32 

No Mth&l Mst Scrm CDS44 

Shadow Caster 

324 

Warriors ol Legend 

$18 

Noctropolis CD 

$54 

Shadow of Comet CD 

$40 

Where Space Crmn DIx $39 


IBM ADVENTURE 


Where in Time Carmen S29 
Where USA Crmn DIx S45 
Where in USA Carmen S29 
Where in World CarmenS29 
Where WrIdCarmn DIx $44 
Where in World DIx CD $54 
Who Kilid Sam RprtCD $24 
Wing Comm Ullm 6 CD $29 
Wolf; Hnt or Be Hntd CD$39 
Wrath of Gods CD WIN $44 
Yserbius $26 

Zombie Dino CD $41 
Zorro $39 


IBM ARCADE 


500 CC Race Bike $29 

Alien Breed $19 

Aliens Ate My Babysittr $27 
Animation Classics 2 $42 

BreakthruWIN $35 

Capitol Punishment $37 

Capitol Punishment CD $39 
Crazy Cars $25 

Creepers $34 

Dr Doom's Revenge $9 

Dragon’s Lair $34 

Dragon’s Lair CD $34 

Dragons Lair 2 CD $39 

Dragn Lair 2 MPEG CD $42 
Dragon’s Lair 3 $34 

E- Motion $6 

Eight Ball Deluxe $38 

Finale S3 

Fire & Forgot $24 

GobliiinsVGA $16 

Gobliiins3 $19 


‘BATTLECRUISER: 
3000 AD' You 
command a 
mighty Battle- 
cruiser in order to 
thwart the attack 
of the power hun- 
gry Gammulan 
Empire who hover 
on the brink of ga- 
lactic conquest. 
Offers advanced 
3D modeling, 12 
alien species, and 
extra credits earned 
by trading. $44 


*FREE GAME OFFER 

Spend the specified amount on any in stock IBM sofhvare and 
choose a free IBM game from the conesponding list below. Offer 
subject to change or cancellation without notice. Valid from Sep- 
tember 1st through October 31st or while supplies last. 

SPEND $60 GET 

Playmaker Football Combo. Cardinal ol Kremlin 3.5. DaiWialf 3.5. 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 525, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArVturs 
War 5.25, Crime Does Not Pay 5.25, Warlords S.2S. X-Men 5.25 

SPEND $100 GET 

Airborne Ranger 5.25, T^fs Merccnanes 625. Crxnmand HO 
525, FI 5 SE 2 525, M 1 Tank Ratoon 3.5. Megatiaveller Zhodani 
5.25, Red Storm Rising 3.5. Battles of Destiny 3.5 



IBM ARCADE 


Gorg CD $29 

Guy Spy $24 

Incredible Mach 2 WIN $29 
Incredible Toons $29 

Innocent $38 

Ishar 3 $33 

Jump Raven CD $42 

Jurassic Park CO $36 
Loderunner WIN $38 
Mad Dog Mcree CD $35 
Mad Dog Macree 2 CD $35 
Magnaflux Runner $29 
Metal & Lace NR13 $29 
Metis Lace NRieUpgd $5 
Microcosm CD $45 

Microsoft Arcade WIN $29 
Mirage Thunder $39 

Mortal Kombat 336 

Never Mind S9 

Obliterator $6 

Oxyd Magnum $36 

Pick'n Pile S6 

Pinball Dreams DtOisk 318 
Pinball Fantasies $29 
Power Rangers CD $25 
Prehislorik $29 

Haiden $29 

Raiden CD $36 

Rebel Assault CD $44 

Rise ot the Robots CD $48 
Rolox 39 

S.C. Out $12 

Silverbail $29 

Sink or Swim $19 

Sleepwalker $24 

Space Ace $32 

Space Ace CD $39 

Space Ace MPEG CD $42 


IBM ARCADE 


Space Ace 2 

$34 

Street Fighter 2 

$34 

Super Afcd Games CD 

$19 

T2;Arcade Game 

$29 

Take-A-Brk Pinball WIN 

$19 

Taking of Beverly Hills 

S6 

Teenage Mut Ninja TrtI 

312 

Tetris 

315 

Tetris Gold CD 

$32 

The Tinies 

$12 

Titan 

$29 

Tristan Pinball 

$19 

Vaxine 

$12 

Welllris 

$15 

Who Shot John Rck CD $34 

Wild Streets 

$24 

Wrath of the Demon 

$21 

Xiphos 

$9 

1 IBM ROLE PLAYING 

ADD Collectrs Edition 3 $19 

Absolute Zero CD 

$41 

Al-Qadim CD 

$39 

AI-Oadim:Genie Curse 

$42 

Alien Legacy 

$38 

Alien Legacy CD 

$39 

Amberslar 

$19 

Afborea Joumy Inr SnctS34 

Arena: Elder Scrolls 

$39 

Bard's Tale Constructn 

$12 

Blackmoore CD 

546 

Blackthorne 

$37 

Bloodstone 

527 

Captain Blood 

$9 

Challenge ot 5 Realms 

$39 

Champions 

$37 
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CHIPS&BFTS 


Call 800-699-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 1 011 9 

PO Box 234 Dept 10119 Rochester, VT 05767 



'SUPERHERO 
LEAGUE OF 
HOBOKEN' Lead 
a band of mutant 
superheros into 
battle in the post- 
nuclear wasteland 
of Hoboken, NJ. 
Your party includes 
Captain Excite- 
ment and Tropical 
Oil Man, Your arch- 
nemesis is Dr. En- 
tropy, determined 
to thwart the rebirth 
of civilization. S34 



‘VIVID 3D' What does SDsound mean? It means game 
sounds come alive all around you. You can hear enemy 
planes Hying overhead. Provides dynamic 3D sound from 
2 speakem. S59 



•SIMCITY 2000’ 
is the long 
awaited follow up to 
SimCity that takes 
urban planning into 
the next century. 
SimCity 2000 adds 
a new level of real- 
ism &sophisUcated 
gameplay. New 
features include un- 
derground water 
and transportation 
systems, 3D 

views & SVGA 
graphics. $36 




FREE 

COMPUTER GAMES 
STRATEGY PLUS! 

Recieve an issue of Strategy Plus maga- 
zine FREE with every IBM software or- 
der. Offer subject to change or cancella- 
tion without notice. Valid from September 
1 st to October 31 st or while supplies last. 


‘LINKS 386 PRO' 
offemSUPERVGA 
graphics and ad- 
vanced features de- 
signed for your386 
or 486. New fea- 
tures include com- 
puter opponent, 
save game option 
that allows your 
friends to play 
against you in an 
existing game. Play 
at HatbourTown or 
use the course 
disks. $32 


'AIR COMBAT PACIFIC 1942' Dodge relentless gun- 
fire of Japanese Zeros. Defy gravity, execute attacks 
on enemy bombers in a desperate fight. Virtual Cock- 
pit allows viewing in all directions. $48 


IBM HOLE PLAYING ■ IBM ROLE PLAYING ■ IBM ROLE PLAYING ■ IBM ROLE PLAYING ■ IBM EDUCATIONAL ■ IBM SIMULATIONS 


Champions of Krynn 

312 

Hunters of Ralk CD 

$54 

Return to Ringworld CD $44 

Ultima Uwrld 2 Labyrnth$48 

Print Shop Deluxe 

$49 

Air Combat Pacic 1942 $45 

Character Editors 


Intrptay's lOYr Anth CD $48 

Riftwar Legacy CD 

323 

Ultima Uwrld Slygn Abs $21 

Print Shp DIx Bus Grph 

$26 

AirCmbl Pact 1942 CD $48 

(Specify Game) Each 

$16 

Ishar 3 CD 

$33 

Home: Pathway Power 

$29 

Unlimited Adventures 

$19 

Putt Putt Goes to Moon 

342 

Air Combat :Mig Kli CD $47 

Cobra Mission 

$33 

Kingdm Far Reachs CD $44 

Secret Silver Blades 

315 

War of the Lance 

$9 

Putt Pit Goes Moon CD 

$44 

Air Duel 

$33 

Curse of Azure Bonds 

$15 

Knights Xentar PG 13 

$44 

Sentinel Worlds 1 

$9 

Waxworks 

$14 

Putt Putt Joins Parade 

332 

Air Warrior SVGA 

$34 

CyberJudas CD 

$48 

Knights of Xentar CD 

$48 

Shadow Caster CD 

$45 

Wilch World 

$42 

Putt Pit Joins Parde CD 

I $48 

Air Warrior SVGA CD 

$35 

Cyclones 

$44 

Knight Xentar NR 18 Up $5 

Shadow Sorcerer 

$9 

Wizardry 4 

$19 

Putt Putt’s Funpack CD 

$34 

Air Warrior 2 

$34 

Cyclones CD 

$44 

Lands of Lore 

$34 

Sherlock Holmes 1 CO 

$36 

Wizardry 6 Csmc Forge $22 

Putt Putts Fun Pak 

$19 

Air Warrior 2 CD 

$34 

Daemonsgate 

$27 

Lands of Lore CD 

$41 

Sherlock Holmes 2 CD 

$36 

Wizardry 7 Crusaders 

$29 

Quarky Quys Trb Sci 

$29 

Armored Fist 

$44 

Daemonsgale CD 

$19 

Legacy: Realm Terror 

$39 

Sherlock Holmes 3 CD 

$51 

World ol Xeen CD 

$40 

Reader Rabbit 2 WIN 

$29 

Armored FisI CD 

$47 

Dark Sun 

$47 

Lord of the Rings VI 

$15 

Skyrealms Jorune CD 

$50 



Scooter’s Magic Castle 

$32 

Armour Geddon 

$32 

Darksun CD 

$49 

Lord of the Rings CD 

$39 

Skyrim Jrn: Alien Logic 

$48 

■ 


Secret Isle Dr. Quandry 

$29 

Army Air Corps: 1942 

$48 

Dark Sun 2: Wake Rvg 

S4B 

Lord of Ihe Rings V2 

$15 

Sleeping Gods Lie 

$6 

■ IHM CUUUAnunAL ■ 

Slater & Charlie CO 

$42 

Artot Ihe Kill 

$24 

Dark Sun 2: Wk Rvg CD$49 

Lord of the Rings 2 CD 

$38 

SpellJamr:PiraIes Rim 

316 



Sltr & Charlie Go Camp 

$29 

Assignment Miami 

$19 

Oarklands 

$39 

Lord of Rings Vol 1 & 2 

$19 

Spellcralt:Aspect Valor 

$19 

Alge Blaster Plus 

$32 

Software Tlwrk Ref CD 

$79 

B17 Flying Fort Classic 

319 

Daughter of Serpents 

$19 

Lords of Midnight 

$44 

Star Trail 

$41 

Annbl's Ancnt EgyptCD 

$52 

Stickybear Reading 

$24 

B17Ry For1wSS2 CD 

$37 

Demon Hunter 

$42 

Lords o( Midnight CD 

$48 

Star Trail CD 

$46 

Auto Insight 

$29 

SS: Gizmos & Gadgets 

$26 

Backroad Racers CD 

$29 

Disciples ot Steel 

$34 

Loremasler 

$19 

StarTrk Op Space 9 CDS41 

Body Insight 

$29 

Wacky Funster 

S9 

Bailie Command 

$6 

Dragon Strike 

$12 

Magic Candle 2 

$9 

Startrek Next Gen CD 

$56 

Boom Box 

$12 



Battle of Britain 

$34 

Dragon Tales CO 

$3B 

Magic Candle 3 

S9 

Stonekeep CD 

$46 

Castle of Or Brain VGA 

$19 

■ 

.. ■ 

Balllecruisor 3000 

$44 

Dragons o( Flame 

$9 

Masters of Magic 

$41 

Stronghold 

$36 

Chlldrn’s Write /Publish 

$42 

■ IbMbIMULAMUNS ■ 

Big One 

$29 

Dungeon Hack 

$38 

Masters of Magic CD 

$48 

Summoning 

$16 

Clock Works 

$19 



Blue Max Aces Grt War 

$9 

Dungeon Hack CD 

$39 

Matrix Cubed 

39 

Suprhero Lg. Hoboken 

$34 

Don Quixote CD 

$24 

ATP 2.0 

$29 

Chopper Pack CD 

$38 

Dungeon Master 

$29 

MegaTraveller;2hodani 

$6 

Suprhro Lg, Hobokn CD$34 

Oyno-Quost 

$19 

ATP Flight Simutir 1.0 

$12 

Chopper Strike 

$48 

Dungeon Master 2 

$37 

MegaTraveller 2 

S12 

Sword of China 

$42 

EcoQusI Srch Cetus CD$29 

A320 Airbus 

$29 

Combat Classics 2 

$19 

Dungeon Master 2 CD 

$48 

Menzoberranzan 

339 

Syndicate 

$39 

EcoQuest VGA 

$32 

AH-64 B Longbow 

$54 

Conqueror Multi Tank 

$6 

Elvira 2 Jaws Cerberus 

$16 

Menzoberranzan CD 

$39 

Syndicate Plus CD 

$41 

Fatty Bear’s Bday Surp $32 

Aces Europe MDisk 1 

$27 

Cyber Race 

$19 

Eye of the Beholder 1 

$14 

Might & Magic 3 

$19 

Tales Magic:Prphc Shd $16 

Fatly Bear’s Fnpck CO 

$34 

Aces Europe MDisk 2 

$27 

Cyber Race CD 

$39 

Eye of the Beholder 2 

$19 

Might & Magic 4 

$37 

Terran Envoy 

$9 

Island 01 Dr. Brain VGA $29 

Aces Over Europe 

$38 

Cyclemania CD 

$34 

Eye of the Beholder 3 

$19 

Might & Magic 5 

$36 

Treasures Svge Frontier $9 

Island of Or Quandry 

$26 

Aces of the Deep 

$44 

Delta V 

$40 

Eye of Beholder 3 CD 

$42 

Pirates Gold 

$39 

Ultima 6 False Prophet 

$19 

Last Chnc See WIN CD $38 

Aces of the Deep CD 

$47 

Elite Plus 

$19 

Fire King 

$24 

Pool of Radiance 

$15 

Ultima 7 Forge of Virtue SI 6 

Mario Teaches Typing 

$24 

Aces ot the Pacific 

$44 

European Racers CD 

$29 

Flames Freedom MWII 

$24 

Pools of Darkness 

$38 

Ultima 7 Series CD 

$42 

Mario Tchs Typing CD 

$48 

Aces of the Pacilic CD 

$39 

Evasive Action 

$34 

Four Cryslals of TrazereSIB 

Protostar 

$19 

UUima 8 CD w/spch pk 

$47 

Mavis B. Tchs Typing 35$29 

Aces over Europe CD 

$39 

Evolver 

$38 

Gateway Svge Frontier $32 

Ravenloft CD 

$51 

Ultima 8: Lost Vale 

$19 

Multimedia: Vivaldi CD 

$24 

Across the Rhine 

$48 

FI 17A Sllh Fighter VGA$29 

Hero’s Mt & Magic CD 

$45 

Ravenloft:Strahd's PssnS48 

Ultima 8: Pagan 

$46 

Orbils: Voyage Sir Sys 

$24 

Across Rhine Ex Set 1 

$32 

’F15 Strike Eagle 2 

$15 

Hero's Might & Magic 

$45 

Realms of Arkania 

$25 

Ultima 8; Speech Pack 

$17 

Oregon Trail WIN 

$34 

Across Rhine Ex Set 2 

$32 

F15 Strike Eagle 3 CD 

$48 

Hexx: Heresy of Wizard $32 

Red Crystal 

$21 

Uilima Undrwrid 1&2 CO$29 

Oregon Trail WIND CD 

$39 

Air CmbI Pac 1942 Sc 1 

$32 

F15Slrlke Eagle III 

$34 
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■QUEST FOR GLORY 4’ Your challenge is lo rid the 
land of evil by destroying {he Dark One himself. Explore 
the realm of the undead lo find him. Wraiths and vam- 
pires will be waiting for your next mistake. CD S44 



‘V FOR VICTORY 
VELIKIYE LUKf 
takes you to the 
Russian Front dur- 
ing WW 2. As the 
German com- 
mander, you must 
rescue your en- 
circled forces that 
are hold up In 
VelikiyeLuki. Offers 
9 types of combat, 
choice of German 
or Russian com- 
mand, and 7 sce- 
narios. $19 



•WARLORDS 2’ 
The excitement of 
the first Warlords 
with better graph- 
ics, a map option, 
and new Al sys- 
tem. Features ran- 
dom mapping for 
infinite replayabili- 
ty, troop transports 
for amphibious 
warfare, & a diplo- 
macy option that 
provides the 
framework for 
backstabbing.S29 



'WARLORDS 2 
SCENARIO EDI- 
TOR' Contains 
routines which 
smooth the transi- 
tions between ter- 
rain types. Offers 
complete control of 
scenario creation 
and 24 new sce- 
narios. Create new 
maps, edit existing 
maps, set city rev- 
enues, build roads, 
and place ruins 
and temples. $29 



‘DEATH GATE' Locate the pieces of the World Seall 
Travel to magical realms in this epic fantasy adventure! 
Offers 3D-modeled animations and digitized audio. Based 
on the Death Gate novels. $34 


*FREE GAME OFFER 

Spend the specified amount on any in stock IBM software ar>d 
choose a free IBM game from the corresponding list below. Offer 
subject to change or cancellation without notice. Valid from Sep- 
tember 1 St through October 31 si or while supplies last 

SPEND $60 GET 

Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Tnjmp Castle 2 Data Di^ 1 or 2 3.5 or 5.25, Gunship 5,25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArihurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 

SPEND $100 GET 

Airborne Ranger S.2S, Tegel's Mercar^ahes 5.25, Command HO 
5.25, F15SE25.25, Ml Tank Platoon 3.5, MegatravelierZhodani 
5.25, Red Storm Rising 3.5, Battles ol Destiny 3,5 


IBM SIMULATIONS 


IBM SIMULATIONS 


IBM SIMULATIONS 


IBM SIMULATIONS 


FA 18 Hornet 

$54 

Harrier AssU SVGA CD 

$44 

Mechwarrior 2 CD 

$46 

Renegade 

$44 

Test Drive 3; Passion 

$19 

X-Wing Mission Disk 1 $19 

FA 18 Hornet CD 

$54 

Heatwave 

S6 

MegaFortress 

$12 

Renegade CD 

$44 

Test Drive 3;Road & Car $9 

X-Wing Mission Disk 2 $19 

Falcon 3.0 

$34 

Hell CD 

$46 

Megarace CD 

$39 

Road & Track Grnd PrixS19 

Test Pilot CD 

$44 

Zephyr $45 

Falcon 3 SI Fight Tiger 

$24 

Heroes of the 357ih 

$12 

Metal Tech: Baltledrme 

$36 

Sailing Simulators 

$42 

The Big One CD 

$26 

Zephyr CD $45 

Falcon 3 S2 MiG 29 

$32 

Hyperspeed 

$16 

Metllch 2: Earthsieg CO $47 

Sailg Sim 3 East Coast 

$32 

Theme Park 

$40 


Falcon 3 S3 FA 18 Hrni 

$32 

Indy Car Racing 

$31 

Metaltech: Earth Siege 

$45 

Sallg Sim 3 West Coast $32 

Theme Park CD 

$40 

1 IBM SPORTS 1 

Falcon 4.0 

$59 

Indy Cr Race Add On 1 

$22 

MiG 29 (Stand Alone) 

$44 

Scenery Collin California $9 

Thunderhawk 

$6 

Falcon AT 

$16 

Indy Cr Race Add On 2 

$22 

Microsoft Flight Sim 5.0 $44 

Scenery Collt Grt Britain $9 

Tie Fighler 

$45 


Falcon Gold CD 

$52 

Inferno 

339 

MS Fit Sim 5 Las Vegas$29 

Sea Wolf 

$42 

Tie Fighter Msn Disk #1 $24 

APBA Baseball $24 

Fast Attack CD 

$48 

Inferno CD 

$39 

MS Fit Sim 5 New York 

$29 

Sea Wolf CD 

$44 

Tie Fighter Msn Disk #2 $24 

APBA Bsball Innovator $34 

Fighter Duel Pro 2 

$33 

Iron Angel 

$39 

MS Fit Sim 5 Paris 

$29 

Seal Team 

326 

Tornado 

$48 

AIIAmerCollFball'94 $42 

Fighter Wing CD 

$39 

Iron Angel CD 

$39 

MS Fit Sim 5 Sn Fran 

$29 

Seaworthy CO 

$18 

Train Engineer 

$29 

All Star Sprts Collet CD $23 

Fleet Defender CD 

$48 

Jet Pack CD 

$44 

MS Fit Sim 5 Portland 

$32 

Secret Weap Ex He162 

$18 

U-Boat 2 

$36 

Berkley: Shut Up & Jam $42 

Fleet Dfndr F14 Tomcat 

$45 

JetfighlerS 

344 

MS Fit Sim 5 DC 

$29 

Semper R 

$44 

Ultrabots Sanction Ear1hS26 

Baseball for Windows $46 

Fleet Defender SOisk 1 

$32 

Jump Jet 

$39 

MS Fit Sim Flight Shop 

$32 

Shuttle 

$26 

Voice Commder Bundle 

$18 

BballChall 1987 Teams $9 

Flight 

$52 

Jump Jet Aces Pack 

$46 

MS Space Simulatr 1,0 

$44 

Shuttle CO 

$24 

W C 2 Operation 2 

$22 

Bball Chall 1988 Teams $9 

Flight Light 

$19 

Jutland CD 

$44 

Mig 29 Fulcrum 

$29 

Silent Service 2 

$21 

W C 2 Speech Mod 

$13 

Bball Chall 1989 Teams S9 

Flight Light CD 

$19 

Kawasaki Super Bikes 

$24 

Mig 29 Gold CD 

$49 

Sim City CIS Graph 1&2 

$14 

W C Secret Mission 

$20 

Blood Bowl $39 

Flight Sim Toolkit 

$58 

Killing Cloud 

$6 

Nascar Racing 

$39 

Space Clipper 

$42 

WCScrl Msn1&2 Bndl 

$20 

Bret Hull Hockey '95 $34 

Flight Sim Toolkit CD 

$54 

Lawn Mower Man CD 

$39 

Nascar Racing CD 

$39 

Spectre Virtual Reality 

$35 

W C Secret Mssn 2 HD 

$20 

Brett Hull Hockey $42 

Flight Sim Toolkit Sen 2 

$19 

Life and Death 

$19 

New Facilities Locator 

$9 

Spectre VR CD 

$45 

Wing Commander 

$19 

Empire Soccer '94 $29 

Flight SimTkit WW2 

$19 

Life and Death 2 

$24 

PT Boat Simulator 

$16 

Speed Racer 

$19 

Wing Commdr2 Bndl 

$29 

FIFA Internatnal Soccer $39 

Flight Sim Tkit WW2 COS1 9 

Lighlspeed 

$9 

Pacific Strike 

$39 

Star Crusader 

$38 

Wing Commd 2 Olx CD 

$29 

Front Page Football Pro $29 

Flight Unlimited CD 

$48 

Loderunner 

$37 

Pacific Strike Speh Pak 

$17 

Star Crusader CD 

$41 

Wing Comm 2 wSp Pk 

$26 

Front Page FB Pro ’95 $44 

Fly the Grand Canyon 

$32 

Loderunner CD 

$39 

Pacific Strike wSpeh CD$46 

Starlord 

$39 

Wing Commanders 

$48 

Front Pg FB Pro '95 CD $47 

Flying Circus 

$39 

Lunar Command 

$24 

Pheonix Fighter CD 

$48 

Strike Commander 

$26 

Wing Commander 3 COS4e 

Front Pg Sports Bsball $44 

Formula 1 

324 

Ml Tank Platoon 2 

$44 

Power Politics WIN 

$12 

Strike Commander CD 

$55 

Wing Commder Acadm $24 

Front Pg Sports BB CD $47 

Frontier Elite 2 

$36 

•Ml Tnk Platoon ClasscS19 

Privateer 

$48 

Strike Comm Spe Op 1 

$22 

Wing Commder Armada$48 

Frnt Pg Sprl FB Pro Up $29 

Grand Canyon Scenery 

$16 

M4: Sherman Tank Sim $34 

Privateer CD 

$48 

Strike Comm Speh Pak 

$19 

Wing Comm Armda CD 

$48 

Greens $34 

Grand Prix 500 2 

$14 

Magic Carpet 

$54 

Privateer Special Ops 

$19 

Sub Battle Simulator 

$19 

Wings of Glory 

$47 

Hardball 3 $19 

Great Nav Bat Ships All 

$19 

Mantis Exp Speech Pk 

$19 

Privateer Special Op 2 

$22 

Sub Battle Simulator 2 

$39 

Wings Glory Enhnd CD 

$48 

Hardball 3 Collection $39 

Great Naval Battles CD 

$52 

Mantis Experm Ftr VGA $28 

Privateer Speech Pack 

$17 

Sub Balt Sim 2 Win CD 

$39 

Wolf Pack CD 

$33 

Hardball 3 Players Disk $16 

Great Naval Battles 2 

$44 

Maxim Ovrkiil Bndl CO 

$56 

Rally 

$32 

Sub War 2050 

333 

Wolfpack 

$26 

Hardball 3 Stadium DiskSIS 

Great Naval Ball 2 CD 

$39 

Maximum Overkill MD 2332 

Reach for the Skies 

$19 

Syndicle Sc1 Amer Rvll 

322 

World Circuit 

$29 

Hardball 4 $34 

Gunship 2000 VGA 

$34 

Mech Commander 

$38 

Real Weather Pilot 

$24 

TFX CD 

$39 

World Circuit CD 

$34 

Hole In One Mini Goll S6 

H.A.W.C. 

$32 

Mech Commander CD 

$38 

Red Brn AlOTnkKII CDS39 

TFX: Tactical Fighter Ex 

$35 

World Circuit 2 

$42 

Hole In 1 Mini Gif Crs Dk S3 

Harrier Assault 

$19 

Mechwarrior 2 

$46 

Red Baron VGA 

$29 

Task Force Admirals Pk 

$45 

World Circuit 2 CD 

$44 

Inlemational Sports Chall $6 
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‘AWARD 
WINNING 
WARGAMES’ 
Here's an impres- 
sive boxed set! In- 
cludes Carrier 
Strike, Clash of 
Steel, GaryGrisby’s 
War in Russia • 
when in 1941 Hitler 
turns east, and 
Gaiy Grisb/s Pa- 
cific War - wtien in 
1941 the Japanese 
Navy launched a 
massive strike. 339 



THRUSTMASTER 
F-16FLCS’Astick 
with almost unlim- 
ited programmabil- 
ity. Itlooks and feels 
like it was ripped 
outofthejet.The ul- 
timate edge for a 
(light sim. A grip 
modeled after the 
F-16 Rghting Fal- 
con, four 8-way hat 
switches, a dual 
stage trigger and 3 
strategically placed 
buttons. $119 



‘SOUND GALAXY BX2' Bringing high quality sound 
to your PC has never been easier. Simply plug the Sound 
Galaxy BX2 into your PC. Offers supports for Sound 
Blaster and Adlib standards. Includes speakers. $49 



INTERACTIVE 

ENTERTAINMENT! 


Receive an episode of Interactive Entertainment, 
the world's first CD MAG devoted to entertain- 
mentsoftware, FREEwitheveryCDROMsoft- 
ware order. Offer subject to change or cancella- 
tion without notice. Valid from September 1 st to 
October 31 si or white supplies last. 


IBM SPORTS ■ IBM SPORTS 


‘INTERACTIVE 
ENTERTAIN- 
MENT' the world's 
first CD MAG, is an 
episode of interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-motion 
reviews, multime- 
dia hints, and inter- 
active video inter- 
views with key fig- 
ures in the gaming 
industry. CD S9 


IBM SPORTS ■ IBM BUNDLES 



'WINGS OF GLORY 1917-18’ Learn to fly different 
planes & discover the strengths and weaknesses of each. 
Features 5 different planes. 4 channel digital sound and 
instant mission generator. $49 


IBM BUNDLES ■ IBM BUNDLES 



Jack Nicklaus Clip Art S3 
Jack Nicklaus Crs Disk 3 $6 
Jack Nicklaus Crs Disk 5 $4 
Jack Nicklaus Golf CD $39 
Jack Nicklaus SE Crs 1 $4 
Jack Nicklaus Signtr Ed $27 
Jack Nicklaus SE Crs 2 $16 
Joe Montana Football $46 
Joe Montana Fball CD $54 
Joe Montana Fball 2 $46 

Links Crs 2 Firestone $17 
Links Pro 386 Golt $32 
Links Pro 486 CD S49 
Links Pro Cl Mana Kea SI 9 
Links Pro C2 Pinehurst $16 
Links Pro C3 Banff Spr $19 
Links Pro C4 Belfry $19 
Links Pro C5 Innisbrook$l9 
Links Pro C6 Firestone $20 
Links Pro C7 PebbI Bch $24 
Links Pro C8 Cast Pns $19 
Links Pro C9 Big Horn $19 
ML 1950s World Series $17 
ML 1960s World Series $17 
ML 1970s World Series $17 
ML 1980s World Series $17 
ML BB 4 USAT Fan Mn $25 
ML BB 4 USAT Gen MnS19 
ML Baseball Alt Stars 512 
ML Baseball Pro Tm ea $20 
ML Bsball Managr's Ch $12 
ML Personal Pro Golf $28 
Madden Plyr Stats 1989 $8 
Micro League Fball 2 $12 

MIcroL BB Seattle 13 $1 2 

MIcroL 82-88 BB Ssn ea$17 
MicroL 89 FB Season $17 
MicroL BB 4 USA TodayS28 


Microsoft Golf CD $46 

Microsoft Golf WIN $48 
NFLChall Col AlmnTms $9 
NFLChallPfeSsn90 $9 
NFLChallPreSsngi $9 
NFLChall All StarTeam $9 
NFL Chall Dream Teams $9 
NFLChall Premium Ed $59 


NFL Coaches Club $34 
NFL Coaches CIb Ex DkS19 
NFL Coaches CIbFB 2 $44 
NFL Proleague Fball $12 
NFL Video Football $12 
NHL Hockey $43 


NHL Hcky '93 Stats Bk $39 
NHL Hockey ’95 CD $47 
PGATourGol(486CD $47 
PGA Tour Golf Crs 1 $17 

PGA Tour Golf Ltd Ed $32 


PGA Tour Golf WIN $26 
Picture Perfect Golf CD $42 
Planet Soccer $29 

Pro Tennis Cup $38 

ProFball Analyst 92 Edl S9 
Proleague Baseball '94 $35 
Proleague Football '94 $29 
QuarlerPoIe $26 

Hoad to Final Four 2 $41 

Serious Soccer $16 

Sporting Triangle S3 
Tie Break Tennis S9 


Time Out Sports Bsball $22 
Time Out Sports Bball $39 
Tom Landry Football $29 
Tom Landry Fball DIx $29 
Tony LRussa CISC Stad $12 
Tony LaRussa BB2 CD $46 
Tony LaRussa BB2 92 $14 


Tony LRs BB2 Fan Man $14 
Tony LaRussa Bsball 2 $35 
Tony LRssa BB2 Stad $18 
Tony LaRussa BB 1990 $12 
Tony LaRussa BB 1991 $12 
Tony LaRussa Baseball $9 
Tony LaRussa BB 2 94 $39 
TonyLRssBB2 94CD $47 
Tony LRssa NL Stadms $15 
Tony LRs BB2 Tm '93 $16 
Troy Aikman Fball CD $49 
Ultimate Football $48 
Ultimate Football CD $48 
Unnecssary Roughnss $33 
Unnecsry Roughnss '95334 
Wayne Gretzky Hcky 3 $35 
Weaver TnVPIyr Slats 89 $3 


IBM BUNDLES 


7th Gust Dune Bndl CD $39 
Access Super Bundle $34 
Amazon and Martian 
Memorandom 

Air Combat Classics $22 
Their Finest Hour 
Battle Hawks 
Secret Weap of Lullwafi 
Allied Forces $9 

Ml Tank Platoon, Gunship 
Award Bundle $44 

Kings Quest 5, Rod Brn, 
Rise of the Dragon 
Award Bundle CD $44 
Award Win Wargames $39 
Award Win Wargms CD $39 
Dynamix Bundle 1 $24 


A-IOTank Killerl.S 
Heart of China 
Stellar 7 

Eye of Beholder Collet $49 
Eye of Beholder Tril CO $51 
Falcon 3.0 wThrust FCS$99 
Five Foot Ten Pack CD $29 
Gateway Collecln 1 & 2 $36 
King's Quest Anlhol CD 354 
LandSeaAir2 $19 

Command HO 
Red Slorm Rising 
F15 Strike Eagle 
Lemming's 1 & 2 CD $26 
Lost Treasrs infem CD 339 
Inlidel, Lurking Horror, 
Deadline, Witness, 
Suspect, Ballyhoo, 
HitchHiker’s Gde/Galaxy, 
Suspended, SlarCross, 
MoorMist, PlanelFall, 
StationFall, Enchanter, 
Sorcerer, SpellBreaker, 
Zork 1-3, Beyond Zork, 
Zotk Zero 

Lost Treasrs Infocom 2 $29 
Border Zone, Plundered 
Hearts, Bureaucracy, 
Cutthroats, A Mind For 
Voyaging, Hollywood Hi 
Jinx, Seastalker, Sherlock 
Holmes: Riddle of Crown 
Jewels, Wishbringer, Nord 
and Bert , Trinity 
Lost Treasrs Infem 2 CD$29 
Lucas Classic Adventrs $36 
Indiana Jones, Secret 
Monkey Island 1, Maniac 


Mansion 

Magnetic Scrolls BundleS16 
Fish, Corruption, Guild of 
Thieves 

Maximum Overkill wDk $44 
Megatortress Mega-Pk $38 
Megafortress 
Megafortress Mis Disk 1 
Megalorlress 3-D Editor 
Perfect General Trilogy $34 
Perfect General 
Greatest Battles ot 20th C 
WW2 Battles 

Power Hits: Battletech $29 
Gattletech 1, Battletech 2, 
Mech Warrior 

SSI's Fantasy Fest CD $47 
Sierra Value Pak CD $39 
Space Quest Anthol CD $48 
Space Quest Bndl 1-4 $42 
Spellcasllng Bundle $29 

Spellcasllng 101,201,301 
Spellcasllng Bundle CD $29 
Strike Comm Privtr CD $44 
Tsk Frc 1942wRSRCD $35 
The Victory Pack $39 

V for Victory: Utah Beach, 
Vellkiye Luki, Mrkt Garden 
Top 50 Games DOS CDS26 
Top 50 Games WIN CD 326 
Turning Point $29 

Gettysburg, Spanish 
Armada, Waterloo 
Ulllma Bundle 1-6 CD $32 
Ultima Trilogy $39 

Ultima 1-3 

Ultima Trilogy 2 $48 

Ulrima 4-6 


Wng Comm 1&2 DIx CD$29 
Wing Commndar 1 DIx $48 
Wing Commander, Sort 
Missions 1 8 2 
Wing Commd 1 DIx CD $29 
Wizardry Trilogy $32 

Wizardry 1-3 

Wizardry Trilogy 2 $33 

Wizardry 4-6 


IBM STRATEGY 


18lh Air Squadron $36 

A Train $34 

A Train Construction Set $9 
A Train wConslrucl Set $36 


Advanced Civilization $35 
Air Force Commander $9 
Airbucks1.2 $26 

Ancient Art of War Sky $26 
Archon Ultra $34 

Arctic Baron $29 

Arctic Baron CD $29 
Armada $22 

Battle Isle $32 

Bailie Isle 2 CD $45 

Battle Isle 2200 $34 

Battle Isle 2200 CD $34 
Battle ot Chickamagua $38 


Battle Chickamagua CDS42 
Battlecruiser 3000 CD $48 


Battles In Time $36 

‘Battles of Destiny $19 

Black Beard $35 

Breach 3 S34 


Buzz A. Race Space CDS39 
Buzz Race Into Space $26 


CGW OCT 5 











FREEGAMEOFFER* 



■LINKS PRO CASTLE PINES’ Golf Club designed 
by Jack Nicklaus is set in beautiful Colorado, Offers 
7,495 yards of golfing challenge, the longest PGA 
Tour course, and realistic graphics. S19 



‘MAN ENOUGH’ 
Five women and 
you. They want it 
all. But its not going 
to be easy. An in- 
teractive social 
adventure, Man 
Enough features al- 
iTostanhouroflive- 
action video, stimu- 
lating dialogue, 
which comes to life 
through digitized 
speech and 320 x 
400 enhanced VGA 
graphics. CD $35 



'A320 AIRBUS’ is 
a true pilot’s flight 
simulator. Start out 
as a trainee and go 
through an Inten- 
sive program de- 
signed to help you 
understand the 
laws of flight phys- 
ics and use them in 
flight. Features au- 
thentic navigation- 
al system and 
simulation of ac- 
tual A320 Instru- 
mentation. $29 



'CONQUERED 
KINGDOMS’ 
Plunge into a me- 
dieval world to con- 
quer Cascatia. In- 
vade castles, fly 
over mountains, 
and use the for- 
ests to your ad- 
vantage. Features 
human and fantasy 
combat troops, 21 
levels of difficulty, 
modem play, and 
complete game 
scoring history. $12 


‘VIRTUAL VIX- 
ENS’ BY PIXIS 

Save your friend 
from Crystal, who 
Imprisoned him in a 
VR Pleasure World, 
for failing to please 
her. You must sat- 
isfy 3 women be- 
fore you reaoh 
Crystal and solve 
the mystery of her 
erotic existence. A 
VR science fiction 
adventure with 3D 
animation. CD $59 


*FREE GAME OFFER 

Spend the specHlad amount on any In slock IBM software and 
choose a free IBM game from the corresponding list below. Otier 
subject to change or carrcellalion without notice. \^id from Sep- 
tember 1st through October 31 si or white su^es last 

SPEND $60 GET 

Playmaker Football Combo. Catdinal of Kremlin 3.5, Darkhatf 3.5. 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 525, Star Legions 525, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Man 525 

SPEND $100 GET 

Airborne Ranger 5.25, Tegefs Mercenaries 5.25, Command HQ 
5.25, F15 SE 25.25, Ml Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 



1 IBM STRATEGY 1 

■ - IBM STRATEGY 1 

■ IBM STRATEGY I 

■ IBM STRATEGY I 

■ IBM STRATEGY ■ 

IBM STRATEGY 

Caesar 

S24 

Empire Builder 

$36 

Kingdoms of France 

$34 

Perfect GnrI Sen 2 20Ih 

$24 

Sim City 2000; Grt Disl 

$14 War in the Gulf 

$12 

Campaign 2 

$36 

Empire Deluxe 

$19 

Kingdoms of Germany 

$34 

Pirates Gold WIN 

$48 

Sim City 2000 Windows $42 Warlords 2 

$29 

Cannon Fodder 

$22 

Empire Deluxe 2 

$38 

Kingdm; Far Rchs CD 

$41 

Populous 2 

$26 

Sim Earth CD 

$40 Warlords 2 Seen Editor 

$29 

Cannon Fodder CD 

$22 

Empire Dlx2WINCD 

$39 

Kingmaker 

$34 

Populous 2 Challenge 

$19 

Sim Earth WIN 

$29 Warlords 

$12 

Capitalist Pig WIN 

$19 

Empire DIx Msir Ed CD 

$23 

Koshan Conspiracy 

$36 

Power House 

$39 

Sim Farm 

$29 When Two Worlds War 

$24 

Carriers at War Cnst Kit S34 

Empire DIx Scenario 1 

$21 

Koshan Conspiracy CD $19 

Power House CD 

$39 

Sim Health 

$25 Worlds at War 

$19 

Castles 

$19 

Empire Deluxe WIN 

$35 

L’Empereur 

$37 

Powermonger 

$19 

Sim Life 

$29 X-Com; UFO Defense 

$39 

Castles 2 

$19 

Even More inerdb MachS28 

Lemmings Daladisk 

$19 

Project USA 

$29 

Sim Life WIN 

$29 X-Com: UFO Defns CD 

$41 

Castles 2 CD 

$48 

Fantasy Empires 

$39 

Lemmings 2: Tribes 

$29 

Project USA CD 

$29 

SimTown 

$42 



Castles Northern Cpgn 

$12 

Fantasy Empires CD 

$42 

Lemmings 3 

$39 

Protostar CD 

$19 

SimTown CD 

342 I 

IBM uiMT Qrtrtize 

Celtic Tales; Balor Evil 

$39 

Fantasy Fleldom CD 

$48 

Liberty or Death 

$37 

Rags to Riches 

336 

Smokin’ Gun WIN 

$28 I 

idivi run i duuilb 

Chssmst 4000 Trb WIN 

$36 

Fighting lor Rome 

$12 

Lords of the Realm 

$39 

Railroad Tycoon 2 

$39 

Space Hulk 

$19 



Civilization 

$44 

Fort Apache 

$19 

Lords of the Realm CO 

$39 

Railroad Tycoon CIsc 

$19 

Space Hulk CD 

$39 7thGust2:11thHrGd 

$16 

Civilization WIN 

$48 

Front Lines 

$39 

Lost Admiral 

319 

Reach for the Stars 

$24 

Space Miner 

$36 A-Train 

$16 

Clash of Steel 

$39 

Genghis Khan 2 

S34 

Lost Admiral 2 

$39 

Realms 

$16 

Space Raiders CO 

$42 Ace Maker Instr. Video 

$19 

Cohort 2 

$18 

Gettysburg 

$29 

Lost Vikings 

$12 

Red Zone 

$32 

Spaceward Ho! 

$36 Aces Ovr Eurp Guide 

$16 

Colonization 

$48 

Gettysburg; Turning Pt 

S18 

Maelstrom 

$32 

Robo Sport WIN 

$34 

Spaceward Ho! WIN 

$36 Across the Rhine Gde 

$16 

Colonization CD 

$48 

Global Domination 

$34 

Master of Orion 

$39 

Romance 3 Kingdms 2 

339 

Spaceword Ho 3 WIN 

$29 Advent Willie Beamish 

$10 

’Command HQ Classic 

$18 

Gobliiins 2 Princes Blln 

$16 

Mega Lo Mania 

$19 

Romance 3 Kingdms 3 

$39 

Star Control 2 

$39 Aegis; Gurdn Fleet Sirt 

$16 

Command and ConquerS38 

Gold of the Americas 

$24 

Merchant Prince 

$39 

Rules of Engagement 

$9 

Slar Legions 

$12 Aircombat Pacific Strat 

$16 

Conquer for Windows 

$19 

Grandest Fleet 

$35 

Millenium 

$6 

Rules of Engagement 2 

$29 

Slarlord CD 

$39 Al Oadim 

$12 

Conquered Kingdoms 

$19 

Grandest Fleet CD 

$35 

Millenium Auction CD 

$48 

Rules of Engag 2 Cpgn $19 

Starship: Rgrn Agnd CDS39 Alone in the Dark2 

$10 

Conquered Kingdoms 2 $36 

Great Nav Btl Admrl Pk 

$19 

New World Order 

338 

Second Conflict WIN 

$34 

Stronghold CD 

$36 Arena 

$10 

Conqurd Kngdm Sen 1 

$12 

Hammer of the Gods 

$42 

No World Order CD 

$24 

Serf City; Life Is Feudal $39 

Sub Version 

$36 Bioforge 

$12 

Conquest 

$36 

Hannibal 

$26 

Nobunaga’s Ambition 

$37 

Seven Cities Gold 2 

$19 

Tank 

$36 Blue Force: Next of Kin 

$10 

Conquest of Japan 

$36 

Harpoon 2 

$42 

Nobunaga's Ambition 2 

$37 

Sid Meir's Civil War 

$58 

Task Force 1942 

$36 Castle Wolfenstein 3D 

$10 

Crime City 

$12 

Harpoon 2 Battle Set 1 

$26 

Objection 

$19 

Siege 

$12 

Tegel’s Mercenaries 

$9 Castle of Dr Brain 

$10 

Crisis in the Kremlin 

$32 

Harpoon Challngr Pak 

$24 

Operation Combat 

$12 

Siege With Exp Disk 

$19 

Termintr 2 Chsswrs CO 

$27 Champions of Krynn 

$10 

Darklogions 

$38 

Heirs to the Throne 

$19 

Outpost 

$39 

Sim Ant 

$29 

The Complete UMS 

$44 Civilization 

$16 

Darkleglons CD 

$38 

High Seas Trader 

$39 

Outpost CO 

$44 

Sim Ant CD 

$41 

Theatre of War 

$16 Codeneme Iceman 

$10 

Dead Zone CO 

$52 

High Seas Trader CD 

$39 

Outpost Pint Add On CD$33 

Sim Anl Windows 

$34 

Ticonderoga 

$46 Colonization: Strategy 

$16 

Detroit 

$39 

Hollywood Mogul 

$39 

Patrician 

$34 

Sim City 

$27 

Unnatural Selection 

$29 Complr Adv Gm Seerts 

$16 

Dlscoviy Sip Columbus 

$34 

Humans CD 

$22 

Patrician CO 

$36 

Sim City WIN 

$29 

Victory or Defeat WIN 

$42 Conquests Robin Hood 

$10 

Dragon Force 

$12 

Humans; Insult to Injury 

’ $9 

Pax Imperia 

$39 

Sim City CD 

$47 

Viking Conquest 

$36 Conquests of Camelot 

$10 

Dragon Lord 

$9 

Incredible Machine 2 

$38 

Perfect General 

$21 

Sim City Classic 

$26 

Vikings 2 

$36 Curse of Azure Bonds 

$10 

Dune 

$21 

Incredible Mach 2 CD 

$39 

Perfect General 2 

$36 

Sim City Classic Win 

$26 

Vikings Fields Conqust 

$19 Cyclones 

$12 

Dune 2 

$34 

Jagged Alliance CD 

$48 

Perfect General 2 CD 

$36 

Sim Clly 2000 

$36 

Visions of Aftermath 

$12 1 

Dark Queen of Krynn 

$10 

El Fish 

$34 

Jagged Alliance Sp Pk 

$22 

Perfect GnrI Son WW2 

$16 

Sim Clly 2000 CD 

$45 

Walls of Rome 

$39 1 

Dark Sun 

$10 
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‘DOOM 2’ Sequel 
to the award-win- 
ning DOOM, 
DOOM 2 provides 
more levels, more 
demons, more 
weapons, more ex- 
citement and a 
whole new story 
linel Stunning 
graphics and in- 
tense gameplay 
make this the ulti- 
mate action game. 
Up to four players 
using a LAN. S45 



‘SOUND SCAPE’ The first wavetable sound board that 
gives you professional 1 6-bit sound and compatibility with 
today's hottest game titles and multimedia applications. 
OfferscompatibilltywithvirtuallyailPCstandards. SI 99 



■WING COM- 
M A N D E FI 
ARMANDA’ You 
are now the sole 
commander, re- 
sponsible for head- 
ing up a strike 
against your en- 
emy. Pit yourself 
against a friend or 
fly with a friend 
against the com- 
puter via modem. 
Explore, fortify and 
mine up to 2,000 
planets. $46 


SHIPPING! 

Place an order for an out of 
stock item and recieve FREE 
overnight shipping when 
product becomes available. 
Handling $2 per shipment. 


Cki<icoftk' 

ucmmcADE 



•THE CHARGE 
OF THE LIGHT 
BRIGADE’ During 
the Crimean War, 
was one of the 
bravest, and sad- 
dest incidents in 
British Military His- 
tory. Of the 673 men 
who began the 
charge only 195 
were fit for action at 
its end. Features 2 
player mode, ani- 
mated graphics, & 
tactical maps. $12 



‘SUBWAR 2050’ 
Oceans have be- 
come a vital 
source of food, en- 
ergy, and miner- 
als. Corporations 
have turned the 
the sea into the 
world's most lucra- 
tive industry. Ex- 
plore thousands of 
miles of 30 sea- 
scapes, pilot four 
submarines, and 
engage in simu- 
lated combat. $33 


IBM TRADITIONAL H IBM TRADITIONAL 


Dark Sun 2 

$12 

Lord of the Rings VI 

$12 

Quesibusters 

$18 

Ultima? 

$12 

Casino Game Pak WIN $19 

Jeopardy DIx wAlex 

$34 

Doom Batllebook 

$14 

Lord of the Rings V2 

$12 

Ouesibusters 2: Keys 

$18 

Ullima 7 Pentology 

$12 

Casino Mastr Gold WIN $43 

LexIcross 

324 

Oracula Unleashd Stral $16 

Lost Files Shertck HIms 

$14 

Ravenloft 

$10 

Ullima 7 & Uworld Book Si 6 

Casino WIN $25 

Lucky’s Casino Adventr $38 

Dungeon Master 

$10 

LucasArts Advt Book 

$16 

Realms of Arkania 

$14 

Ullima 7.5 Bincg Scales $16 

Checkmate WIN $36 

Mario Game Gallery 

$25 

Dynamix Grt War Pins 

$16 

LucasArts Air Cmbt Strt 

$16 

Rebel Assault Insiders 

$16 

Ullima Avatar Advt Bk 

$16 

Chess Net WIN $9 

Monopoly Deluxe 

$27 

EcoQuest Search CelusSIO 

Manhunter San Francs 

$10 

Return to Zork 

$9 

Ultima U Stygian Abyss $12 

ChessManiac 5 Bill & 1 $39 

Monopoly Deluxe WIN 

$29 

Eye ot the Beholder 

$10 

Master ot Orion Stratgy 

$16 

Return to Zork Adventr 

$14 

Ultima Uwrid 2 Lab Bk 

$12 

Chssmnc 5 Bill & 1 CD $34 

Oligopoly 

$9 

Eye of the Beholder 2 

$12 

Matrix Cubed 

$10 

Rise of the Dragon 

$10 

V Victory 

$16 

Chessmaster 3000 $29 

Omar Sharit Brdge WIN $1 9 

Eye of the Beholders 

312 

Menzoberranzan 

$12 

Rise Dragon SEGA CD 

S9 

Wing Armada Playtstrs 

$12 

ChessmasterSOOOCO $46 

Omar Sharif on Bridge 

$19 

Reel Defender SlrategyS16 

Might & Magic 1 & 2 

$10 

Sam and Max 

$10 

Wings of Glory PlaylstrsS12 

Chessmaster 3000 WIN $35 

On Target 

39 

Flights of 13 Mike 

$16 

Might & Magics 

$16 

Sea Wolt Strategy Gde 

$16 

Wizardry 6 Csmc Forge $12 

Classics $19 

Orlgamo 

$29 

Fred Phrks Fron Pharrr 

1 $8 

Might & Magic 4 

$16 

Secret Monkey Island 

$10 

Wizardry 7 

$16 

Classic 5 WIN $24 

Pictionary 

$12 

GEN Secrets of Game 

$10 

Might & Magics 

316 

Secret Monkey Island 2 

$10 

X-Wing Otiicial Stral 

$16 

Classic Casino WfN $16 

Pinball Arcade CD 

$35 

Gabriel Knight 

$10 

Might & Magic CmpndmS16 

Secret Sliver Blades 

$10 

Yserbius 

$12 

Classic Solitaire WIN $16 

Pinball Dreams 

$29 

Gateway Svge Frontier $10 

Off Bk LsrSt Larry 2nd 

314 

Shadow Caster 

316 



Clue CD $19 

Positronic Bridge 

$30 

Global Cnqust Strt w/dk $21 

Off Bk Ultima 2nd Editn $16 

Shadow of Comet Strat 

$16 

■ 

.. ■ 

Coffee Break Collet CO $29 

Power Poker WIN 

$39 

Goblllins 

$10 

Off Gde Wilco Spc Advt $14 

Sherlock Holmes Stral 

$16 

H lom 1 nHui 1 tunHU ■ 

Combination Lock $9 

Puzzle Gallery 1 

$9 

Gold Rush 

$6 

Off Gde King’s Oust 3rdS16 

Sim City 2000 Strategy 

$16 



Demon Blue $9 

Radio Actv: Msc Trv CD $24 

Gunship 2000 

$16 

Outpost Strategy Guide 

$16 

Sim Earth 

$16 

3 D Pinball 

$12 

Dr Floyds Desktop Toys $14 

Risk 

$28 

Hand of Fate 

$10 

Pacific Strike Playfslers 

$12 

Sim Farm Strat: Almnc 

$16 

Acquire 

39 

Dr Thorp’s mini Blackjack$9 

Risk WIN 

$26 

Harpoon 2 Strategy Gde$19 

Police Quest 1 

$10 

Simlife Official Strategy 

$16 

Armada Villa Crespo 

S9 

DrWong’s Jk/VidPkrS $9 

Russian Six Pack 

$15 

Hear! of China 

$10 

Police Quest 2 

$10 

Simon the Sorcerer HintSIO 

Baseball Facts 

$9 

Even Mr inerd Mach CDS39 

Scrabble Deluxe 

$26 

Inca 2 

$10 

Police Quests 

$10 

Sky Realms of Jorune 

$12 

Battle Bugs 

$37 

FacesTelrisS $15 

Scrabble Deluxe CD 

$25 

Indl Jones 4 Ft Atlantis 

$10 

Pool of Radiance 

$10 

Sonic Strategy Guide 

$16 

Battle Chss 4000 SVGAS26 

Gambit, Kasparov’s $35 

Shanghai! 2 

$19 

Indy Jones Grfx Adv 

$10 

Pools of Darkness 

$12 

Space Quest 2 

$10 

Battle Chess 4000 VGAS19 

Game-Maker Ver 2.0 $48 

Solitaire WIN 

$19 

Inherit the Earth 

$16 

Populous 1&2 Otli Strat 

$16 

Space Quest 3 

$10 

Battle Chess CD 

$45 

Go Master Jr Ver5WIN$19 

Solitaires Journey 

324 

Jetlighter 2.0 

$16 

Power Monger Strategy 

$16 

Space Quest 4 

$10 

Battle Chess WIN 

$19 

Go Master Tool Kit $26 

Sorry 

$12 

King’s Quest 4 

$10 

Powermonger 

310 

Star Trek 25lh Aniv 

$12 

Beat the House 

$29 

Go Master Ver 4 WIN $39 

Space Vegetables 

$9 

King’s Quest 5 

$10 

Privateer Playtester’s 

$16 

Star Trek Judgmnt Rts 

$10 

Blackjack 

$9 

Gofer's Winkel Adv CD $12 

Spot 

$6 

King’s Quest 6 

$10 

Protostar 

$8 

Strike Commander Offi 

$14 

Bridge 7 

$24 

Grandmaster Chess CDS32 

Stan Wongs Video Pokr $19 

Laura Bow 2 HlnlBook 

$10 

Quest For Clues 2 

$21 

Stunt Island 

$16 

Bridge Baron Windows 

$34 

Hanna B. Animln Wkshp$39 

Star Wars Chess 

$38 

Leisure Suit Larry 1 

$10 

Quest For Clues 3 

$21 

Subwar Official Strat 

$16 

Bridge Deluxe CD 

$43 

Hard Day's Night CD $25 

Star Wars Chess CD 

$44 

Leisure Suit Larry 2 

$10 

Quest for Clues 4 

$21 

Summoning 

$16 

Bridge Deluxe 2 

$29 

Hearts $12 

Swap 

$29 

Leisure Suit Larry 3 

$10 

Quest tor Clues 5 

$16 

System Shock 

$12 

Bridge Olympiad 

$29 

Hong Kong Mh Jng Pro S32 

Tactical Wizard 

$39 

Leisure Suit Larry 5 

$9 

Quest for Clues 6 

$16 

Tie Fighter Strategy 

$16 

CD-Romix 1 Hardcase 

$16 

Hoyle’s Bk Games V3 $29 

Terminator 2 Chss Wrs 

$37 

Leisure Suit Larry 6 

$10 

Quest for Glory 3 

$10 

Treasures Svg Frontier 

S10 

CD-Romix 2 Prime 

$16 

Hoyle’s Bk Games CIsc $29 

Tetris Classic 

$26 

Lemmings /disk 

$18 

Quest lor Glory 4 

$10 

Tunnels & Trolls 

$16 

CD-Romix 3 Free X CD 

$16 

Incredible Toons CD $39 

Tetris Classic WIN 

$26 

Loom 

$10 

Quest for Glory Stratgy 

$19 

Ultima 6 

$10 

Caesar’s Wrid Gmg CD 

$37 

Jeopardy DIx WIN wAlx $34 

Trivia Madness CD 

$28 
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‘UNDER A KILL- 
ING MOON’ 

Transports you to 
the world ol the 
feisty detective 
Tex Murphy. Fea- 
tures allow you to 
save and splice 
scenes together. 
Digitized voices 
and an amazing 
level of detail & free- 
dom of movement 
make this game vi- 
sualiy & aurally 
stunning. CD $55 



'TEGEL’S MER- 
CENARIES' A fu- 
turistic strategy 
game with role- 
playing character. 
General Tegel 
doesn't care who 
you hire as long as 
you get the job 
done. Exotic lo- 
cales and sticky 
situations, a sce- 
nario builder to chal- 
lenge advanced 
warriors, and digi- 
tized sound. S9 



‘REEL MAGIC Provides a complete package allowing 
full playback of video & stereo sound. Includes CD-ROM 
disk with a demonstration, premiere entertainment titles 
and the Reel Magic controller. Board $359 



‘BATTLES OF 
DESTINY' In or- 
der to conquer 
the world you 
must seek out 
and destroy up to 
three opponents. 
Features modem 
play; air, ground 
and naval com- 
bat; 22 units to 
construct; 20 
worlds to con- 
quer, and a com- 
plete player his- 
tory. $19 


'MIDWAY' 
CincPac, short for 
Commander-in- 
Chief Pacific Fleet, 
is your computer 
commander. Chose 
to play either Admi- 
ral Spruance, com- 
mander of Enter- 
prise and Hornet, or 
Admiral Nagumo, in 
charge of four Japa- 
nese fleet carriers. 
Gatherttie informa- 
tion from the Tacti- 
cal Map. $42 


*FREE GAME OFFER 

Spend the specified amount on any in slock IBM software and 
choose a free IBM game from the corresponding list below. Offer 
subject to change or cancellation without notice. \^id from Sep- 
tember tst through October 31st or while suppSes last. 

SPEND $60 GET 

Playnraker Football Combo. Cardinal of Kremlin 3.5. Oarkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions5.25, Magic Candle 2 5.25, MacArthurs 
War 5,25, Crime Does Not Pay 5,25, Warlords 5,25, X-Men 525 

SPEND $100 GET 

Airborne Ranger 5.25, TegeTs Mercenaries 5,25, Command HO 
525. FI 5 SE 25.25. Ml Tank Platoon 3.5, Megatraveller Zhodani 
525, Red Storm Rising 3.5, Battles of Destiny 3.5 



IBM TRADITIONAL H IBMWARGAMES H IBMWARGAMES H IBMWARGAMES H IBM ADULT INTERACTIVE H IBM ADULT MOTION 


Trivial Pursuit CD 

S35 

Battles of Napoleon 

$18 

High Command 

$34 

Trump Castle 2 DDl 

$4 

Battleship Bismark 

$26 

Kamplgruppe 

$16 

Trump Castle 2 DD2 

$4 

Beyond Squad Leader 

$45 

Kriegsmarine 

$36 

Trump Castle 3 

$29 

Blitzkrieg Ardennes 

$19 

Kursk Campaign 

$36 

Trump Castle 3 CD 

$29 

Blue & The Gray CD 

$39 

Last Blitzkrieg 

$40 

Turn-n-Burn 

$9 

Blue and the Grey 

$38 

Line in the Sand 

$12 

Vegas Entrtnmt PkWIN $21 

Borodino Napleon lnvds$24 

Long Lance 

$39 

Vegas Games Pak WIN $21 

Bravo Romeo Della 

$24 

MacArthur's War 

$9 

Video Cube CD 

$39 

Campaign 

$32 

Main Bart Tank C Germ 

$36 

Videogame Solution CO $29 

Campaign CD 

$35 

Main Batt Tank MIdEasi 

$36 

Virtual Reality Studio 2 

$59 

Campaign Mission 1 

$18 

Main Batt Tank N Germ 

$36 

Wheel of Fortune 

$6 

Carrier Strike 

$39 

Malta Storm 

$36 

Wheel of Fortune 3 

$9 

Carrier Strike Exp Pak 

$19 

Man of War 

$36 

Wheel of Fortune DIx 

$34 

Carriers at War 

$32 

Mare Nostrum 

$26 

Wheel Fortune DIx WIN 

IS34 

Carriers at War 2 

$39 

Marianas Turkey Shoot 

$12 

Word Tris 

$27 

Charge of Light Brigade $12 

Midway 

$24 

Wrath ol Demon CD 

$29 

Civil War No Grtr Glory 

$21 

Moscow Campaign 

$36 

Zig-Zag 

$29 

Conllict; Korea 

$19 

Napoleonics 

$34 



Decision at Gettysburg 

$18 

Northern Fleet 

$36 

1 IBMWARGAMES I 

Dreadnoughts 
Dreadnoughts Bismark 

$29 

$19 

Operation Crusader 
Operation Overlord 

$39 

$36 



Dreadnoughts Deluxe 

$59 

Pacife Strm Mdwy CpgnS36 

Action North Atlantic 

$26 

Dreadnoughts Ironclds 

$19 

Pacific Strm SImn Cpgn $36 

Action Stations Seen 1 

$3 

Fall Geib 

$36 

Panzer Battles 

$24 

Action off River Platte 

$26 

Fields ol Glory 

$37 

Panzer General CD 

$39 

Aegis: Guardn Fleet CDS53 

Filth Eskadra 

$36 

Patriot 

$12 

Aide de Camp 

$54 

Fifth Fleet 

$39 

Point of Attack 

$32 

Air Raid Pearl Harbour 

$22 

Fifth Fleet CD 

$39 

Prelude to Jutland 

$24 

American Civil War VI 

$24 

Fleet Med 

$27 

Red Sky Morning 

$36 

American Civil WarV2 

$24 

Gary Grigsby Pad War 

$44 

Return to Falklands 

$26 

American Civil War V3 

$24 

Gary Grigsby Wr Hussia$4S 

Rising Sun 

$24 

Banzai 

$9 

German Raider Atlantis $26 

Rd Sumter to Appomtx 

$45 

Battle Stations 

$20 

Gettysburg; Intr Ball CD$42 

Rommel Batt for N Atrca$24 

Battle Tank Barbarossa 

$36 

Golan Front 

$36 

Rommel at El Alamein 

$36 

Battle Tank Kursk 

$39 

Grey Seas, Grey Skies 

$36 

Rommel at Gazala 

$36 

Battle ofAusterlltz 

$24 

Halls of Montezuma 

$24 

Second Front 

$21 

Battle ol Leyte Gulf 

$24 

Harpoon Classic CO 

$28 

Seventh Fleet 

$36 

Battle ol the Atlantic 

$36 

Harpoon Designer Srs 

$7 

Stalingrad 

$39 


Stalingrad Campaign $36 

Storm Across Europe $1 2 

Task Force 1942 $36 

The Great War $39 

Third Reich $34 

Tigers on the Prowl $48 

To The Rhine $36 

Typhoon ol Steel $21 

UMS2 $12 

UMS 2 Planet Editor $9 

Under Fire $12 


V Victory Market Gardn $1 9 

V Victory: GId, Jn, Swrd $34 


V Victory: Utah Beach $19 

V Victory; Velikye Luki $19 

Victory at Sea $43 

War In the Falklands $24 
Wargame Cnt Si 2: Tnk $39 
Warpoint $36 

Warship Chngd History $26 
Waterloo $19 

White Death $19 

WW2 Ball of S. PacHic $21 


IBM ADULT INTERACTIVE 


CO Brothel CO $29 

Centrllds & Cvrgris CD $32 
Come Play With Me CD $36 
Cyber-Peep Intrctv CD $19 
Desktop Mistress CD $54 
Desktop Voyeur V. 1 CD$54 


Digital Dancing CD $36 

Dream Girl CD $29 

Dream Machine CD $59 

Fantasies Intractive CD $35 
Fox Pack CD $39 


GIrllrlend Suzie (R) $44 

Girlfriend Teri (R) $49 

Hot Slots CD $39 

Inlract Adv Semr Bt 2 $59 

Interactive Lovers CD $45 
lnl1 Strip Poker CD $34 
Ladies Club Pkr Nit CD $35 
Love Slaves CD $39 

Maddams Familly CD $49 
Midnight Stranger CD $59 
Neurodancer CD $59 
Nightwatch Intracl 2 CD $45 
Paradise Club CD $69 
Penthouse Inlract 2 CO $64 
Penthouse Inlract 3 CD $64 
Scissrs N’ Stns WIN CD $59 
Secrets Interactive CD $35 
Sexual Obsession CD $34 
Sorority House CD $49 
Space Sirens CD $69 
Spy Club (R) CD $59 
Strip Poker Professiona1$34 
Surler Girls CD $39 

Virtual Vegas CD $24 
Virtual Vixens CD $59 
WinnerTakesAIICD $39 


IBM ADULT MOTION 


Adult Movie Almanc CD $59 
AdvIofMikklFInnCD $39 
Alter Dark Trilogy CD $33 
Amateur Models 2 CO $34 
Amateur Video WIN CD $22 
Amorous Aslan Girls CDS32 
Animated Fantasies CO $34 
Animatd Fantsies 2 CD $34 


Art ol Pleasing Lovr CD $32 
Asian Invasion CD $19 

Baby's Got Burt CD $32 
Bare Assets CD $39 

Beaverly Hillbillies CD $19 
Best Digital XTC 1 CD $39 
Best Drty Deblnts 1 CD $49 
Best of Inferno CD $39 
Best ol Vivid CD $36 


Best Barlow Affairs CD $39 
Best of Best V. 1 CD $19 
Best ol Best V. 2 CD $29 
Best ol Best V. 3 CO $34 
Best of Best V. 4 CD $34 


Betrayal CD $36 

Beverly Hills 90269 CD $39 
Beyond Explicit CD $28 
Big Bust Babes CD $28 
Big Town CD $39 

Blond Justice CD $25 
BodycelloCD $12 

Bra Busting Babes CD $29 
Busting Out CD $39 

Buttman's Euro Vctn CD$39 
CD Rom Collecibis CD $26 
Cafe Flesh CO $29 

California DaydrmerCD$29 
Camp Double D CD $29 
Cat and Mouse CD $39 
Cheating CD $25 

Condo Cutles CD $34 
Curse of Catwoman CD $26 
Dangerous Blondes CD $34 
Oebby Does Dallas CD $38 
Deception CD $39 

Deep Throat CD $36 

Deep Throat Girls CO $29 
Digital Seduction CD $34 


Circle Reader Service it54 
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CHIPS & BITS 


Call 800-699-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 10119 


PO Box 234 Dept 10119 Rochester, VT 05767 



‘MASTERS OF 
ORION' is a fasci- 
nating game of 
space exploration, 
combat, and strat- 
egy set in the fu- 
ture. You must 
conquer over half 
the known star 
systems. Includes 
10 different alien 
races with which 
to trade, battle and 
negotiate. Build a 
powerful fleet of 
spaceships. $39 



‘KNIGHTS OF 
XENTAR’ For cen- 
turies, war has 
raged among the 
demons and fairies, 
devastating this 
mystical land. Two 
knights are chosen 
for the ultimate 
battle that decides 
the fate of heaven 
and earth. As 
Desmond you will 
be striving to over- 
come menacing 
foes. $44 



‘FALCON 3.0' Pi- 
lot the West's 
most proven 
dogfighter, the F- 
16 Fighting Fal- 
con. As the com- 
manderyou’ll lead 
a flight of up to 
eight jets through 
three explosive 
campaigns. Offers 
Instant action 
mode for arcade, 
varied skill levels 
and unique weap- 
ons. $46 


INTERACTIVE 

ENTERTAINMENT! 


Receive an episode of Interactive Entertainment, 
the world's first CD MAG devoted to entertain- 
ment software, FREE with every CD ROM soft- 
ware order. Offer subject to change or cancella- 
tion without notice. Valid from September 1st to 
October 31st or while supplies last. 



•SOUND GALAXY NX PRO 16’ supports the 5 most 
popular sound cards. Features CD ROM interface, 16 
Bit stereo playback up to 14.4 KHz, volume control, midi 
interface, 4 watt amp, and software setup. $139 



'INCA 2’ Set 500 
years in the future, 
aboard a Lost City 
afloat in space they 
fly ships cut from 
stone and forged 
from brass and tin. 
They fight against 
evil conquistadors 
that navigate the 
heavens. An aster- 
oid brings dangerto 
the empire. Pre- 
pare for battle at the 
helm of a stolen 
spaceship. CD $24 


■ 

IBM ADULT MOTION 

■ 

IBM ADULT MOTION 

■ 

IBM ADULT STILLS 

■ 

IBM BUDGET 

■ 


Dirty Adult Cartoons CD $38 

Mystique of Orient CD 

$34 

Tracy 1 Love You CD 

$29 

Creme de la Creme CO 

$29 

3 D Pinball 

$12 

Dirty Debutantes CD 

328 

New Wave Hkrs 1 CO 

$29 

Treasure Chest CD 

$24 

Double Play Vol 1 CD 

$36 

ATP Flight SImultrl.O 

$12 

Dirty Laundry CD 

$39 

New Wave Hkrs 2 CD 

$32 

Ultimate Teasers CD 

$29 

Double Play Vol 2 CD 

$36 

Acquire 

$9 

Divorce Law (R) CD 

$22 

Night Trips CD 

$29 

Ultra Sex CO 

$29 

Erotica CD 

$34 

Air Force Commander 

$9 

Doors of Passion CD 

$36 

Night at Drive-In (R) CD $26 

Urotsukidoji CD 

$25 

European Erotica CD 

$34 

Armada Villa Crespo 

$9 

Dungn Dominance CD 

$36 

Nova Collect Vot 3 CD 

$24 

Urotsukidoji Pri Cllt CD 

$69 

Eurotica CD 

$19 

Banzai 

$9 

Ecsiacy CD 

$34 

Orient XXXPress CD 

$29 

Virgins V. 1 CD 

$39 

Exotic Girls 3 in 1 CD 

$24 

Bard's Tale Constructn 

$12 

Endangered CD 

$29 

Pandor....AAAH'S CD 

$27 

Virtual Vivid CD 

$12 

Expose CD 

$24 

Baseball Facts 

$9 

ErotICafe CD 

$46 

Parlor Games CD 

$25 

Volcano CD 

$34 

Extreme Delight CD 

$26 

Battle Command 

S6 

Frat Girls Double D CD 

$39 

Pink Lady CD 

$19 

Wanda 2 CD 

$28 

G.I.F.s keep Giving CD 

$27 

Bball Chall 1987 Teams 

$9 

Girls Doin’ Girls CD 

$25 

Pixis Adult Sampler CD 

$12 

Weekend at Ernies CD 

$26 

Girls Steven J Hicks CD$29 

Bball Chall 1 988 Teams 

$9 

Girls from Big East CD 

$39 

Planet X CD 

$36 

Wickd Q-Tme Movie CD$39 

Girls of Vivid V. 1 CD 

$29 

Bball Chall 1 989 Teams 

$9 

Girls of Mardi Gras CD 

$39 

Racquelle Released CDS34 

Wicked Whispers CD 

$29 

Girls ofVividV.2CD 

$32 

Blackjack 

$9 

Girls with Girls CD 

$39 

Rimfire Pacilc Video CD$32 

Womn Who Lv Men CD $32 

Girls on Girls CD 

$24 

Blue Max Aces Grt War 

$9 

Graduatn From F.U. CC 

IS39 

Sakura CD 

$24 

X-Rated Bloopers CD 

$27 

Girls, Girls, Girls CD 

$29 

Boom Box 

$12 

Group Therapy CD 

$39 

Secrets CD 

$32 



Glamour Girls 1943 CD 

$36 

Captain Blood 

$9 

Hidden Agenda CO 

$39 

Seductions CD 

$29 

1 IBM ADULT STILLS | 

Heavenly Bodies 1 CD 

$39 

Castles Northern Cpgn 

$12 

Hidden Obsessions CD $28 

Sex CD 

$25 

Heavenly Bodies 2 CD 

$39 

Champions ot Krynn 

$12 

Hollywood Scandal CD 

$39 

Semr Bl BIwn Away CD $36 



Heavenly Bodies 3 CD 

$39 

Charge ot Light Brigade$12 

House of Dreams CD 

$24 

Semr Bt Insd Shane CD$36 

101 Sex Positions CD 

$39 

High Volume Nudes CC 

iS28 

Chess Net WIN 

$9 

House Sleep Beauts CDS39 

Semr 8t Paradise CD 

$36 

101 Sex Positions 2 CC 

IS39 

Hooter Heavens CD 

$36 

Combination Lock 

$9 

Immortal Desires CD 

$25 

Semr Bt Honeymn CD 

$36 

3D Beauties CO 

$19 

LA. Lust CD 

$19 

Conqueror Multi Tank 

$6 

Indiscretion CD 

$39 

Sinfully Yours CD 

$29 

3D Darling CD 

$34 

Local Girls V. 2 CD 

$22 

Covert Action 

$6 

Insatiable CD 

$32 

Sizzle CO 

$26 

3D Dream Girls CD 

$36 

Lovely Ladies II CD 

$39 

Crime City 

$12 

Inlrct Adv Chssie Mr CD$39 

Steamy Windows CD 

$25 

94-95 CDX CalendrCD 

' $29 

Massive Mellons CD 

$39 

'Crime Does Not Pay 

$12 

Kama Sutra CD 

$38 

Super Mdls Go Wild CD $39 

Adult Palate 2 CD 

$29 

More Northrn DIghts COS34 

Demon Blue 

$9 

L.A. Strippers CD 

$34 

Superstars of Porn CD 

$24 

Amateur Allstars CD 

$29 

Northern Delights CD 

$32 

Don’t Go Alone 

$6 

Leather & Lace CD 

$39 

Swap 2 CD 

326 

Amateur Models CD 

$22 

Nova Collection V, 1 CD$26 

Dr Doom's Revenge 

$9 

Legend 4 CD 

$28 

Taste ot Erotica Spl CD $12 

American Girls CD 

$32 

Nova Collection V. 2 CD $24 

Or Thorp's mini BlackjackS9 

Legends of Porn 1 CD 

$25 

Temptation CD 

$28 

American Girls 2 CD 

$34 

Overexposed CD 

$39 

Dr Wong's JkA/id Pkr 5 

$9 

Legends of Porn 2 CD 

$25 

The Coven CD 

$25 

American Pie CD 

$19 

Select A Pet CD 

$32 

Dragon Force 

$12 

Loads of Fun CD 

$32 

The Devil Ms Jones CD $34 

Asian Hot Pix CD 

319 

Sexiest Women on CD 

$24 

Dragon Lord 

S9 

Love Bites CD 

$26 

The Face CD 

$39 

Asian Palate CD 

$34 

Sexiest Womn on CD 2 $24 

Dragon Strike 

$12 

Main Street USA CD 

$26 

The Fishrmn's Wile CD $38 

Asian Palate V. 2 CD 

$36 

Southern Beauties CD 

$34 

Dragons of Flame 

S9 

Mark of Zara CD 

$38 

The OthrSd Chlsea CD $29 

Biker Babes CD 

$29 

Super Smutware CD 

$26 

E- Motion 

$6 

Mask CD 

$25 

The Swap CD 

$25 

Bodacious Beauties CD $36 

Sweet Dreams CO 

$29 

Fighting lor Rome 

$12 

Model's Memoirs CD 

$48 

Touch Me, Feel Me CD 

$34 

Busty Babes 2 CD 

$36 

Undergrnd Adult Rfr CD $26 

Finale 

S3 

Murphy's Brown CD 

$39 

Toy's Not Boys CD 

$29 

College Girls CD 

$36 

Women ol Venus CD 

$22 

Free DC 

39 


Gamma Force St 

Gofer’s Winkel Adv CD $12 
Hearts 312 

Heatwave Se 

Heroes of the 3571h $12 

Hole In One Mini Golf S6 
Hole In 1 Mini Gif Crs Ok SS 
Humans; Insult to Injury SS 
International Sports ChallSE 
Jack Nicklaus Clip Art S2 
Jack Nickiaus Crs Disk 3 $( 
Jack Nicklaus Crs Disk 6 $' 
Jack Nicklaus SE Crs 1 $•: 
Killing Cloud 


SS 


Line in the Sand $12 

Lost Vikings St2 

'MacArthur’s War $£ 
Madden Plyr Slats 1989 S£ 
'Magic Candle 2 $2 

Magic Candle 3 SS 

Marianas Turkey Shoot St2 
Matrix Cubed S£ 

MegaFortress $12 

"MegaTraveilenZhodani $f 
MegaTraveller 2 $12 

ML Baseball All Stars $12 
ML Bsball Managr's Ch $12 
Micro League Fball 2 $12 

MicroL BB Seattle 13 $12 

Millenium $i 

Never Mind Si 

New Facilities Locator $l 
NFLChallColAImnTms $! 
NFL Chall Pre Ssn 90 Si 
NFLChallPreSsn91 $! 
NFL Chall All Star Team $! 
NFL Chall Dream Teams S' 
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DREADNOUGKTS 
DELUXE' In- 
cludes Dread- 
noughts ar^d the 
Bismark and 
Ironcalds sce- 
narios. Models 
the looks and 
tactics of fighting 
fleets during the 
great age of the 
battleship. Fea- 
tures menu inter- 
face, external 3D 
view and hidden 
movement. $59 



‘SOUND GALAXY NX2' Provides total software com- 
patibility and supports the 4 most popular sound stan- 
dards. With built-in CD-ROM interface, Sound Galaxy 
NX2 is top in its class. Indudes speakers. $59 



INTERACTIVE 
ENTERTAIN- 
MENT’ the world's 
first CD MAG, is an 
episode of Interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-motion 
reviews, multimedia 
hints and tips, and 
interactive video in- 
terviews with key 
figures In the gam- 
ing Industry. CDS9 



‘MAGIC CANDLE 
2’ 30 characters will 
join your hero, for 
specific quests or 
as long-term com- 
panions. Fight the 
forces of darkness. 
Sail to the farthest 
comers of the con- 
tinent of Gurtex, 
lose yourself in the 
Intrigue and face 
the horrors of the 
dungeons, cata- 
combs and dark 
towers. S9 



'X-COM:UFODE- 
FENSE’Yrxj control 
X-COM; formed by 
the world's govern- 
ments to fight the 
aliens. ShootUFO's 
down and investi- 
gate the site. Make 
the crucial deci- 
sions, complete 
ground missions 
to help scientists, 
and tackle the 
aliens with rifles 
and rocket launch- 
ers. CD S39 


*FREE GAME OFFER 

Spcrrd the specified arhount on any In stock IBM software and 
choose a free IBM game from the corre^nding list below. Offer 
subject to change or cancellation without notice. Valid from Sep- 
tember 1 St through October 31 si or while supplies last. 

SPEND $60 GET 

Playmaker Football Combo, Cardinal of Kremlin 3.5, DarXhalf 3.5. 
Tnjmp Castle 2 Data Disk 1 or 2 3.5 or 525, Gunship 5.25, 
Pirates 5.25, StarLegions 5.25, Magic Candle 2 5.25, MacAithum 
Wfer 5.25, Crime Does Not Pay 525, Warlords 525, X-Men 525 

SPEND $100 GET 

Airborne Ranger 5.25, Togors Mercenaries 5.25, Command HQ 
525, Ft 5 SE 2 5.25, Ml Tank Platoon 3.5, Megatraveller Zhodani 
525, Red Storm Rising 3.5, Battles of Destiny 3.5 


NFL Proleague Fball 

$12 

Tony LaRussa BB 1991 S12 

Car Wars 

$54 

Soccer Kid 

$54 

FIFA Internalnal Soccer $52 

VR Stalker 

$52 

NFL Video Football 

$12 

Tony LaRussa Baseball 39 

Castle Wolfenstein 3D 

$54 

Space Wars 

$52 

Family Feud 

$52 

Vikings 

$46 

Obllterator 

$6 

Treasures Svge Fronlier 39 

Chaos Agenda CD 

352 

Star Raiders 2000 

$52 

Flying Nightmares 

$52 

Way of the Warrior 

$52 

Oligopoly 

$9 

•Trump Castle 2 DD1 

S4 

Checkered Flag 2 

358 

Syndicate 

354 

GEX 

$52 

Who Shot John Rock 

$52 

On Target 

39 

•Trump Castle 2 DD2 

34 

Club Drive 

352 

Tempest 2000 

352 

Gridders 

$49 

Wing Commander 

$49 

Operation Combat 

$12 

Turn-n-Burn 

39 

Creature Shock 

352 

Theme Park 

354 

Horde 

$52 

World Cp Gif Dorado 

$49 

Patriot 

$12 

UMS 2 Planet Editor 

39 

Crescent Galaxy 

342 

Tiny Toon Adventures 

352 

Incredible Machine 

$52 



Pick'n Pile 

36 

Under Fire 

$12 

Demolition Man 

352 

Troy Aikman Football 

358 

Jurassic Park 

$52 

■ 

1 

Piclionary 

312 

Visions of Aftermath 

$12 

Doom 

358 

Ultimate Brain Games 

$56 

Kingdom;Far Reaches 

$46 

1 NEO GEO 


Power Politics WIN 

$12 

Wacky Funster 

39 

Double Dragon 5 

352 

Ultra Vortex 

362 

Lost Files Sherick HIms 

. $49 



ProFball Analyst 92 Edl 

$9 

War In the Gulf 

$12 

Dragon 

$52 

Valus Force 

$54 

Mad Dog McCree 2 

$52 

Neo Geo Gold System $569 

Puzzle Gallery 1 

39 

War of the Lance 

39 

Dragon’s Lair 

354 

While Men Can't Jump 

354 

Madden Football 

$49 

3 Count Bout 

$199 

Rotox 

S9 

•Warlords 

$12 

Dragon’s Lair CD 

352 

Wild Cup Soccer 

354 

Megarace 

$44 

Art of Fighting 2 

$199 

Rules of Engagement 

$9 

Weaver Tm/Plyr Slats 

89 S3 

Dune 

$54 

World Cup Kickoff Scr 

354 

Microcosm 

$52 

Baseball Stars Pro 

$139 

S.C. Out 

$12 

Wheel of Fortune 

$6 

Dungeon Depths 

349 

Zool2 

354 

Off World Interceptor 

352 

Fatal Fury 

$99 

Scenery Collin California S9 

Wheel of Fortune 3 

S9 

European Soccer Chall 

S56 



Out of this World 

S46 

Fatal Fury 2 

$199 

Scenery Colli Grt Britain S9 

Xiphos 

39 

EvoluliontOino Dudes 

S44 

■ 

I 

PGA Tour GA 

352 

Fatal Fury Special 

$199 

SOI 

36 



Flashback 

352 

■ 3DO 

1 

Pataank 

352 

Kamov’s Revenge 

$199 

Sentinel Worlds 1 

39 

■ 

■ 

Galactic Gladiators 

$54 



Pebble Beach Golf 

$52 

King of the Monsters 2 $169 

Shadow Sorcerer 

$9 

■ JAGUAR 

1 

Gunship 2000 

$54 

3DO System 

$449 

Red Baron 

$52 

King of the Monsters 

$99 

Siege 

312 



Hardball 3 

$52 

11th Hour 

$59 

Rise of Ihe Robots 

$49 

Magician Lord 

$99 

Sleeping Gods Lie 

36 

Jaguar System 

$249 

Highlander CD 

$52 

Atlas 

$62 

Hoad Rash 

$56 

Nam 1975 

$149 

Sorry 

S12 

Jaguar CD System 

5199 

Horrorscope 

$54 

Air Warrior 

$52 

Rock & Roll Racing 

$49 

Ninja Combat 

$99 

Space Vegetables 

$9 

Air Car Wars 

$49 

Hosenose & Booger 

$54 

Alone in the Dark 

$46 

SHADOW:Wr Sucssion 

$52 

Riding Hero 

$129 

Sporting Triangle 

$3 

Alien Vs Predator 

358 

Iron Soldier 

$52 

Battle Chess 

$46 

Samurai Showdown 

$52 

Samurai Showdown 

$199 

Spot 

36 

Arena Foolball 

354 

Jack Nicklaus Golf CD 

$52 

BrainDead 13 

349 

Sewer Shark 

$52 

Sengoku 2 

$199 

"Slar Legions 

312 

Assault 

349 

Jaguar Formula 1 Race $54 

Clayfighter2 

346 

Shadow Caster 

$52 

SpinMaster 

$199 

Storm Across Europe 

312 

BIOS Fear 

354 

Kasumi Ninja 

$54 

Creature Shock 

$56 

Shock Wave 

$56 

Super 6 Man 

$99 

Taking of Beverly Hills 

36 

Barkley Basketball CD 

352 

Legions of Ihe Undead 

352 

CyberClash 

$52 

Slayer 

$52 

Super Sideks Soccer 

$169 

Teenage Mut Ninja Tril 

$12 

Baffle Morph CD 

$52 

Lester the Unlikely 

354 

Cyberia 

$46 

Space Pirates 

$52 

Super Sideks Soccr 2 

3199 

‘Tegel’s Mercenaries 

39 

Battle Wheels 

$54 

NFL Football 

$54 

Demolition Man 

$56 

Star Control 2 

$52 

Super Spy 

399 

Terran Envoy 

$9 

Battle Zone 2000 

352 

Pinball Dreams 

$52 

DinoBlaze 

356 

Slar Trek Next Genertn 

$54 

Survivor 

3199 

Tost Drive 3:Road & Car 39 

Blue Lightning CD 

352 

Pinball Fantasies 

352 

Doom 

352 

Star Wars Chess 

$52 

Thrash Rally 

3129 

TheTinies 

312 

BrainDead 13 CO 

349 

Raiden 

$44 

Dragon Tales 

346 

Super Street Rghter 2 

$56 

Top Hunter 

$199 

Thunderhawk 

36 

Brett Hull Hockey 

358 

RayMan 

$54 

Dragons Lair 2;Tm Wrp $52 

Syndicate 

$52 

Top Players Golf 

$119 

Tie Break Tennis 

39 

Brutal Sports Football 

$56 

Return to Zork 

$54 

Duelin' Firemen 

$52 

Theme Park 

$52 

Windjammers 

3199 

Tony LHussa CISC Slad $12 

Bubsy 

$44 

Rise of the Robots 

$54 

ESPN Baseball 

$52 

Trance Mission 

$56 

World Heroes 2 Jet 

3199 

Tony LaRussa BB 1990 $12 

Cannon Fodder 

$54 

Robinson's Requiem 

$54 

Escape Monster Manor $52 

Twisted 

$49 

World Heroes 2 

$199 
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REVIEW 



That Bind 


Unify The Galaxy Under The Emperor’s 
Iron Hand In LucasArts’ TIE FiCHTER 


by Jeff James 

T he world of fiction is fillkd 

wri'il DIAMETRICALLY OPPOSED 
FORCES: King Arthur and 
iMorgaii LeFay, Robin Hood and 
Prince John, Gandalfand Sauron. 
In ihe world of George Lucas’ Slar Wars 
iiilogy, those irreconcilable positions are 
held by Darih Vader, as evil represenla- 
live of the Em- 


j)ire, and l.uke 
Skywalker, liie 
fair-haired poster 
child of the Rebel 
Alliance. In X- 
WiNG, LucasArts’ 

I'irst attempt at 
bi'inging the Star 
Wars saga to com- 
puter gamei's, die 
phiyei' was cast as 
a young starl'ight- 
er pilot fighting 
for the Rebels. 

With the release 
of TIE Fighter, 

LucasArts has 
made an enor- 
mous shift in the Force, giving gamei's 
the chance to take the controls of an Im- 
perial TIE lighter and become the Em- 
pire’s agent of retribution against the 
Rebel Alliance. 

UNIONISTS ANO TERRORISTS 

In casting the player as an agent ol' the 



Price: $63.95 
Requirements: 

IBM compatible 
386-33Mhz 
(486 recom- 
mended), 1MB 
RAM (2MB 
recommended), 

VGA graphics, 

15 MB hard 
drive space, 
joystick; supports PAS, Roland, Sound 
Blaster (Pro, 16, AWE32) sound cards. 
Protection: Documentation check 
Designers: Lawrence Holland and Edward 
Kilham 

Publisher: LucasArts 
San Rafael, CA 
(800) STAR WAR 


Empire, LucasArts created an interesting 
moral dilemma. How can players light 
against the Rebels — heroes of the Slai' 
Wars lilms — and cozy up to the Empire? 
Presenting the Empire in a positive liglit 
is a task that would make even the most 
accomplished of political spin doctors 
blanch, but LucasArts has handled this 
delicate issue with 
aplomb, casting the 
Empire in a new — 
yet ultimately bane- 
ful— light. Instead oi' 
being the band of 
goose-stepping in- 
tergalactic thugs that 
movie-goers saw in 
the three Stai' Wars 
films, the Empire in 
TIE Figh'FER is por- 
trayed as a unionist 
force pi'omoling law 
and order through- 
out the galaxy. 
Much like the North 
during the Ameri- 
can Civil War, the 
Empire is attempting to restore ordei- to 
a war-torn society and keep the Empire 
in one piece, 'i'he rebels ai'e painted in 
brotid, blood-soaked strokes as ruthless 
teiTorists and pirates. The player is 
thrown into the mix as a fresh I'ecruit in 
the Imperial Navy, ready to risk all to I'id 
the galaxy of those pesky Rebel scum. 



Unlike X-Wing, which held more close- 
ly to the original concept of the films, TIE 
Figh'FER incorporates data from many 
sources. In addition to the three Star I'E«r.s' 
films, TIE Eigitfer draws inspiration 
I’rom Timothy Zahn’s Star Wars novels 
which, among other embellishments, in- 
troduce the nefarious Admiral d'hrawn. 
'This commingling of creative sources re- 
sults in a deeper game world than that of 
X-wiNG, filled with the gritty detail that 
Star Wars (ims will appreciate. 

FIT TO BE TIED 

The heart of TIE Figitfer is what ulti- 
mately made its progenitor so successful: 
an addiclively playable polygon-generat- 
ed llighi experience. TIE Figh ter brings 
a mound of new features and improve- 
ments to the venerable llighi model used 
ill X-WiNG, with the most noticeable be- 
ing the improved graphic totality. Each 
of ihe objects in TIE are Gouraud shad- 
ed, making each appear more delined 
and realistic. Computer-controlled ships 
react more intelligently during combat, 
performing intricate maneuvers and ap- 
Ijcaring to fly as if their pilots actually 
wanted to suiwive to see another mission. 

'ITE Fighter also brings a number of 
welcome imjjrovements to the cockjnt. In 
X-WiNG, a static picture of the selected 
target provided a limited amount of in- 
formation on the currently targeted craft. 
In TIE FitaTTER, that disjjlay has been re- 
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placed by a real-time, 3D, angled view of 
a target, with more detailed inl’ormalion 
on die shield, hull and system strength of 
the craft. For even more info, pressing 
the “Z” key will bring up the threat dis- 
play, which olfers detailed information 
on the weapons, target and status of tlie 
selected ship. One irksome foible in X- 
WlNG concerned the delense of mission- 
critical craft: in a swirling melee of 
fighters and other vessels, it was dilliailt 
to determine which ships were actually 
attacking the vessel you were attempting 
to defend. In TIE Ficari Kit, you simply 
target the O'aft needing protection, then 
press the “A” key. This will immediately 
highlight and target the nearest attacker 
of the targeted craft, which is extremely 
useful for defending weak-shielded trans- 
ports and the like. In the map depart- 
ment, the flat 2-D map in X-Wing has 
been replaced with a 3-D llight map in 
wtiich you can use the mouse or joystick 
to zoom in, zoom out and circle around 
all the craft in the vicinity. 


GOT THOSE HEADHUNTER BLUES A TIE Advanced pulls escort duty 
tor a Star Destroyer and tries to stay intact despite losing its front 
shields in a scrape with Rebel forces. 


JUST LIKE SHOOTING BEGGARS 
BACK IN REBEL'S CANYON 

One of the most controversial aspects of 
the original X-WiNG was the migraine-in- 
ducing dilFicully of some of the missions. 
While some missions where relatively 
simple to complete, others required an 
almost supernatural level 
of coordination and re- 
flexes, leaving some play- 
ers practically ripping 
their joysticks to splinters 
aftei' I'epeated mission 
failures. Thankfully, TIE 
I'Kai'fKR provides a num- 
ber of solutions to this 
problem. Fii st, there are 
three difficulty levels: 

“easy” Ibr novice players, 

“medium” for standard 
play, and “hard” for 
masochists. Flaying at the 
easy level will cause a 25% 
jjoint penalty to be allot- 
ted in each mission, while playing at the 
hard level adds a 25%- 
point bonus. 

Second, no TIE lighter 
is an island; you can usual- 
ly call for reinforcements 
during a battle by pressing 
“SHIIT-S.” Supply vessel's 
are usually available if you 
need to reload your mis- 
siles or torpedoes during 
the battle. Finally, a llight 
otlker provides you with a 
helpful menu of advice 
and information, both be- 
fore and after the battle 
has been fought. 

Just as in X-Wing, TIE 


FiGtrrtiR provides a number of training 
and mission options. In the training sim- 
ulator, the player must navigate an Impe- 
rial cral't through a series of 
obstacle-filled tubes. Accomplish four 
training levels in the same craft and 
you’re awarded a training patch. Next up 
is the combat chamber, which gives play- 
ers the opportunity to put each of the 
craft through their paces in a variety of 
combat missions. The combat chamber 
can also be used to replay battles that 
have already been fought in actual com- 
bat missions. As the player progresses 
through combat after combat, the com- 
pleted missions will appear here, ready 
for repla)'. The tech room pro\’ides a ro- 
tating 3D image and a variety of stats on 
each craft in the game, while the film 
room allows you to view your latest ex- 
ploits on tape. Finally, the battles sec- 
tion — similar to a Tour of Duty in 
X-WiNC; — puts you into front line action. 

At the outset, there are only four bat- 
tles available covering expected Imperial 
conflicts; pui'suing rebels, quelling civil 


FRIEND OR REBEL 
bogies, friendlies, 


SCUM? The flight map shows the position of 
and neutrals in both 2- and 3-D. 


war, building a base on the galaxy fron- 
tier, and battling pirates on the outer 
rim. As the player advances through the 
stoiyline, more battles become available. 

Perhaps the most impressive element 
of TIE FiGiri'LR is the plot and .setting, 
'i'he Empire is filled with intrigue and 
rife with treachciy, with secret societies 
and other factions vying for ultimate con- 
trol of the Empire. This complexity of 
plot and setting goes several steps be- 
yond the storyline presented in the X- 
WiN’G series, in which the comparatively 
ho-hum story always pitted the player 
against the forces of the Empire. In one 
battle, an oppoministic Admiral decides 
to defect from the Emjjire and side with 
the rebels, which ultimately results in a 
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DON’T SHOOT OR I’LL MOVE A TIE Defender spot welds a Rebel 
Corvette with quad laser cannon. A couple more shots like that and 
the crew will be sucking vacuum. 


graphics are iniproveci over X-WiNO, llicy 


coiiflici in which TIE figlilers and star de- 
sti'oyers are battling one another. For 
faithful X-\V’iiMG pilots who consider 
themselves to be Rebel to the core, this 
engagement gives them the opjjortunily 
to tlnally give in to the good side and 
blast some TIEs. 

In keeping with the layered stoiyline, 
players can choose two paths of advance- 
ment in the Imperial Navy. In the lirst, 
players can simply accept the missions 
given by their officer and advance 
through the ranks normally. But in addi- 
tion, the player can join the Secret Order 
of the Emperor, a secret society ol Imjje- 
rial officers dedicated to the Emjjeror 
and his aims. As expected, the Empiie is 
extremely intolerant of incompetence: 
I'ail too many missions, and youi' jhlot is 
likely to be shipped olf to a sweltering 
jungle Gulag for an indefinite vacation. 

SECRET WEAPONS 
OP THE IMPERIAL WAPPEN 

A rich game world amounts to nothing il' 
you don’t have a speedy craft, ecpiipped 
witli laser cannons to exj)lore it. TIE 
Eitari'KR doesn’t disappoint, giving play- 
ers an impressive number of Imperial 


craft to pilot. In addition to the standard 
TIE lighter, TIE Figh’I'KR give players the 
chalice to sit behind the controls ol' the 
TIE interceptor, TIE bomber, Assault 
Gunboat, and the very' latest in TIE tech- 
nology: the TIE Advanced. If the player 
chooses to delve into the campaign 
games, an even more powerful 'flE light- 
er will be developed and placed into ser- 
vice: the TIE Defender, a lliree-winged 
terror that is sure to give Rebel pilots the 
jitteis. 

At the beginning, however, the jilayer 
must make due with the standard I'lE, a 


(lying deathtraj) that tends 
to rupture like a thin- 
shelled pihata at the lirst 
sign of trouble. Thankftil- 
iy, the standai'd TIE is 
generally emjiloyed in 
missions where the tippo- 
silion is mediocre at best. 

In addition to new craft 
to fly, powerful new 
weaponiy becomes avail- 
able through the course of 
the game. Advanced mis- 
siles and torpedoes lly 
faster, track longer and 
inllict more damage than 
their less-advanced coun- 
terparts. Still further inlo ihe game, ad- 
vanced seci'el weapons — such as a 
pint-si/.ed tractoi' beam to lasso a fast 
moving target and reel il in foi' the kill — 
become available. 

In addition to new lighters, the world 
of'flE Fica-rrKR is filled with more than a 
dozen new types of supjiori craft. New 
mine and container types jirovide an 
endlessly diverse mix of obstacles to de- 
stroy and avoid, while new transport and 
attack cral'i are given for both tlie Rebels 
and ihe Empire. Even the 
ship class to which the no- 
torious Millennium Fal- 
coti belongs is 
included — the speedy 
Corellian transport. In- 
cluded among the new 
Imperial capital ships is 
the Interdiclor Star De- 
stroyer, a deadly craft 
which has the nasty capa- 
bility of preventing hyper- 
space travel within a 
certain range, perfect for 
capturing enemy vessels. 

Eveiy pilot lights better 
with a rousing light song 
lining his ears, and Impe- 
rial pilots are no exception, fhe music is 
artfully crafted, with a driving, martial 
tem])o not unlike a forceful Red /Army 
marching tune crossed with a heroic 
]ohn Williams soundtrack. As in X-WiNG, 
EucasArts has reproducefl the unique 
sounds of the Star Wars universe — such 
as the screeching wail of a TIE lighter 
and the sizzling “bhit” ol' a Rebel laser 
cannon — ^with remarkable accuracy. 

DEBRIEFING 

As polished as 'FIE Fituri'KR is, a few 
blemishes are apparent. .Although the 


fall short when compared to the texture- 
mapped objects found in other products. 
LucasAris opted for tlie more responsive 
game|)l;iy that polygon graphics jirovide, 
resulting in gretiler playability. The argu- 
ment between graphics quality and jilaya- 
biliiy is a lieated one, and TIE strikes a 
nearly ideal balance. TIE shares a lew 
limitations with X-WiNG: players can’t 
clioose their spacecraft when fighting in 
battle missions — you lly what you are as- 
signed. 'FIE also does not allow players to 
assign their own wingmen. In the Or- 
wellian woi'ld (.if the Empire, your wing- 
men have been chosen for you. Finally, 
X-WiN'G grognards may find many of the 
missions — even at the “Hard” dillicully 
setting — to be a bit on the easy side. 

'Fhese tjuibbles detract little from what 
is a clearly superlative product. "Fhere 
simply isn’t much to dislike about the 
game. With its addictive game-play, 
pulse-pounding soundtrack and engross- 
ing stoiyline, 'FIE FttartT.R is clearly the 
best space combat game yet released 
from the creative Ibiks at LucasArts. Mo- 
dem and serial support would have been 
welcome, but enough said. The Empire 
ivill have yoti, young one; seiwe well, and 
you will have your reward. W 


THE EDITORS SPEAK I 


TIE FIGHTER 

RATING 3ft it 2ft 

PROS An excellent sequel to a 
gaming classic. 'FIFI Fi(ii rrt;R brings 
loads of new and impro\'ed features, 
and a great stoiy to a proven game 
system. 

CONS \’eteran X-Wingers may scolf 
at the easier mission dilficulty. 



LOAD IT FOR BEAR Unlike X-Wing, you can equip your Imperial craft 
with armaments like advanced torpedoes and tractor beams to try 
Rebel craft like a womp rat in a reactor vent. 
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REMEMBER THAT GAME 

YOU PLAYED SO MUCH YOU 

LOST YOUR GIRLFRIEND. . . 

YOUR JOB... YOUR CAR... 

GOOD NEWS. . . 

IT'S BACK. 


LODE RUNNER® ^ 

THE LEGEND RETURNS J 



It's more addicting than ever. With aLL new graphics and sound effects, plus 150 new Levels of non-stop 
RUHHER action. Play alone or head-to-head. Use the Lightning-fast Game Generator to create torturous worlds 

imicwnMi , 

■ of your own. See your retailer or call 1-800-757-7707 (Ask for offer D845). 


SIERRA* 


Available for: DOS, Windows, MAC, DOS CD-ROM. LODE RUNNER isa regislered irademark licensed exclusively lo Douglas E. Siniili. ©1983, 199d Douglas E. Sniiih, Sierra On-Line Inc. All rights resened. 
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Its What Happens When En^ 
Bnt Have To Drive Over J 



With a S-lil/r IW rnid tiL'iu SOnnn morhiiH' gum, 
the Q-CAB irill Mote' aieuy (inylhing else on the rnad. 



A restmiuiug device 
in hannony 
xc:ith our overall 
philosophy: the 
best defense 
is a good 
offense. 



You ana 21st Century cabby in a '52 Checker hovercab armed with machine guns. Pick up a. 


With a nvolutiouary new 
titanium bumper, 
inancuvcrability 
simply wasn't a priority. 




GAMETEK 


Available for IBM PCS and compaiibles on 3.5 disks and PC CD-ROM. Coming 


(or 3DO. To lest drive a Q-CAB, visit your local QUARANTINE™ retailor or coll l-SOO-GAME" 



leers Woik h An Ivoiy Tower 
Few PedestriansTo Get There. 




'lb make your journey as peaceful as possible. 

we've installed a targeting system that can 
eliminate the inconvenience of busy nvsswalks. 



A full 180 degrees of unobstructed visibility. 
Offeiing the driver complete awareness of the road, 
making potential accidents easier to pursue. 



-op off fares as you shoot your way through the quarantined city of Kemo. Escape if you can. 


QUARANTINE'" 

The relentless pursuit of the pedest/ian. 


It boasts an impressive drag coefficient of 0 . 60 . 


1994 GameTeWImagexcel. All Rights Reserved, 


Ckck‘ Ki-.xlcr Servico tftiH 
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;; Fighting With 
; RankAn(i\^d 

^ I 

jj SSI’s Dark Legions Combines Good Graphics, 
Bad AI, And Ugly Creatures 

by Dave Pyron 



T he enemy minions advance, 

■I'HKIR (.ROTESyUE SHARES SILHOl - 
E'l'EED AC.AINST A liLOODV SUNSE'E. 
Although we’ve maneuvered well 
and are prepared for battle, our 
front ranks are caught by surprise as a 
Scream of Terror, the battle ciy of a De- 
mon, rattles the teeth of our stunned 
troops. Hori'ible to behold, the Demon 
quickly dominates 
the battlefield with 
its sup])orling 
ranks of foul 
mouthed, (lalulent 
Ores. My front le- 
gions show signs 
of breaking — I can 
wail no longer, 
and 1 unleash my 
own legions of 
darkness, A Fire 
Elemental, swift 
and deadh’, 
dances its (ieiy fla- 
menco within the 
Orcish ranks, 
sending the sur- 
vivors Heeing for 
cover in which to 
lick their smoking wounds. Adding to the 
conilision is an Illusionist who makes the 
Fire Elemental appear to be everjAvhere 
at once. My Shapeshifter transforms to 
fight fire with fire, and catches the ele- 
mental by surprise, sending it back to the 
Netheiworld in disgrace. With the enemy 
in disarray, 1 send in my Ber/erkers to 
finish off the scattered troops. Even be- 
fore the last Ore skull has been bashed, I 
give thanks to the appropriate deities 
and begin the ritual cleansing, for niv 


mind is already far I'rom the battle- 
ground, searching for the final hiding 
place of the mysterious Orb of Power. It 
is said that he who controls the Orb, has 
all the world at his command. 

THE DARK SIDE OP ARCHON 

SSI’s Dark Lecions is a hybrid game ol' 
strateg)' and action that owes no small 
debt to the first 
such hybrid game, 
Arcmon. Like Ar- 
citON, Dark Le- 
(HONS can be 
bloodlessly cleaved 
in half, leaving two 
distinct parts: the 
strategic poi'tion, 
where |)layers care- 
fullv maneuver 
their characters 
much like a game 
ol' chess; and the 
action sci'een or 
battle map where 
two “pieces” duel 
to the death. In 
this way, the game 
is a well rounded 
exercise that demands both rellex and 
refieclion, muscle and mind. 

Before engaging in a battle, )’ou must 
choose bettveen several “quick start” sce- 
narios or a “.setup” game. 'Fhe {juick start 
scenarios make good introductions I'oi' 
novice players, since the dilficulty settings 
are .set on the “hopeless" or “weak” scale. 
Of course, most players will soon find 
these pre-fab skirmishes lacking in 
depth, and will graduate to the recruiting 
and map selection that is the strategic 


core of the "setup” games. 

Customization is the key, as itj) to .oO 
characters may be purchased and distrib- 
uted strategically about the battle map 
alongside deadly traps and magical rings. 
Phiyers will find themselves UjD to their 
waist bands in options and possibilities, 
with jjotential terror and mayhem limit- 
ed only by their imagination. 

The rings, of which up to five may be 
given to anv of your valiant soldiers, in- 
crease character attributes such as power, 
stamina, speed, life-lbrce and rejuvena- 
tion. Skillful allocation of these magical 
aids tvill pro\’e invaluable to youi' fantas- 
tic forces, often giving your chosen war- 
riors the extra edge needed to survive 
even the deadliest armed encounter. 
Strategically placed magical ti'aps can 
bring the most deacll)' of oppements to an 
ignoble end: pushed over the bi'ink to in- 
sanity, immolated by an uncaring (lame, 
or |3erhaps sucked into a vortex and 
Hushed into the sewers of space-lime. 

Victoiy in Dark Lecrons is achieved by 
killing the enemy’s Orb-Holder, the 
character yon have designated during 
game setup. 'Fhe bearer of the Orb does- 
n’t actually lend an)’ strength other than 
his presence to the battlefield, but he 
must be protected at all costs; in this way, 
he is much like a king in Che,ss. Oeneral- 
ly, it is a good idea to assign suitable es- 
corts to the Orb Holdei' lest a last moving 
Wraith or ^Vater Elemental execute a sur- 
prise attack and "grope” or flood his way 
to victoiy. Although a strong warrior such 
as a Demon is often given the Orb, pai - 
ticularl)’ crafty opponents may seek to de- 
ceive an unwaty rival by giving the Orb to 
an ore or other lesser creature. 


Dark Lecions 


Price: $69.95 
System 

Requirements: 

IBM compatible 
386-33 or 
better, 4 MB 
RAM, VGA 
graphics, 40MB 
hard drive 
space (full CD 
installation), 

CD-ROM drive; supports most major sound 
cards. Floppy and CD versions available. 

# of Players: 1 or 2 (modem) 

Protection: Documentation Check (floppy). 
None (CD-ROM) 

Designer: Silicon Knights 
Publisher: Strategic Simulations, Inc. 
Sunnyvale, CA 
(800) 245-4525 
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Men AT Sea 


j 


T o AH ABLE-BODIED SEAMEN WHO 
HAVE A MIND TO DISTINGUISH 
THEMSELVES AND SEEK THEIR FORTUNES, AN 
OPPORTUNITY IS NOW OFFERED. 

BE PREPARED, FOR YOU WILL ENDURE TESTS 
OF COURAGE AND SKILL AS YOU VOYAGE TO 
distant and newly CHARTED PORTS IN 
PURSUIT OF GREAT WEALTH. 

BE ALERT ... ANNOUNCEMENTS PERTAINING 
TO THESE HIGH SEAS ADVENTURES ARE 
FORTHCOMING. 



Coming Soon 



/ 


I 




LIVE BY THE SWORD, 

DIE BY THE DEMON 

After selection and placement of wai‘- 
riors, rings, and traps in tlie starting 
zone, youi‘ chai'acters will advance, move 
by move, across the battlefield and en- 
gage your opponent in a mortal duel. 
Masieiy of the particular strengths and 
weaknesses of each of your characters is 
essential in battle. Fire Elementals sling 
fireballs faster than a Roman Candle, but 
are powerless when confronted by their 
nemesis, the Water Elementals. Lumber- 
ing across the landscape, Trolls cari-y a 
vicious-looking club that can crush an op- 
ponent with one swing, yet are slow to 
evade attacks by an adept Vampire. Per- 
haps the most fearsome, however, are the 
Demons. Four clawed arms combine with 
searing lire-breath, allowing Demons to 
fillet and liy their opponents as if they 
were Satan’s master barbecue chef. 

Other battlefield denizen rely far less 
on brute force, 'fhieves’ g)'mnastic abili- 
ties give them a defensive advantage, but 
their small throwing daggers are of little 
effect in most encounters. Vampires flit 
about serenely, then suddenly swoop to 
drain the life-force of 
their victims. Wraiths 
reach out to unwaiy prey, 
with bony hands clutching 
vital energy from their 
foe. 'fheir cousins, the 
Phantoms, use the cloak 
of invisibility to sneak in 
close and taint the living 
flesh of their victims with 
their leprous appendages. 

While expensive. Conjur- 
ers are invaluable if your 
forces are thinned in bat- 
tle, as they summon addi- 
tional creatures to the 
])ai-ty. 


found myself looking fonvard to a light, 
if only to hear the war ciy of the Fire Ele- 
mental, “Ytm shall burn!” 

Also noteworthy is the attention to 
graphic detail. Each tvan'ior ap|)ears as 
an artful fantasy of vibrant colors and 
subtle shading. Demons are drawn in 
hell-lire red, wiz.ards wear ri|}j)ling cloaks 
of dark blue, and the putrid mauve of 
Ores makes one think ofcariaon. The 


UGLY SONS OF WITCHES The forces of light (Berserker and Fire 
Elemental) face the fearsome forces of darkness (Demons, 
Berserker, Ore and Troll) on the strategic map. 


YOU SHALL DROWN (IF YOU DON’T CLOBBER ME) The player’s 
Water Elemental mounts a Tidal Wave Attack against a Troll in 
combat mode. 


through it all, lightning and thunder 
crackle, providing percussion for the 
haunting music. The presentation, on a 
whole, is captivating; even alter many 
hours of play, I am still intrigued by 
D.ark LixaoN’s spectacles. 

A SIDE TOO DARK 

Unfortunately, Dark Lix.kjns has some 
unintentionally dark corners. The pro- 
longed setup time when 
playing by modem re- 
Cjuires players to have 
monumental patience. 
Worse is the unfairness of 
the com|}uter intelligence 
at higher dilliculiy levels. 
During setup matches, the 
computer can be awarded 
up to twice as many |M)ints 
as its human counieri)art 
to allow for the presum- 
ably inferior intellect of 
the computei'. Good com- 
puter intelligence is cru- 
cial to iiny strategy game, 
and I looked fonvard to a 
cunning and shi'ewcl op- 
ponent. It was with dismay that, instead, 1 
faced a ntimei'ically superior force, but 
with the same klui/.y moves used in the 
“ea.sy” levels. One also feels cheated when 
dtieling in the ai'cade portion of the 
game at itppei- levels. Again, the comput- 
er pieces are given extra skill points, suj)- 
posedly to deal with the supei'ior redexes 
of we humans. This becomes especially 
frustrating when your lethal, almost god- 
like, demons are defeated handily by the 
likes of mere ores oi' bei'serkers. 

If the design team had sjtent some 
cjuality lime with the computer intelli- 
gence, Dark Lkchon.s could ha\’e been an 
all-time winner. As it is, it’s a beautiful 
game that offers a lot uj) li'oni, but cjuick- 
I)' peters out. iv 


YOU SHALL BURN 

The graphics and sounds of Dark Lt;- 
tatJN.s ai'c as fmely tuned as the balance 
between action and strategy. During indi- 
vidual battles, both combatants grunt, 
wheez-e, sci’cam, and hiss in keeping with 
the action. At the moment of death, a ciy 
of agony gurgles forth from the van- 
quished. Each piece also has a trademark 
challenge or remark that it makes upon 
entering into battle. The demon growls, 
“Vou shall feel jniin,” while the sub-men- 
tal troll di'ools out, “Me crush you.” 
These audio bits and blurbs added so 
much to the (piality of the game chat I 


characters move in accord with their 
physical foi'in: 'Frolls cluiuji clumsily, hu- 
manoids hulk, elementals w;irp aiicl twist 
in sujDple slithei'ings, and Vampire Bats 
(lap throttgh the air like pteranixlon. At 
the same time, like a musical motif, a 
sound charactei'istic of each cretiture ac- 
companies its moves. Just slightly over- 
done, this aspect could become tedious 
alter several days of play, but it provides 
an element lacking in so many games of 
this geni'e. The battle map undergoes a 
daily cycle of daylight, dusk, and dark, 
with no small effect on the strengths and 
Aveaknesses of the combatants, and 


THE EDITORS SPEAK I 


DARK LEGIONS 

RATING 

PROS A great mix of sti'aleg)' and 
action that requires both brains and 
brawn. Hot graphics and sound. 
CONS Modem jday is op|n'e,ssiveIy 
slow. Computei- opponent is weighted 
unfairly. Higher dilliculty levels grant 
the computer more “mimbei's” rather 
than more smarts, making the arcade 
action frustrating. 
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Foi All You Ulargameis Out Theie 


ll's pt game on your leims. Hex-based. 


laclical. detailed. Sounds good. Looks euen 


better. You know the rules. Time to play. 


The Futuie of Combat is Hour. 


'Tactical, turn-based hex waigame 


Superb 2S6 color SHGA graphics 


full scenario builders unit editor 


16 types of near-future military hardware 


Kodem play 


I hex = 1km {range] 


1 turn ' 5 minutes 


fully animated mouement £ combat 


Impressions 


IBKPmSciemhQlsirtapaii) 




EPSON STYLUS INK JET 


KOSS HO 50 SPEAKERS 



Thft bo^l color ink'[el In ihe morket today. Incredible 
720 DPI resolution. Exclusive Epson Stylus Technology 

other ink'jBt printers, gives the shorpest, most brilliont 
color output. Get 720 DPI color performonce on spe- 
ciolly,cooted paper For stunning results. Special 
Windows pnnler driver soFlwore lor faster printing. 
Build in sheet Feeder For single sheets, envelopes, and 
transparencies. Two yeor worronty.Parallel Interlace. 


Hear the difference. Koss adds a new dimension to 
your mutimedio PC. HD SO Speakers have duol 
ompliFied drivers ond 4.S watts per chonnel. Bass 
ond Treble controls, ond miaophone • heodphone 
jacks offer the greatest Rexibility. Magnetically shield' 
ed to protect your screen rmoge. Full sound for your 
games, music, ond pleasure. Compotible with the 
besi sound cord technology. Gel fCoss for mullimedia 
sound performonce. 

KOSS #36173 $3; 


Since 

198S 


‘ 1 800 - 228-7449 


EPSON law #35600 


Order Line Only 



IBurrealisIrc 
I future of coil* 
Ino gombling. 
I Come to 
IVirlual Vegos 
land wonder 
llhtuo Cyber- 
ICosino where 
I beautiful 
{blackjack 
[dealers try to 

Ihcorr and 
lyour money. 

I Your goal; 


[One of the 
[season's top 
[now titles. 
[This Is a visu- 
[ally stunning 
jinterocllve 
[movie that 
stokes you loo 


[All the origt- 

Imnnt from the 
loriginol loser 

[Rescue the 
[fair Princess 
[Dophne from 
[singe Ihe EVIl 

[dragon. 

I Re live the 
[originol quest 
ladvonluior 
fond his bot- 
{ties thru Ihe 
Icastlo of the 
(Dork 

Iwiziard; 

[keeping out 
of the clutches 


I World Wor III 

[Francisco. 
iTron sport 
I yourself to □ 

[viRTUAt 
WORIDfull 
[of people ond 
(places shown 


fight daemons ond for 


live in 0 mystical land deciding the fate of heaven 
ond earth. Twin brothers, seporoted from birth, nev 
meet until their own trite, dork destiny forces them fc 
fight to stay olive, rescue lovefy maidens, stove off 
menacing enemies. All part of the quest to be Ihe 
Ruler of Xentar. 


[empty your 
[wallet. The 


ploy ‘ Ihe more ployful it gets. Written by the crazy 
editors of NATIONAL LAMPOON, this gome is 
pocked with over 600 meg of stunning graphics, and 
feotures quicktlrriD video, and voice recognition. 


detoil, giving the sense of actually Lseing there. 
Hollywood stars odd tolent ond believobility. Ongmol 
music score ond hlquolity digitized voices ond eKecis 
moke this eye appealing and exciting title a itunning 

ACCESS IBMCO #32937 $5( 


MEGATECH IBM CD #35209 
DOS #31595 


ElECTROMEDIA IBWCO #35816 


READYSOFT BMCD #31493 


ADVANCED ORDER 


35976 I St Encounter - DOS 30 

35975 I It Encounter -IBM CD 30 

3601 1 Absolute Zero -MAC CD 38 

35254 Aces of the Deep -IBM CD . 45 

34302 Advanced Civilization - DOS 35 

35311 Babylon 5 -IBM CD CALI 

34650 Boflledrome - DOS 34 

34448 Botllodromo-IBMCD 38 

34638 BioFotge Interactive Movie - IBM CD 48 

33389 Biolorge Interactive Movie - DOS 47 

32980 Blood Net -DOS 39 

34696 Command ond Conquer - DOS CAIL 

35736 CyberSpoco • IBM CD 40 

35738 Down Potrol - IBM CD 41 

35944 Family Feud MPC - IBM CO 25 

35744 Fleet Defender: F-14 Scenoria - DOS 30 

34154 H.A.W.C.-DOS 26 

36048 HordBoll '94 . IBM CD CALL 

35946 Hell -IBM CO 45 

36047 Jack Nicklous Signature Golf - IBM CDCALl 

35326 King's Quest VII - IBM CD 49 

35328 Leisure Suit Lorry Anthology - IBM CD ....45 
333&SAAech Commander -BMCD 44 

36049 Mission Ciilicat '95 - IBM CD 34 

35739 Pocilic Air War: 1942 Scenorio - DOS ,,30 

34065 Phcnlosmogorio • IBM CD 49 

35331 Phonfosmogorto - MAC CD 49 

35745 PirotesI Gold - WINDOWS 46 

35941 Quoronlino - IBM CO 40 

35754 SimTowar • MAC CALL 

11575 Squad Leader - DOS CALL 

34568 Star Trek: TNG; A Final Unity - IBM CO., 58 

23 1 34 Terror of the Deep - DOS 35 

23 1 48 Terror of the Deep - IBM CD 35 

23194 Tenor of the Deep - MAC 35 

36012 Test Pilor-IBM CO 42 

36013 Test Pilot -MAC CO 42 

32154 The Dig -DOS 41 

32859 Vicsory at Sea -DOS 41 

34345 Viper: Assoull on the Outfit - IBM CD 4 1 

34276 Winn Commander III - DOS CALL 

34763 Wilchworld - DOS CALL 


IBM RECREATION CD 


33683 lO-Yeor Anthology Ctossics 

32903 11*1 Hour. 

29037 7th GuosI 

32855 AD&D Dark Sun: Shattered Lands.... 

35878 AD&D Dork Sun: Wake Ravoger 

32925 ADSD Oungoon Hock 

34161 AO&O Genie's Curse 

34 1 65 AD&D RovenloR: Strahds Posses 

36009 Absolute Zero 

34717 Aces ol the Pociflc 

34719 Aces over Europe 

33011 Aegis; Guordion ol the Fleet 

35365 Air Warrior Super MPC.. 

35606 Alien legacy 

35720 All Pro Foorisoll 

32513 Alone in the Dork 

35669 Amvored Fist 

36010 Bondirs 


36042 Bonle (sie 2200 . . 

32602 Benoolh a Steel Sky 

33860 Buzz Aldrin's Spoce 

3S316 CoprSol Puniihnvml 

35442 Celebrity Poker MPC 

35005 Championship Pinball 

35420 CheisMostor 4000 Turlso MPC.... 

34031 Command Slorship 

33909 Componions of Xonth 

34659 Cowboy Casino 

33400 Crllicol Potn 

32715 CybetRoce 

35768 Cyberjudos 

36043 Cyclemonio 

34973 DDoy: Operation Overlord 

33235 Doemontgore 

33920 Dare to FF, 

34163 Dork legion 


33701 Groat Naval Battles 11 

32120 Greet Novot Battles Pack.... 

34149 Hond of Fote 

33905 Horvesfei 

35B63 Hockey 95 

34421 Horde 

3 1 790 Humons 

35346 Incrodibitt Machine 2 

35350 Incredible Toons 

31351 Indiano Fate of Atlantis 

34759 Inherit the Eorth 

31 162 Iron Helix 

32128 Journeyman Project 

34347 Jump Roven 

31132 Jutland 

34702 King's Quest AuiBsology . . 

30892 King's Quest VI 

32904 King's Quest VI Upgrade 


l'ILtL-Ll VolUL- 

LLd'io U. 

- r'l 


Qi&c 



Call for Pricing! f 


30880 Doy of the TentocFo 

36044 Deothgole 

31493 Orogon'r loir 

35800 ESPN; lei's Ploy Boseboll 

35809 ESPN: Lot's Ploy Soccer 

35812 ESPN: Lot's Ploy Tennis 

35361 Empire Delua Moiiin EdlBan 

34740 Folcon Gold 

35769 Fighter Wing 

34348 Five on 5.. 

27755 Flight Simulator Toolkit 

35323 Freddy Phorkos 

34613 Freeloncer 2120 

35312 Frord Poge Sports: Basebol.,,, 
35315FTontPageSpo' ■■ ■■ ■''' 
32784 Gabriel Knight. 


35209 Krt^ oi XMv __ 

32591 labyrinth of Time 

32526 lands of Lore 

33294 lownmower Man 

32792 Leiiuro Suit Larry Vi... 

35322 Lode Runner 

31348 lord of the Rings 

35737 IzM Urn . 

31815 lost in Time 

34349 Lunicus 

33703 MPEG 

34628 MPEG 
34623 MPEG 

34629 MPEG 
35364 MPEG 

34630 MPEG 


lord of the Rings.. 

Mon Enough 

Outpost 

Polico Quest tV .... 


35363 MPEG • Piycholron 

34627 MPEG • Return to Zotk 

34624 MPEG - Space Ace 

35773 Maelstrom 

32595 Mon Enough 

34559 Mottiac Sports 

36008 Maitot of Mogic 

34155 MechWoniorll 

333 1 0 Mogo Race 

34665 Metoltech: Earth Siege 

34010Microsofl Boseboll 

31659 Microsoft Golf 

34741 Mig.29Gold 

33217 Might & Magic World of Xeen .. .. 
34796 Milennrum Auction 

34743 More Incredible Mochine 

33204 Mysl 

35664 No VibvU Order. 

34173 Outpost 

34911 Pacific Strike 6 Speech Pock 

32791 Police Quest IV 

35305 Privateer 

35774 Psychotron MPC 

35332 Quest for Glory IV 

34609 Roiden.... 

32155 Rebel Assouir 
3471 8 Red Boron/A 1 0 TorA 

35449 Return to RingWerld 

31705 Return to Zort 

11497 SSN.2l:Sea Wsif 

32153 Som & Max Hit the Rood 

35943 Soturday Night Live 20th 

342B8 Souius 

30708 Scrobble Deluxe 

32515 Shadow of the Comet 

31479 SimCity Enhanced 

34086 SimEarth 

34866 Spoce Hulk 

34693 Spoce Queer A/diology . 

34296 Speor of Destiny Super CDPok.... 

34608 Spectre VR 

35724 Slor Crusader 

29366 Stor Trek 25th Enhonced 

3402 1 Stor Trek: Collectibles Guide 

34343 Star Trek; DSN -The Hunt 

34350 Star Trek; TNG Tech Monuol 

32109 Strike Commandet/Tcclical 

34425 Superhero, leogue of Hobciien ... 

35872 System Shock 

35018 Terminotor: Rompoge .. 

34916 Theme Pork . 

35309 Tony LoRusso Boseboil It 2.0 

30925 Ultima Underworld I & tl 

15416 Ljltimo Vilt; Pogon w/ Speech 

35421 Ultimofe Domain 

32937 Under o Killing Moon. 

3604S Unnecessaiy Roughness '95. 

32460 Video CuLse Space,,,. 

35400 Warren Miller's Skiing Sofori 

34202 Who Shot Johnny RockT 

34573 Wild Blue Yonder: Episode One ... 

35874 Wtng Commander Armada 

35405 Wings ol Glory 1917-1918 

30408 VMsIfeock 

33068 World Circuit Grond Prix 

33917 Wtoth of Ihe Gods 

35439 Zephyr 










CROSSWORDSi 


Circle 










TIMEOUT SPORTS 8ASEBAU 



Order Line Only 




MICROIEAGUE WW #34634 


$21 


$30 



No Goieboll 
Strike Here. 
AlllSe 1993 
Boieball ploy- 

500 Sioli&tici. 
Mange yoor 


j^y^All (hot you 




I DerIgn loy- 
ouli and rur 


lllon of the 

InFL. Use The 

[real NFL ploy* 


limogine ; sTo- 
Iries, prctum, 
lorvd sourrd. 
nheie ele- 


frorn the 


^ '^'4 Ics-run loyoiih 

outs detailed 

^ j rnalion, and 

. foitclock dir- 

reolism. Weothet, time of day or night, speed, - all 
Functions ore odjusToble. Run up to 0 troinsot once. 


lin the comput' 

Icreote stories, 
lodd- in their 


rtioko the 
playoffs. 
Trode, devei- 


I Authentic 
I99d foot- 
IboU Fields 
land stadiums. 
jFontasy ploy 

thru PRODIGV 

'or FSP Bulletin 


ent.UptoSO 

■ 25 on the 

the AAA level 

or disabled list and 10 in the low minors. Work with 
your Favorite players for their whole carpers. Hondle 
30 teams in 3 divisions per loogue. 


hundreds 

J of 

picture cards 
animols, 

colors. All oF 

the stories con be printed out -to moke your child ,the 
stor, the diroctor, or tire creator of their own stories, 
post-cords, csr live norrotives. A delight forthe imogi- 


Board . Automatically down It 
Weekly STATS thru FSP or Proc 
Optional RESET SEASON lets > 
league scoring. 

SPECTRUM DOS #35713 

BM CO #35712 


load the I99il NFL 


ABRACADATA WM #26142 
DC6 #22956 
M*C #26142 


PSIEN'SIEW^ BMCD #35823 
MAC CD #35828 


SIERRA ONIINE BM CD #35312 


MAC RECREATION 


33364 Abne in the Dork 

34167 Astrochose 

33640 Axis the Gomecheater 

32003 Caesar 

32239 Caesars Polace 

30493 Carriers At War 

27185 Castles II 

30391 Citadel of the Dead 

29214 Civiliiotion. 

34304 CyberRoce 

32714 Dork Seed 

34027 Detroit 

33534 Empue Deluxe. 

3461 0 Evdulion 

33089 F-117A Sleolth Fighter 

33737 Flight Commonder 

26045 Flight Simulolor 4.0 

21495 Flying Nighlmores 

34612 FreeLaru:ei2120. 

34883 GJNelix 

34172 Gobriel Knight 

25497 Harpoon II 

35351 Incredible Toons 

29667 Indiana Jones Fate of Allonlis 

35440 Inherit iho Eoilh: Orb Guest 

33995 Joopordy Sports Edition 

32703 jeopordy with Alex Trebeck 

30332 King's Quest VI 

30705 Legend of Kyrandio 

33398 Leisure Suit lorry VI 

35257 Links Pro w/ Harbortown Course 

3532 1 l^e Runner 

31684 M4 Sherman Tank 

32969 Mac Altock 

32970 Moc Full O'Mumans 

32841 More Incredible Mochines 

33466 Oxyd Mognum 

33824 PGA Tour Golf II 

32 1 72 Pothway into Doikness 

34174 Police Quest IV 

35289 Populous II 

33826 Powetmonger 

35 1 35 Prince of Persia II 

34863 Quest for Glory IV 

34597 Raidpn 

31560 Royal Flush 

26522 SimAnI 

32616 SimCily 2000 

33916 SimCily 2000. Great Disoiters ... . 

31456 SimCity Clossic 

34799 SimCi^ Classic Grophlcs 

28383 SimLile 

22090 Solitaire Antics 

35447 SpocaWard Hot IV 

33391 Spectre VR 

31474 Star Trek 25lh Anniveriory 

34342 Stor Trek: DSN -The Hunt 

35360 SfrotOMatic Boskelball 

33465 Sword of Sedon 

35 i 59 TacOps 

34915 Theme Petk 

35775 Tom Londry Footfcjoll Deluxe 


22956 Train Engineer 

33912 U8oot.. 

32971 Valkyrie 

25515 Vegos Gomes Enterloinmerst Peck 

33635 Virlus VR 

29248 Wheel of Fortune w/Vonna White 

35870 Wolfpock 

34450 World at War: Opeiolion Crusader .... 
34180 Zig Zog 


MAC RECREATION CD 


33603 nth Hour. 51 

34592 3 Ballocins 30 

31472 7fh Guest 50 

36046 Ak-Pto Football 35 


34723 Labyrinth of Time 47 

33353 lownmower Mon . . .39 

36026 Leisure Suit lorry VI 42 

33541 Lunicus 43 

26461 Modness oF Roland 35 

34560 Monioc Sports 30 

35443 Might & Mogic World oF Keen 4 1 

32296 Myst 46 

35398 No World Order 25 

34236 Planetary Taxi 29 

34720 Police Quest IV 42 

34581 Rebel Assault 45 

33914 RodshiFi 48 

25496 Return to ZorL, ..46 

35942 Solurday Night Live 20th 45 

35755 SimTown CALL 

25473 Sitting on the Form 32 



35766 Castles IliSiage 8 Conquest .35 

34578 Chossmaster 3000 34 

26459 Cyberplosm Formula 33 

33919 Dare to Fly 41 

33689 Doik Seed 39 

34595 Evolution 30 

35138 Firefighter 21 

26874 Flying Nightmares 38 

34614 Freelancer 2120 41 

34722 Gabriel Knight 45 

27866 Heil Cob 50 

32951 Indiana Jones Fate oF Atlantis 39 

35441 Inherit the Earth: Otb Quest 35 

30822 Iron Helix 58 

30442 JourneyMan Project 45 

33998 Jump Raven ,43 


21435 Soft Kill 26 

33553 Spectre VR 42 

34344 Star Trek: DSN - The Hunt 41 

34351 Slot Trek: TNG Tech Monuol 35 

34724 Syndicate... 36 

34917 Theme Patk 40 

29639 Totol Diitoifion 75 

34346 Viper: Assoull on the Oulfd 41 

32 1 33 Viituol Torot 30 

35399 Worren Miller's Skiing Sofari 47 

34574 Wild Blue Yonder . ...38 

35871 Wolfpock 36 

35491 World Cup InletociivB 30 

33918 Wrath of the Gods 43 

34261 Kplora I : Petei Gobnal World 27 


SOUND CARDS 


26433 Audio Mogicion I6C0.... 

33346 Audio Mogicion Plus 

30958 AudioMan 

35760 Aztech SoundGolaxy Novol6 

35761 Aztech SoundGctaxy Novo16Exlra ... 
34224 Digital Sound Pro 16 .... 

31615 Digilol Sound Pro 16 Plus 

20247 Gravis UltraSound 

26292 Gravis UltraSound Mox 

33725 Gravis UltraSound Midi Adopter 

27926 Jazz Soundcoid SCSI 

31059 Port Able Sound Plus 

35056 Premium 3 0 MuliiCD 

35055 Premium 3-0 SCSI2 

35054 Pro 3 D SCSI2 w/ Woveioble . . 
32059 Pro Audio 16 Bose 

30563 Pro Audio Studio 16 

27503 Pro AudioSpocUum 1 6 

34615 ReelMcsgic tile 

32312 ReolMagic Mulfimedio Ploy bock 

32031 RolondRAP-IOAudio Producer 

35430 Roland SCD-IO DB Sound Canvas 

35628 Roland SCD-15 DB Sound Canvos 

32530 Sound Blaster 16 MCD 

32533 Sound Bloslor 16 MCD ASP 

32531 Sound Blaster 16 SCSI-2 

32532 Sound DIasloi 16 SCSI 2 ASP 

34807 Sound Blaster 16 Volue Edition 

21735 Sound Blaster AWE32 

34661 Sound Blaster Pro Value Ed 

34660 Sound Blaster Value Edtlion.. 

30090 SoundMon 16 

33751 SoundMcn Wave 


SPEAKERS 


35543 ACS-lOO 1 Speoler Poir .103 

2BI22ACS-300 1 Speakers w/SubwooFer 240 

30475 AR Partner 5?0 Speaker System 253 

27392 Koss HD-1 Speakers 24 

27950 Koss HD-4 Speokers 39 

30730 Koss HD6 MPC Speakers 63 

32220 Lobtoc CS-1 000 Speakers 74 

27905 Lobtoc CS-700 Speakers 29 

31689 lobtoc CS-aOO Speakers 32 

32220 lobtoc CS-900 Speokers 62 


CD DRIVE UPGRADE 


35857 4PLEX Quad-speed EXT w/ctrl . . . .704 

35856 4PIEX Quad-speed EXT wo/ctrl 642 

35855 4PIE* OuodipMd INT w/orl 582 

35103 4PLEX Quod-speed INT wo/ctil 499 

35733 Aztech CDA26BOIAFP INT w/Cirl 142 

35762 Aztech SoundGolan Orion 16 122 

35734 Aztech Voyager INT MM Kit . 305 

35735 Aztech Zola INT COJiOM w/Ctil 151 

21729 DigilalEdge 3X INTCDROM 734 

34144 DoubleSpeedv Ext. Upgr. Pro Audio 16556 

34948 Family Deluxe Mulfimedio Kit 349 

31530 Fusion Double CD Intetnai Kit. 308 













Lois kids ' 


Thrilling mvlri- 


OKporionco in 
V*bdd War II, 


IwiATION. 
IWolch, hocr, 
land relive the 
I lives of iKose 
I first jel pilols. 
Ilho 'Sky's the 

Isupersonic 
I (light are 
Ihlghlightod 


with real bito. 

AdmiterL • 
Hunted. 
Witness iho 


pojnt their 


adventure in 
a 3D briefing 


\mc 


I power, grace 
land fury of 

[ttsisunder* 
Istood preda- 
llor. This spell 
(binding multi' 


(supplied!' b 
Iho hero of 
their own pr 
ductions • or 


tKA between key 

battles, aces, 

jt . . and planes 

■; lhal take you 

^ ^ |l^lnnjnglO 

oir war 3D models and Inlerocitve (oct cards can 
help you compote choroctetislics of feotured oitcrofl. 
Potticipole in ihe fascinoling bottles of World War II 
with short video documentaries, biogrophies of flying 


(full color pho- 


I I jfQ 'niicharactori. 

Fun lor ihe 

whole fomily' eosy lo use! Props, scenery, background 
colors, exotic flowers, and sound effects con oil be 


[ration gives 


'includes 


occloimed book. The X PLANES Isy Miller and 
Hallion. Over 30 minutes of Kill molion, full color 

exciternenl, donger, ond the speed • get JETS I , 

MEDIO MULTIMEDIA MFC #36072 $ 


if spectacular pholographs, 30 rninules of loo close 
'ideo, eosy-to-tood lext, interviews with lop sho'k 
ixperts, ond o funJiIted concentiolion gome for all 


odded to the produ 


DISCOVTRY OiANNEL MFC #36110 


KNCVVLHXSE ADVENIIJRE MFC #27660 


Moke music 


^A.D.A.M, : 

jthe Inside 
Story is the 
k i Biilfimntn miitli* 


(Amerlcon MA 
(Shermans, 
(Tigers of the 
(Third Reich. 

I the tanks lhal 


INSTANTLY 
ond EASILY 
with Easy 
keys I Turn 
your sound 

electronic key* 
boord and 
JamBox. 
Create. Ploy, 
ond record 
rrffs, chords, 
ond Melodies 
with ihe orv 


Build your 
own Gtmodo 
of Iho biggest 
ond best 
ships oPocl. 
Enjoy victory 
I -pursue yisur 

(and end up 
(on ihe bollom 
I of Dovey 
[LJnljmiied 


(Europe from 
I D-Day to the 
(foil of Beilin 
in WWI1. The 


Oiiginolty 
written ond 
designed for 
the lop med- 
icol schools, 
Ihis version 


EASYKEYS 


. £3 choose 
Country, 
Jazz, Donee, 
Jozz, Donee, 

Funk, HipHop, Boogie, Rock, Orleans, Rap ond 
Reggae styles. Includes over 100 cool.WAV files 
sound effects. Soundcard and speakers required. 


ey ■ ja,-hq|1onging' 
P’SC-.-yrc:- *^tfc^i^eii^_p<^Mfle-enoct the 

^ ^El^SiwiPygijai^^MFnukland 

Campaign , 

rho Battle of Narlhcope, Find the Bismork. Fight 
ogainsl Yamamolo’s Trap, survive Surigoo Straighl. 
Build Missle sites, radar stalions, shipyards, ond 


after loycr of 
putsto riding 


into history'; 


color-detoif 


most famous 


of the human body. A light heorted lour of ihe 
HUMAN BODY; ihero are over 4 hours of exciting 
onlmolions, live oction virJeo, ond dynomic sound 
effects. Leorning fun with a Modern-Day Adorn ond 

ADAM EMa)#36172 


tanks end oxperienca the fierce combat ond lough 
decisions that gripped WWII tank commanders. Take 
commend of U.S. or Garmon forces. Control single 
tonks or entile Companies. Blost your woy through 

MICROFROSE DCS #32985 $3 


DOS# 33335 
BMCDl *35618 


INTERSOUND MEDIA 005*35288 


WINGS OVER EUROPE WWtl CD 


MAGIC THEATRE CD 


THE GRANDEST FLEET 


itSfWfVPPV 









21560 Game Blosler CO 16 392 



32934 MulliSpIn 3XP Portable WSrns 424 

34923 MultiSpin 4X Pro External 999 

34320 OmniCD Upgrade Kit External 379 

3l0O9OmniCOUpgrodeK.tlnlernoI . . 221 

34947 Premium Deluxe Multimedia Kit 533 

31531 Pro 1611 Multimedio Kit 490 

34206 Pro 16 III Triple Speed Kit 777 

34946 Pro Deluxe Multimedio Kit 735 

34 1 33 Reelmogic CDROM Kit 706 

33B59 Reno CDfiOM Potloble Ploycr 294 

34225 SonloI^EyslBm I InT. Multimedio Kit ...440 


IJOYSTICKS/GAMECARDS 


33226 Flighl Stand 17 

16439 Flight Sl<k .... .. .36 

31417 flrghiStxrk Pro 57 

27914 FligSistIck PRO - MAC -.72 

31148 GJorce Flight Yoke 53 

32333 Game Zappet .... 76 

24018 GamaCard III MCA Automctic 41 

33855 Gamaporl 2000 Up to 80MHj 26 

33292 Genovation Poroliel Gome Port 31 

29404 Gravis Analog Projoyshek 33 

28366 Gravis Eliminotor Cord 23 

35572 Giovis flight Pack Pro 56 

27615 Gravis Gamepad • IBM 21 

32174 Giovis Gamepad - MAC 30 

30003 Gravis MouseSlick II - MAC 43 

35458 PC Golf Syslom 171 

30625 Thrustmastor ACM Gome Card 26 

35104 Thruslmosler F-16 FICS CALL 

26850 Thruslmosler Flighl Conlrot 59 

33344 Thrustmastor Formula T1 Ill 

29522 Thruitmosler Pro Flight Contiol 101 

29863 Thrustmoster Rudder Pedals 101 

33780 Thrustmastor Weapon MarkI • MAC 61 

31258 ThruPmastor Weapon Matkil 90 


33052 YGable lor 2 JcysKcks. 


SEGA/5NES/3D0 


33027 Aladdin - SEGA 

33547 Art ol Fighling - SNES 

33606 CliHhonger - SEGA 

25550 Drogon's Lair • 3DO 

32543 Dungeon Master - SNES 

33073 Escape from Monster Manor - 3DO ... 

33561 Eternal Champions • SEGA 

34004 Hardboll III - SNES 

25050 Hotdo-3DO.... 

35352 Incredible Toons - SEGA CD 

33623 John Madden NFL '94 - 3LXD 

32535 Jungle Strike -SEGA 

32534 Juroisic Pork - SEGA 

34598 Kombot Cars -SEGA 

35036 leorhol Enlorcers • SEGA CD 

33074 Lemmings - 3DO 


33832 MIBPA Boseboll - SNES 51 

33025 Mod Dog McCiee- 300 51 

33026 Motiol Kombor ■ SEGA 59 

35034 Morlol Kombot - SEGA CD 44 

32574 Mortal Kombot - SNES 61 

31971 NflAJom -SEGA . 55 

35062 NBA Jam -SNES 55 

33628 NBA Showdown 94 - SEGA 50 

32051 NHL'94-SEGA,. 46 

33829 Normy's Beach - SEGA 30 

33070 Oceans Below - 3DO 43 

26132 Oulofihii World • 3DO 51 

21531 Pole ll-SEGA 49 

34003 Pelol Soccer • SNES 53 

35397 Rood Roth -3DO 43 

34667 Shadowrun - SEGA 50 

33851 Sonic the Hedgehog 3 - SEGA 58 

33077 Spoce Shunle • 3DO 43 

25909 Star Coneol II • 3DO 52 

35096 Star Trek: TNG - Echoes - SEGA 50 

35046 Star Trek: TNG Future's Past - SNES 61 

32578 Street Fighter II - SEGA 63 

32541 Siroet Fighter II -SNES 62 

33546 Super NBA Boskelball - SEGA SB 

32576 Super Off Road Boia - SNES 53 

35521 Super Slieel Fighler II • SEGA 64 

35520 Super Siteet Fighler II • SNES 64 

33734 Super Wmg Commander - 3DO .. 50 

35037 Tomcat Alley - SEGA CD 5 1 

35093 Vittuo Racing - SEGA 58 

33237 Virluol Pinball -SEGA CALL 

32540 X-Men-SEGA 44 


MATURE 


33753 Dream Girl 29 

34001 Girlfriend Lfso (PG-I3| 37 

34436 Girlfriend Teri 51 

33227 Penthouse Interoctivo - IBM CD 78 

35086 Penihouse Interordive • MAC CD 78 

32891 Playboy ElecIronic DoteBook 35 

32290 Strip Poker Pro #01 Data Disk - IBM 17 

32291 Sitip Poker Pro #02 Dota Disk -IBM 17 

32292 Skip Poker Pro #03 Data Disk - IBM 1 7 

32293 Skip Poker Pro #04 Data Disk - IBM 17 

32294 Skip Poker Pro *05 Data Disk -IBM. .. 17 

32295 Strip Poker Pro 806 Oota Disk -IBM .17 

25457 Strip Poker Pro #07 Data Disk • IBM . . .18 

25458 Skip Poker Pro #08 Data Disk • IBM IB 

3521 I Strip Poker Pro #09 Dolo Disk -IBM IB 

35212 Skip Poker Pro #10 Dolo Disk - IBM 18 

3561 3 Strip Poker Pro #1 1 Data Disk • IBM 18 

35614 Strip Poker Pro #12 Data Disk - IBM 18 


31 BB6 Strip Poker Professional - IBM 29 

3 1 6B7 Strip Poker Professional - MAC 30 


MEMORY 


36132 Kingston 1MB Simms CALL 

36133 Kingston 2MB Simms CALI 

36134 Kingston 4MB Simms CALL 

361 35 Kingston SMB Simms... CALL 

36126 PNY Eleclionici 1MB Simms CALL 

36129PNY Electronics 1MB Simms MAC CALL 

36127 PNY Electronics 2MB Simms CALL 


800 - 228-7449 

Orders Only 


EXT. 

336 


Ail Inquiries Call: 
INFO:508-443-6125 
■AX:508-443-564l 


31 Union Ave., Sudbury, MA 01776 

I S^JSr FAX:0011-508-443-5045 x 
X li.CoiPuServeIDi70007.1534T'.Sa 0 S' L'o 
ia te , SB (iU 5: 4 W ffi a K t W * S i. -9 T « J6 i Sc L 4 1 0 

SHIPPING ft HANDUNGt 

$7 PER 

SHIPMENT 


UPS 

$Sper 

AIR 

GROUND 

SHIPMENT 

BORNE 


Hi,PR,AK,APO SENT BY US MAIL FOR SS. INTL ORDERS WELCOME. 


361 30 PNY Electronics 2MB Simms MAC . ...CALL 

36125 PNY Electronics 4MB Simms CALL 

36131 PNY Eleckonics 4MB Simms MAC CALL 

36128 PNY Eleckonics BMB Simms CALL 


MOTHERBOARDS 


36121 AMT 486DX.33 7ISA. 7Vlf1 . .560 

36123 AMT486DX-33 7ISA, 2VLB 500 

36122 AMT486DX-50 7ISA, 2VLB 653 

31720 AMT 486DX2-66 5ISA, 2VLB 641 

36124 AMT 4865X 33 7ISA, 2VLB 428 

361 15 Micronics 486DX-33 6I5A, 2VL 534 

36109 Micronics 486DX.33 EISA 637 

36120 Micronics 486DX2-50 VLB 581 

36108 Micronics 4860X2^6 6ISA. 2VLB 560 

361 19 Micronics 486DX2-66 VLB . 608 

36116 Micronics 4B6SX-25 ISA 245 

36118 Micronics 4a6SX-25 VLB.. 291 

361 17 Micronics PENT-60 5EISA. 2PCI 1084 


CPU UPGRADES 


31841 Cyrix 83DB7-25 FasMathDX Copr. 62 

3 1 842 Cyrix 83D87-33 FasMathDX Copr. 57 

3 1 684 Cyrix 83D87-40 FasMathDX Copr ...62 
3 1 885 Cyrix 83S87 25 FosMothSX Copr . .5 1 


33455 Cyrix 83S67-33 5X Coprocessor 64 

31739 Cyrix CX486DRX2-1 6/32 386DX-16...256 
33620 Cyrix CX486DRX2.25/50 386DX25 ...291 
31738 Cyrix CX4860RX2-33/66 386DX-33 ,.,342 
3 1 836 Cyrix CX4B6SRX2 20/40 306SX-2O . 22 1 
34409 Cyrix CX486SIW2.25/50 306SX-25 .,249 


24196 Malh Co-Processor 307DX 86 

35501 Moth Coprocessor 387SL 80 

24200 Moth Co-Processor 387SX 80 

35 1 34 Overdrive 486DX-50 CPU 245 


30884 Overdrive 486DX 50 CPU WO/OD ....245 
3 1 505 Overdrive 486DX-66 CPU WO/OD ....291 
35502 Overdrive 4e6DX-66 FOR SX/DX33 291 
35599 Overdrive 466SX2 SO CPU WO/FPU 196 



•Our order lires are opers Bam-midtiighl M F, lOam-Spm, Sal-Sun, ET. Business ollice hours are 508- 
443-6125, f4-F9am-5pm ET, 

-Credit cards are not charged urtlil orders ship. 

' No surcharge is added to crodil card orders. 

• In-stock orders placed by 6 p.m. ET ship same day. Temporary shortages usually ftllod In 3 days. 

• VISA, UC, Discover, AMEX, PO's, wire transleis, cash, and cashiers checks accepled. Upon receipt 
and approval, personal and company checks clear wilhin 14 days lor immedialo shtpmant, 

Producls covered by manulacluror's warranties. Doleclive software replaced immediately. OofecUve 
hardware repaired or replaced Ol our discfollon. Books, memory chips, and some eleclionlc compo- 
nents not returnable. Returns requite authorization U and are subject to 15% restocking (ce.Helurns 
accepled only wilhin 30 daye. 

• All items offered (or sale are subject lo availability. Some prcducls are not available outside the U.S. 

‘ We are not responsiblo (or typographical errors. 

• Airborne charges: $7 up to 6 lbs; St per lb. over 6 lbs. Actual freight charges apply lo large Hems. 

•To proled cuslomors from fraudulenl credit card claims, each credilcard purchase is venlied and 
shipped only lo billing addiBSSes. 


Circle Reader Service #56 










REVIEW I 


Chip Off 

it 
ii 

Spectrum HoloByte’s BreakThru! Follows 
In The Ideological Footsteps of Tetris 




by Charles Ardai 


T mic first ■rrrLK in a nkw i.inf. of 
'I'etris-inspired puzzle came.s, 
BreakThru! shows its lineaoe 
from (you’ll pardon the expres- 
sion) square one. Not only does it 
come with an endorsement liom tlie cre- 
ator of Tetris, 

Russia’s Alexey 
Pajilnov, but it 
looks and sounds 
remarkably like its 
illustrious ances- 
tor. There is the 
rectangular play- 
area set into a 
sketch of an inter- 
national setting; 
there are the 
blocks feeding in 
from the top of 
the sci'een, filling 
up the play area 
as you frantically work to empty it; and 
there is the tinny music, goading you on 
I to ever-gi'eater feats of geometric obliter- 
' ation. 

So where’s the difference? Unlike 
lEiRis, Bri^^kThru! starts with a screen 
already full of bricks — a wall, il' you will. 
(It is no accident that the first backdrop is 
Berlin.) Your job is to deconstruct the 
wall, brick by brick, the gimmick being 
that there are four different colors of 
brick, and that you can only remove a 
l)rick when it is adjacent to other bricks 
of the same color. Click on an orange 
brick and it vanishes, along with all the 
I orange bricks that share an edge with it. 


and all the orange bricks that share an 
edge with those. All bricks that were on 
top of the eliminated bricks fail to iill the 
empty spaces, thus creating a new pat- 
tern and possibly permitting additional 
bricks to be removed. 

You can remove 
as few as two bricks 
at a lime, but this is 
a time-consuming 
way to go about 
things, and one 
which tends to 
leave you with a lot 
of unremovable, 
soliiaiy bricks pep- 
jjcring the screen: a 
green here, a blue 
there, an orange 
sandwiched in be- 
tween, Better by fai- 
ls the strategy of 
searching out large comjjlexes of bricks 
that can be removed with a single click — 
or, better still, arranging ibr such com- 
plexes to be created as othei- sets of bricks 
are removed. 

JUST ANOTHER BRICK 
IN THE WALI. 

With plenty of time to think about what 
to do, you could presumably chart the 
optimal set of moves to get you from a 
full to an empty screen. However, you 
don’t have plenty of time; thei'e is a timer 
counting down the seconds on the left 
side of the screen, and when it reaches 
zero you lose one of your three lives and 


have to start the current screen over from 
scratch. You also have the new, incoming 
bricks to worry about, 'fhese suckers 
crawl along the top of the screen from 
right to left and then drop into the play 
area either when you click on them or 
when they decide to plummet. 

Helping you clear the screen are 
bombs, which can only be set off if they 
are in the bottom row (or if they are 
stiTJck by another bomb), and which de- 
stroy the contents of the squares immedi- 
ately surrounding them. There are also 
rockets which can be set off anjvvhere on 
the screen, and which take out any bricks 
in their path. Finally, there are “super- 
bricks,” which look like tiny Rubik’s 
Cubes and which, when clicked on, allow 
you to eliminate all bricks of a chosen 
color at once. 

That’s the nut of the game, the set of 
basic elements that will either hook you 
or not, depending on your propensity for 
this sort of thing. There are other ele- 
ments that turn up in later screens and 
act as obstacles (spiders that dangle and 
prevent bricks above them from drop- 
ping, soda cans that can only be de- 
stroyed by an exjjlo.sion); there are also a 
variet)' of gameplay options, such as the 
option for two players to go head-to-head 
in separate, half-size windows, or to com- 
pete on the same screen, or to work co- 
operatively to eiujity a single play area. 
These are worth enumerating and they 
do add variety to what would otlienvise 
be rather static gameplay, but it’s the ba- 
sic game that you will either dislike or 


Brbakthru! 


Price: $39.95 
System 

Requirements: 

IBM 386 or 
better, VGA 
graphics, 5MB 
hard drive 
space, Windows 
3.1; supports 
most major 
sound cards. 

Protection: Documentation Check 
Publisher: Spectrum HoloByte 
Alameda, CA 
(510) 522-1164 
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‘V’ 


•ft 


like, shelve alter a single session or wake 
up in the middle of' the night craving. 

GIMME A BREAK 

My reaction I'cll somewhere in between. 
BrE/\kTiiru! is gftod, old-fashioned fun, 
but I would not mind especially if I never 
played it again. In some ways it is more 
enjoyable than 'I'rruis, since it offers a 
greater variety of things to do and more 
rules and more game “pieces,” but it is 
less of an intellectual challenge, lacks 
Ti-n'Ris’ elegant simplicity, and is consicl- 


There are so many bricks on the screen 
when each level starts that one's first im- 
pulse is just to click blindly in the hopes 
of whittling the task down to size. Unfor- 
tunately, this approach works — some- 
times better, sometimes worse — but it 
al\^■ays mtikes the task at hand more man- 
ageable. I think iiny game that encour- 
ages you to start each screen with a 
routine or random activity diminishes it- 
self. You have to make each move with 
care in IVfRis; not so here, where you 
sometimes have four things going on at 
once and too large and ciiaotic a pattern 
on the screen for you to hold 
in your head. It is natural to 
decide to click here and there 
and see whtit hajDpens — but to 
the extent that this (or any) 
game pushes you to make that 
decision, it has failed to en- 
gross you and to convince you 
of its value as a purposeful, 
rule-based activity. 

After a few games, obvious 
strategies emerge. It is a good 
idea to start by moving all 
bombs ;md soda cans to the 
bottom of the screen, since 
that’s the only way you’ll be 
able to get rid of them. Hav- 
ing done that, you watch for 


erably less addictive. 



THE BERLIN WALL Click on groups of blocks of the same color 
to tear down the walls of Berlin. Bombs and rockets are handy 
for taking out “tin cans” and other trash. 


tlie superbricks; you’ll always get one 
pretty quickly, and tliey make your task 
considerably easier. (Minimum odds oV 
acljacency leap from 58% to 70%.) Gel :i 
second superbrick and it’s all over — 
shooting fish in a barrel would be harder 
tlian the mop-up work you’ll have left. 

Is ever)' screen easy? No. Sometimes the 
starting pattern is especially thorny, or you 
miss your chance at a superbrick, or you 
accidentally blow up your superbrick with 
a rocket. But the game’s not brain surgeiy. 
On the whole, it reminds me of those 
place mat puzzles you used to find in din- 
ers: fun while you’re waiting for your pan- 
cakes to arrive, but it doesn’t break your 
heart if you spill syrup on them. 

BreakThru! hasn’t got the Te'I'RI.s 
magic. Then again, how many games do? 
BrE/\kTmru! is a B-grade brainteaser, an 
electronic fidget toy. Tor Windows users 
who have grown tired of Solitaire and 
Minesweeper, it should provide an inof- 
fensive enough way to kill some time. W 


THE EDITORS SPEAK I 


BREAKTHRU! 

RATING 

PROS Eas)' to leam, ea.s)' on die eyes. 
CONS Easy to master, easy to forget. 


Interplay Productions is a lost-moving company on the leading edge of 
entertainment software & interactive multimedio. We are seeking those 
individuols who con live up to the ideals of a compony that has its sights set 
on the future. Team Players who cun for exceed the demands of on ever 
changing Industry. 



“BY GAMERS FOR GAMERS” 


Interplay is looking for Artists. Experienced team players. High-end 
individuals who know how to take charge in o high intensity, production- 
oriented industry. Experienced artists v^o are ready to toke on the future 
with the emphasis on the cutting edge. 


• 2D and 3D Computer Animotors 

• Cartoonists and Cell Animators 

• Matte Painters 

' Cloy Sculptors experienced in stop frame animation. 
> Story Boarders 


These ere not trainee positions. Experience is a must, not a plus. 


Please send samples an disks or video along whh resume and references Is: 

Interplay Produilions, t/o Art Dept., 

17922 Fitih Ave., Irvine, CA 92714. 


No walk-in interviews please. 

INTERPUY IS AN ENTERTAINMENT SOFTWARE COMPANY. 
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SPBe"7i5.1^ HOURS: 

^ 6 AM- 11 PMPST 




P.O. BOX 6295 
SALINAS, CA 
93912-6295 

1 - 800 - 983-4321 

CALL FOR 
CURRENT PRICES 


nciHfU'CO ss 

rose Pas t A.’ War SSg 

tooBihertirv 548 

/lDSD:Da'<Sjn2.C0 552 

WlO;Ey»i]lt'«B«hd(ler1.2or3 $15 
Aefa:EBerSaisaw.5 CALL 
AmoedFiS-CO $48 

' 30MA.D, 


-CD 


$48 S 


WtuAraa 
WmsofCo 
WcflEnsertSt): Spear orDesviy CO 543 
X-Cim:Uf^lDerense COlS 540 
X-W/ig 542 

X-WrnMssonl.'rnserialPesin 5I9 
X-WngM.sson2_^B;V|;r- 

524 


ISCD 548 SieteCns3(!e 

"■ S»mtoossEi;BK 
Vtaqa~iCKS!iav[ 5 e. 
Vtasip 
WesumFrctil 


516 


oS^tHjidroaDiTJSV 

H^hCtr-Tiati-CO 
Mas;<4iiU^Casi 540 

MsEitrgfCron 539 

MefiWa.-oll C03i $48 

McrvCKcrba: $33 

PriWeff/StikeCefflm.CO 547 

RseeffieTr'iaD 534 

RobKon’stTaijiffn C(W.5 535 

SBfCcrtic(Iff2 518 

Summer/WntetCnSlerge-CO $25 


CtVlS 542 


ThemePa4i 
Itsrd fecti 
TieFcrta 

CftTJl8-C0 
l73ra7COT:te'£-CO $42 

ltjra3:PaganW.SM«ciAxes.CDS47 
UjraUr4!9Ymjl82.C0 530 

IhSaalOir-gMccriCD 555 

WarMseissrataBuldef 529 

Vfr^ComiTar(!gl.2Di4tie<D 533 



Salles efNapcrecn-1-8 
BxresiifK3(x>lew-i-8 5l0ea 
WagOTeCons.Se! 2; Tail's 1-12 $l5i 
« 322 

4 3CX)Sys'm 545 

7 llttiHw C«. 

3 AD80^e 55 

0 AonetiteOa-k 5 : 

5 EsceoetsnMxsifs Manor $5 

4 Ha<)e $5 

6 UrTtnUaXeiFcoXEii $4 

1 K'fgaorn; TheFaftoris CAl 

5 LesineselSkalcttHo'rrK 56 

4 CUottvsWofU ^ 

5 nuor^ S 

8 ShocXWa/e 5S 

Sat Ctfi'/d 2 S& 

5 Suja VTing ComnaiCs $4' 

5 WayoltheWaria Ctt 


Rebei Cra-je z 

SecerdFrert 
SftW;GfaiBT(ai 
SoisoTLibery 


516 Qiia &iaGFeosai 


5 Kas;riN'3a 
S Wolers'AiSD 

5 WEALSOSai : 

6 SE(3ASt€5lMAC.ATARI8a3:J;i:(-5Ca 
5 aeu-.Krr.eo^CDIOMCne&Moaani 


PRICES SUBJECT TO CHANGE, DEFECTIVES REPUCED WITH SAME PRODUCT 
20% RESTOCKING FEE ON RETURNED & REFUSED ITEMS . 

PAYMENT! CHECKSlORDERSSHtPPEDWKENCHECKCLEARS) fraMl I “‘-1 
MONEY ORDERS (TREATED AS CASH) ’’ ' ' 

CA Milctenti asid 7.2S% salei tax / HANDUHG $2 PER ORDER 
SHIPPING! SOFTWARE ORDERS OVER $75 TAKE $4 OFF SHIPPING 

2-OAV PRIORITY MAIL $4, UPS 3-DAY $$, UPS 24)AY $7, OVERNIGHT $0, 
C.O.D.ONLY$4 


SOFTWARE ORDERS OVER $75 TAKE $4 OFF SHIPPING 
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Mom, wh.T is 
the video on 
the computer so 
JlflY ? An' how 
come it's 
so weird and 


RealMagic^is multimedia now! Add the 
RealMagic card to your system for the 
incredible realism of smooth screen-filling, 
full-motion video and 16-bit audio. MPEG 
is the powerful new digital video and audio 
standard that puts die “real” in RealMagic. 

Enter the exciting new world of 
interactive MPEG CD-ROMs including 


OLD MULTIMEDIA ■ REALMAGIC 




Full Motion 

Full Screen •Full Sound 


moiaes, games, educational titles, music 
videos and more. RealMagic is available 
as an MPEG playback card or a complete 
multimedia upgrade kit. Anything less 
is history. Get RealMagic 
and get real multimedia. 


For the store near you or more information on RealMagic, call 

1 - 800 - 845-8086 
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REVIEW I 

AWolf InMac 
<1 Clothing 

'jj'j Reality Bytes Sinks Its Teeth Into jD Action For The Mac 


by Christopher Breen 

I K YOLI Wi;ui'. I'O IIAKI'KN BY TIIK: liOMK 
OF A MA(;l^r[■osll oamh dfvfloi'kr iaii; 
AT NIGHT, VOU’n HF l.iKFl.V I'O HFAR 
ihese woi'cls spoken during ;i prc- 
^ slumber prayer: 

“Dear Lord, j)leiise allow us lo I'elease 
i our Hue, llrsi-person-perspeciive ;-l-D 
shoot-’eni-up before lliose rascals al id 
Software come up with a way lo port 
DOOM lo the Mac and make our game 
look less wftnflerfiil in comparison. Oh, 
and please considei' 
an eterniiy of hell- 
lire foi' the paper- 
boy if he misses 
ihe porch again. 

Amen.” 

So far, the 
Almighly seems to 
be paying aitenlion: 

MacDOOM is still 
' in development and 
' ’ is rumored to be 
''' • slated only foi- (he 
I’owei' Maciniosh. 

'I'liat leaves ihe 
''1“ . \Volfensieiii-Mas- 
Been-Doiie-’ro- 
' Death-In-'rhe-l’(]- 
'/■' Fr es h -O n -’J'h e- 

Mac-Because-'^he-User-13ase-Is-So- 
; ^ Ooniparalivcly-'i'iny-That-Mosi-fiamc- 
■'A Devclopers-\\'on’t-\Vasre-Their-'rime-On- 
II market to Bungie Software's 199,-^ 
release, I’a'i iiwavs Into Darknfs.s. 
and the premiere product li'oin Reali- 
ty Bytes Software, SiilNSORV 
Overload. 

HE'S COT A CUN! 

If a) you’ve been overly busy calching uj) 
on your corres])ondence during the past 
five years or b) you’re a Macintosh usei' 
who shuns all things FC and are tmly 


dimly aware ol’the VVolfenstein concept, 
here’s ihe idea: 

The jdayer views a three-dimensional 
world I'roin the perspecii\’e of an on- 
screen alicr-cgo. There is some bad inojo 
in ihe air and, to disco\ er its source, one 
must travel ihrough a maze-like environ- 
mem and quickly dispaich anything that 
moves. To aid in this bloody work, a vari- 
ety of |)rogres5ively more-deadly 
\veajK)ns are strewn about along with ain- 
mimition, healing 
kits, body armor, 
and such lech 
toys as radar and 
communication 
devices. 

Sen.sgri' ()\’ER- 
i.oad’s sjAn on 
this pcjpular con- 
cej)t finds the 
player awakening 
in the hospital of 
the Biotex Re- 
search Labs to a 
room-lull of dead 
guys tvho, inex- 
plicably, all wear 
while shirts, 
brown jxmts, and 
large red blood stains across their mid- 
sections. The sound of gunfire is heard in 
the disiance, and there is the most gosh- 
awliil stench about the place. Foriimately, 
this particular alter-ego is an undercover 
CI.A agent who is investigating Biotex’s 
AlphaLhaiinel pr()ject and who j^ossesscs 
many of the instincts and skills necessaiy 
to wantonly obliterate unfriendly human 
life. 'Tliis expendtible life takes the l{)rm 
of the nefarious Dr. Ciraven and his band 
orbufied henchmen. 

'The game recjuires the player to run 
around various levels of the lab; search 



what seems al limes like an endless num- 
ber of liny rooms for ammo. MedKits, 
and wettpons; annihilate innumerable 
rulfians; disable deadly security s)’stems; 
and finally expose and defuse the dan- 
gerous plot (jfihe craven Dr. Craven. 

PACE THE PACE 

Se.nsorv Overload's interface and con- 
trols are laid out logically. Gun-like 
weajjons are di.splayed on the left side of 
the screen and held with the lel'l hand. 
Lobbed weapons, Hares, and the right fist 
are relegated to the screen’s u|jper-righl 
border. 'To choose any of these wciijDons, 
either click on it with the mouse or use a 
keyboard shortcut. To get an oven'iew ol' 
the action, apply a single keystroke to 
toggle the .Auloniap windotv on or oil'. 

Players who prefer to lling their char- 
acter about via the mouse are likely to be 
disapjxiinted. The mouse is used solely 
lo select items in the inventory ;uid to 
click such objects in the main viewing 
screen as .switches and buttons. All mo\’e- 
menl is controlled via the ke)'board or 
with one of the supported game con- 
trollers. Because 1 generally prefer to use 
the keyboard or a Joystick rather than tlie 
mouse for games, I didn’t find this to be 
bothersome. And it was a pleasure to find 
that, although the boys at Reality Bytes 
don’t allow one lo customize their key- 
board controls directly, they do piovide 
five keyboard layouts that should cover 
just about every' player’s requirements. 

REALITY DOES BITE 

As Mac users are all too aware, in the past 
few years .Apple has released a plethora 
of CPUs that range in power from the 
modest LG series to the monsii'ouslv ro- 
bust PowerPC-based Power Macintosh. 
This situation has caused more than a 


Sbhsorv Overload 


SENSORY OVERLOAD 


Price: $69.99 
System 

Requirements: 

Macintosh 
68030-20MHZ 
or better, 2.5MB 
RAM (2.8 for 
music), SMB 
hard drive 
space, System 
6.07 (System 7 
for music), 13-inch color monitor and 256 
cofors. 

Protection: None 

Designers: David Chait, Jon Chait, Jason 
Davis 

Publisher: Reality Bytes, Inc. 

Cambridge, MA 
(617) 621-1555 
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More Players. More Levels. More Weapons. More Enemies. 

The Invasion Begii;;^ Pn CD-ROM 




Technology licensed from 
ID SOFTWARE, creators of 

WOLFENSTEIN™ 3D 


Alien Ini/asinn 




Capstone”" 

Tili;i’lNNAn.EOK 

KN'I'EItTAlNHKN l' SiiHAVAII]'; 

Now available on disk and Angus! 7 on IBM CD-ROM. To order call: (305) S‘)1-.5‘J(I0 • (800) 468-7226 • BBS (305) 471-8062 

.Sottwarc Crcalion.s BUS (.508) 365-2.1.50, 240(1 B.iutI • (508) 368-7130, U.S. Rohulics . (5081 365-0352, 14.4-28.8K 

VVoliVnsIoili is a Irailioturl. iil‘ II) SofUv.ire. All Ki);lils Kosi-rvi-il. Corricliir 7: Alaoi Invasion and Ca|isluiu- arc Irailoiiiarks ol' liilraCur(i, hit. All iillior Irailfinarks atkiiowloiljii'il. 
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UZE IT OR LOSE IT If your Mac can run the software, the game 
will deliver the hardware, like this Uzi used to terminate a 
mutant muscleman. 


few problems for game developers. Natu- 
rally, lliese developers want to lake ad- 
vantage of ilie power of the new 
processors and add complex texture 
mapping and 3-D environments to their 
products, but they can’t afford to leave 
users with less-zippy computers out in the 
cold. Somewhere compromises must be 
made. 

Reality Bytes has addressed this situa- 
tion admirably. To begin with, Sen.SOry 
Overload allows one to turn oil certain 
elements of the game that require more 
processing power and therefore can 
cause choppy movement when the 
processor is overloaded. These elements 
include game sounds and background 
music as well as the disj)lay.of floor and 
ceiling textures. For Macs thtii are con- 
sidered dinosaurs by today’s standards, 
such as the Ilci and llsi, there is even an 
Emergency Speed Option that temporar- 
ily turns off all texture mapping when the 
action gets particularly fast and furious. 
In addition, the game provides nine dif- 
ferent screen sizes and three levels of res- 
olution. Sure, on slow Macs the view 
window will have to be mighty tiny and 
the graphics jagged, but at least overall 
movement is maintained at a somewhat 


acceptable level. Lastly, Sen- 
,S0RY OvEkLtMD is among the 
first games to include code 
specifically written for the 
Power Macs. Running on a 
Power Mac 8100, the game 
operates veiy smoothly on a 
large monitor with the View- 
port expanded to full .screen 
in high-resolution mode. 

BUT IS IT DOOMED? 

I’m sorry to dash Mac 
gamers’ hopes as well as para- 
phrase a failed Vice Pi'esiden- 
lial candidate in such a trite 
way but, “I know DOOM, and 
Sensory Overload is.no 
DOOM.” Then again, as far 
as Mac folks are concerned, DOOM 
doesn’t yet exist in a usable form and 
when it does, it may be available only to 
the Mac elite who can afford the high- 
priced spread. Even then it may not run 
as well on a PC. Here’s why: 

DOOM runs under DOS in VGA 
mode, which sports a screen resolution of 
320 X 240. Mac games run at 040 x 480, 
which is four times the resolution of 
DOOM. Therefore — if I’ve done the 


math correctly — it would take four times 
the processing power for a Mac to run 
DOOM at a pace comparable to that of a 
PC. \\4iat does this have to do with SEN- 
SORY Overload? Just this; Producing a 
game featuring 3-D environments and 
texture mapping that runs acceptably at 
640 X 480, using a variety of processors, 
isn’t easy. Here’s where the ragged edges 
show. 

The graphics are not up to the quality 



SERIES 

4 Heroic Hns On One 
AoioN’Pjkked CD! ^ 


Think youte tough? Then think again, 'cause this hot title features i 

four times the action... four times the excitement... four times the inten- J 

sityoi anything you've ever experienced! It's the incredible STREET 
FIGHTER" SERIES - four of the hardest-hitting competitions ever 
assembled on one CD - Street Fighter," Street Fighter It plus two 
bonus gomes, Megd Man® and Mega Man® 31! So kick bock and get “ 
reody to rumble! 

For your nearest store location, or to order, coll 1-800-447-6543. 

CAPCOM’ 


HITECH 


C 19»t GAFtOt.1 CO- Ltd. AH RmlrU Reserved. Sueel Fistiter. Street nghi 
CO . ltd CAPCOM mo MEGA MW are regsleied Itadenurlrs at CAPC0X1 
trtfiuted under licecise tram CAPCOM CO . ltd. by Hr Tecb Entertainment.. 
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''73*^4 ■ 


v Hours 


coming fall ’94 


for PC CD ROM 


©1994 Merit Software, Dallas, Texas. ©1994 Future Visionary, Inc. Harvester is a registered trademark of Future Visionary, Inc. All Rights Reserved. 
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SMOKING IN THE BOARDROOM This adventure will lead you 
through the halls and offices of the BloTex Research Lab. Here, 
we’ve caught Dr. Craven with his evil henchwoman. 


oC most Macintosh games. Kven in high- 
resoluiion mode, leliiale jaggies are evi- 
dent everywhere. When one sliifts to 
low-resolution mode, the graphics are 
nearly as jagged and hiocky as — shud- 
der — older PC games. In addition, the 
enemy teri'orists look a lot like strangely- 
oiit-ol'-fociis characters from that holier- 
than-thou animated show, “Davey and 
(h)liaih.” And although the furniture and 
bodies are rendered in 3-1), their shapes 


are uninteresting and tend to 
be monotonous over a num- 
ber ol' levels. 

Even on Power Macs, the 
movement of the bad guys is 
Jerky and robotic. 'Phis can be 
a problem not only aestheti- 
cally but aLso strategically. For 
exanijde, when one waits at 
an angle to plug a baddie as 
he emerges irom a room, the 
evil one appears to turn from 
the side- to full-frontal view in 
an instant rather than gradu- 
ally. 'Phis allows the enemy to 
s(|uee/e off a shot long before 
he should be able to. 

Vet despite these obvious 
blemishes, there are tilings to 
like about SrN.sokV OvrRi.o.AO. /Mthough 
the game relies heavily on quick reilexes, 
there are a few puzzles to chew on, some 
secret passageways to discover, and an el- 
ement ol' strategic planning required to 
siin'ive the unrelenting firepower of the 
enemy. And of course, there’s the fun fac- 
tor — regardless ol' how often 1 prayed 
that the enemy was a little more in focus, 
I couldn’t (]uile manage to suppress my 
heart rate while I prepared to storm 


Weapons Lab B. I would be remiss if I 
didn’t report that I spent several more 
hours playing the game than necessaiy 
for the purjDoses of this review. 

Reality Bytes has made a decent start 
with Sknsorv 0\'KRi.oAn. Mac purists will 
justifiably gripe about the grajihics and 
motion, mouse-fiends will mourn the loss 
of their favorite controller, and folks ex- 
pecting DOOM will be undei-whelnied. 
However, players willing to overlook 
these foibles in exchange for an exciting 
game that can be played reasonably well 
on nearly eveiy Mac — and extremely well 
on the most Powerful Macs — will have a 
bloody good time. ^ 


THE EDITORS SPEAK I 


SENSORY OVERLOAD 



Pnepimie §or KOMBJKf on yow 


PC.. and Ifafce Control 
wHh the Advanced i 
Gravis PC GamePud! 

Execute all the bone-shattering combos and 
ferocious finishing moves of the # 1 arcade U 
smash right on your PC... and enhance the fl 
martial arts mayhem of Sub-Zero, Rayden 1 ' 
and the rest of the kombatants with the 
awesome Advanced Gravis PC GamePad! O 

For your nearest store location, or to order, ■|Bl 
call 1-800-447-6543. 


A<Clqim 


MIDWAY 


^HITECH 






» ARCADEACnON 
ONYOIMPC! , 


Distributed by Hi Tech Entertainment 

MORTAL KOMBAT* b » Tr«teinirk ol and Licensed Irom Midway' Maniia^uring Company 6 1992. All Rigtits Reserved - Used by Peimtuiofl 0 1933 AceUim Entertainment, Inc. Disintxited im 


sa Irom Acclaim Enlerlainmeni. Inc. by Hi Tech In 
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British 

Racing Genes 

Wi^rd Caines’ COOD To Firm Presents 
British Flat Racing 

by Johnny L. Wilson 



D oncaster, Newc:astle, and Ei>- 

SOM — THE NAMES MAY NO’l' HE AS 
I'AMiLiAR TO North Amer[can 
ears as Churchill Dowds, Bcl- 
inonl Park and Santa Anita, but 
the I'ormer are just as important to fans 
of English thoroughbred 
racing as the latter are to 
U.S. ai'icionados of the 
Sport of Kings. I first heard 
the magic names of English 
racetracks when I began to 
read the best-selling mystery 
novels by the Queen’s for- 
mer Jockey, Dick Francis. As 
a result, 1 soon became en- 
amored with the differences 
between our system and 
theirs. 

THE BRITISH ARE RUNNING 

file Bi ilisb have two types of horse rac- 
ing; Mat racing and steeplechase. Elat rac- 
ing is similar to the U.S. style, but each 
course is laid (Jut to take advantage of its 
natural terrain. So, where most U.S. 
courses are elliptical ovals which all look 
very similar to each other, each Britisli 
course is quite distinctive. 

The British do not have pari-mutuel 
belling system where the odds are the 
same al every betting window. Instead, 
each bookie has a stand and they set iheir 
own odds for each horse. So, one can do 
a little comjjarative shopping here. 
Bi'iiish racing |M‘ovides an abundance of 
exotic l)etting schemes. Instead of Win- 
Idace-Show, they have Win and E'ach 
Way. The latter is often equivalent to a 


I’lace bet, but when the lield is large 
enough, it can pay olflike a Show bet. In 
(he British Isles, parlay bets are labeled 
accoi'ding to the number of races in 
which yoti are continuing to “let it I'ide” 
by selecting a horse to win in each race. 

That is, a treble is a three- 
race parlay, a fourfold is 
four all the way up to an 
eightfold. There is even 
one bet called a Goliath 
that includes one eight- 
fold, eight sevenfolds, 28 
sixfolds, 56 fivefolds, 70 
fourfolds, 56 trebles, and 
28 doubles. Whew! 

Speaking of betting, Ell 
bet you wonder how a per- 
son who has never attend- 
ed a British racing event in his life knows 
anything iibout this. In additijui to the 
al'orementioned Dick Francis novels, I 
learned a lot about British flat racing by 
playing Good To Firm, a sports strateg)' 
game where you become an owner/train- 
er lor a stable of British flat racing thtjr- 
oughbreds. Wizard Games, that 
purveyoi' of delightful little sports 
games, has created a menu-driven text 
interl'acc with lively animated racing se- 
(luences. In many ways, it is closest to the 
Stable Owner’s .Module that was pub- 
lished as an add-on to Eid Ringler’s out- 
of-print OMNi-PL.AY Horse Racing. 
E'ortumitely, however, Goon 'Eo Fir.m oi- 
lers you more control ol’the training/rac- 
ing process than you had in the 
out-oi-print game. >Vlso, Goon 'Eo Firm 
allows you to continue training and rac- 


ing your stable in season after season as 
the horses grow older. 

You begin the game by purchasing 
horses at auction. British racing ranks 
each horse in one of three performance 
gi'oujjs. So, observing the ranking and 
past performance of both sire and dam 
should enable you to ha\’e an idea where 
the horse currently up for bid is going to 
perform. Tlie auction is largely abstract- 
ed, since you only have the current top 
bid on the screen and don’t know who 
you’re bidding against, but if the auction 
were llie main interest, you’d be playing 
Millennium Auction instead of Goon 
'Eo Firm, wouldn’t you? 

'I'hen, you determine the intensity 
and distance of each horse’s training. 
This is also fairly abstract, but very im- 
jjoriani. Your goal is to build your hors- 
es up to peak Eitness (10091). You use a 
sprcadsheet-like screen to adjust intensi- 
ty level (509E is the default maintenance 
level, with less representing rest and 
more representing training for improve- 
ment), to determine the number of 
hours of training per week (0-6 with 3 
being the maintenance setting), and (be 
distance which you are preparing tlie 
horse to run. 

Next, you enter your horses in the 
week’s races. 'Ehis is a vety last and user- 
friendly screen. Mlien a horse’s name is 
highlighted, all of the races in which that 
horse is eligible to run during the turn (a 
week in game time) are Itighlighted as 
well. You merely choo.se the ones where 
you think your horse can win and move 
on. Finally, you’re olf to the races. 


I Good To VSirm 


Price; $39.00 
System Requirements: 
IBM compatible 286 or 
better, VGA graphics 
Protection: None 
Designer: new era 
software 

Publisher: Wizard 
Games 

Wilmington, MA 
(508) 658-2209 
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Stealthei 


' lesls perlunnvil hy Didiniiiid C'(Mn|iiiti>r Syiili-iiis, Inc., usliic| Zilf-Dt^w 

t^ihBencDiSi'Vmton 4/1 «n an Intel Pentium PCI (lOMH/ mulhcrlKi.iril with 25()k cnclu', lliMB RAM; 
24tlMO dllik/smadOrlye 2b4«, and UUS 0.2. Tim Sloallli l>4 VRAM w.is conlinured \vitli.^Ml 

tP24x76Dx^<l;72nz'Lefgc Font luiny driver relonxc vl.mi. Tlu> M.ilrox IJIlimu I’liii! |M(^ I) 
ivas rant^red VRAM In the satii^,moUe usliuj driver rt-lciise 1 .42. I'lii- ATI Criiphics^b 

TtiT^n (Madi B4KivAa cpnligurcd ^Ui 2MB VRAM jn llm sunu' modi* iislnii driver rolenite 1 .30. 

Iradn naiiifii rumci'iicrd iVo thd./micc tna^tk, itad^marli, or ipijislered Irndoniarks ol lliclr rcmttlve 
monutaclurers, Diamond reserves Ib'c right ttfdiartgc spcrllicdlloiis wlllioui iiuiice. 0 1004 Di^ond 
Muitlmedla Sysioms, Inc. 40fl-7.36-20U0, Fax: 408>7a0-S75U. 


Introducing ripping fast 
graphics acceleration. 

Diamond Stealth 64 graphics 
accelerators, available in VRAM and 
DRAM versions, combine streamlined 
graphics with high-performance 
64-bit processing power. Our lean, 
clean and incredibly mean approach 
has paid off with flying colors. 
Pumped-Up Graphics 
♦ Curve-smashing benchmark scores: 

43.0 in WinBench 4.0 for Stealth 64 

VRAM; 39.4 in WinBench 4.0 for 

Stealth 64 DRAM 

► Up to 1280x1024 
high-resolution 
graphics 

► Flicker-free, 120 
Hz refresh rates 

► PCI and VESA 


/teatth 64 

all Mu/cLe. 
No /at 


local bus compatible 

♦ Drivers for Windows, DOS, OS/2 
and more 

♦ List prices starting at only $229 
Powerful Productivity 

Diamond's powerful menu-driven 
software utility, InControl Tools, offers 
maximum flexibility and control under 
Windows. This easy-to-use tool provides: 

♦ Virtual desktop 

♦ Real-time pan and zoom 

♦ Energy Star™ power saving features 

♦ Custom monitor setup 

♦ Single key application start-up 
"Stealth 64 'VRAM' Wazes 

in every Windows and 
DOS application... 
two thumbs up for 
excellence in every 
category..." 

- Greg Loven'a, BYTE 
Magazine, July 1994. 

So, don't be ruled by 
weak-kneed performance. 

Get Stealth 64 from Diamond, 

CaU 1-800-4-MULTIMEDIA o 
our 24-hour FAX-Back service 
at 1-800-380-0030 for a dealer 
near you. 


MUITIMKDIA 

1130 East Arques Avenue, Sunnyvale, CA 94080 
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DOWN THE STRETCH! Your horses always have the post position at 
the front of the screen so that you can see them easily. 


AND THEY'RE OPP! 

I'lic racing is most like Micro-League 
Sports' Quarti:r Pole, excepi that you 
navigate via text menus, and die actual 
animation for the race is mucli I'aster. 
Goon To Firm gives you lots of clioice.s 
on how to view the races. You can simply 
get the final results, watch the finishing 
jDost, obseiTe tile last furlong, oi' enjoy 
the complete race. Qlari kk Poi.e’s rac- 
ing sequences are only superior to Goon 
To Firm in one regard: It allows you to 
use function keys to toggle back and 
watch your horses as they trail the pack. 
The “camera” in Goon To Firm only fol- 
lows tile lead horse. 

As for betting. Goon To Firm offei's 
more variety than Quarter Pot.E, both on 
and off-track. It’s conceivable that only 
the wildest gambler will actually place a 
Goliath, i'or instance. The best news is 
(hat all of the betting is handled via a 
spreadsheel-iooking screen where numer- 
ous bets can be placed at one time with- 
out taking as much time as the U.S. game. 
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AT THE FINISH Even if you don't want to watch an entire race, you 
can catch the exciting climax. It’s like watching the highlights on 
the telly. 


Tlie other reason I’m 
so addicted to Goon To 
Firm over both Omnu- 
PIjW Hor.se RAoiNCi’s Sta- 
ble Owners’ Module and 
Quarter Pole is that the 
British game seems much 
more open-enrled. It isn’t 
sinijily about making the 
most money or winning 
one jiarticular sweep- 
stakes race; it is tiboiit be- 
coming the most 
successful trainer by using 
your entire stable to its 
fullest potential. For ex- 
ample, since the seasons are connected, 

I have had seasons wliei'c 1 

was the last-place trainer in 
the standings followed by 
seasons where my stable 
came into their own and I 
entered the exotic world of 
the Top 5 trainers. If 1 had 
been playing one of the 
earlier games, I would have 
quit and started over. Since 
1 had a lot of time invested 
in my stables, 1 kept work- 
ing toward the right mix of 
horses, distances, and train- 
ing so that I could keep im- 
proving. I haven’t won the 
championship yet, btit I'm 
having a wonderful lime 
trying. 

I also liked the way it han- 
dled claiming races. If you 

opt to run your horse in a chiiming race, 
you are likely to receive an oiler from ei- 
ther an independent stable or one of your 
computer-controlled com- 
petitors. If one of your 
closest competitors is tiy- 
ing to buy one of your top- 
performing horses, you 
will most likely choose not 
to sell at :iny price. Oilers 
will also come at the end 
of each simulated season. 
Sometimes, this is a great 
time to unload an aging 
performer. At other times, 
you might want to pay at- 
tention to how well your 
rival fared in the last sea- 
son befoi'e you sell a po- 
tential moneymaker to 
him 01 ' her. 

What I consider the 
biggest weakness in tlie 


game was actually a design decision. Wiz- 
ard Games wanted you to observe the 
overall performances of your horses in 
order to determine their relative 
strengths and weaknesses, while the old- 
er games provided fractions (statistics 
showing how fast horses were running at 
various points on (lie track) that helped 
me know at which distance to ii'ain each 
horse. Goon 'I’o Firm opts for training 
by the seat of one’s pants rather than us- 
ing the hard statistics of racing fractions 
aiul workout fractions. You have to 
watch when Inu'ses fade back and when 
they make theii' move in ordei' to deter- 
mine how well-stiited they are for each 
distance. 


GOOD 
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RACING FORM All tiecisions are made via text input on screens 
like this one. Highlighting the horse and the action puts your 
jockey in the saddle and you in the winner’s circle before you 
know it. 


Good 'Fo Firm is one of those games 
that seiTcs its audience well. It doesn’t 
spend so much on production values that 
the program runs too slowly. Indeed, il' 
you only watch the races in which you 
have ruinicrs, you can play through a 
season in less than two hours. I highly 
recommend this game to anyone who 
loves horse racing and prefers good 
game play to c:i ironic. ^ 


GOOD TO FIRM 

RATIHC MItkItkyi 


i Fast animation and an unclut- 
tered interface bring GTF’s unusual 
subject matter to lile. 

CONS Limited viewing angles on 
races and sparse statistical informa- 
tion often leave the stable owner in 
the dark. 


108 COMPUTER GAMING WORLD • OCTOBER 1994 





Four hostages are being held at the American Embassy in London^ West 
End. You are in control of the smallest and most secretive fighting unit in the 
British Army - The Sabre Team. It is your duty to infiltrate the embassy, res- 
cue the hostages, and treat the terrorists with extreme prejudice. Complete 
this mission successfully, then proceed on to four more scenarios: rescue 
British prisoners from a jungle POW camp, destroy a subversive under- 
ground nuclear installation, rescue a hijacked ocean liner, and destroy a hos- 
tile nuclear weapons center deep in the desert. 


▼ 5 challenging missions with 
multiple difficulty levels. 

▼ Detailed blue prints of each 
mission. 

▼ Beautifully crafted isometric 
game landscapes. 



Available for IBM" Compatibles on 3.5" disk and CD-ROM 


I >'1 IIH'M lliii.'hil':=Uv.‘U 

Circle Reader Service *213 


▼ Digitized speech 


U.O.P., 

201 BEUEVUE BUtlDING, 
Nev/ark, DE 19702 
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REVIEW 


It’sAllInThe 

Follow-Through 

Micro Sports Makes A Pitch For The Big Time 
With Pro League Baseball 

by Jim Gindin 



FastbaU 




Knuckle 


T iif: advertisemen'I'S and hac;k- 

()E-TME-Ii()X TEXT ON COMPU'l'ER 
OAMES ARE ALWAYS liOAS'lTUL, A 
game is always “the best,” a 
“l)enclimark,” or “the most ac- 
curate ever.” As savvy consumers, 
when we read such 
things we reach 
for that special 
grain of' salt we 
keep on hand for 
such marketing 
hype and White 
House press releas- 
es. We’ve come to 
expect it, and we 
ignore it. But wlien 
you buy a game, rip 
oi)en the slirink- 
wraj), get into the 
guts of the game, 
and find big talk in 
the manual, the 
game had better 
deliver. 

'I'he manual of 
Micro Sports’ Pro League Baseball 
makes some huge claims. The first sen- 
tence reads: “You’ve played the competi- 
tion; now it’s time to move to the majors! 
Welcome to Pro League Baseball — the 
most comprehensive simulation of niajoi' 
leagtie baseball ever created!” 

Hmm.... that’s big talk. Does it have the 
goods to back it up? Well, let’s Just say 
that Pro League is the first baseball sim- 
ulation I’ve encountered where, with the 


bases loaded and none oui, I’ve been 
able to smack live bunt singles with a pair 
of walks on my way to a seven-run I'ally, 
all olT the same pitcher! If this were the 
exception, it would be merely irritating, 
but realism takes a comprehensive beat- 
ing in nearly 
every aspect of 
this game. 

Pro Le.\gue is 
primarily a text- 
based baseball 
simulation over- 
laid with a graph- 
ic environment. 
Included are sev- 
eral nicely drawn 
ballparks, each 
about one 
megabyte in size. 
\Vhen the btitter 
hits a ball, Pro 
League scrolls 
smoothly 
through the se- 
lected stadium 
backdrop to follow its flight. 

Sadly, the same care that went into 
providing pretty playing fields failed to 
make it into tiie animation. Regardless 
of |}osition, players have Just a handful 
of poses. With only a couple of anima- 
tions depicting the ball in flight, it’s of- 
ten difficult to tell a fly ball from a 
groundei'. While you can consult the 
text description of each play, what pur- 
pose then does the animation sei ve? 


Worse, fielders chasing high fly balls 
closely resemble a frog springing vei'ii- 
ctilly, tongue extended to snatch an ei- 
rant insect. 

Pro League also includes an arcade op- 
tion for those who wish to time mouse 
clicks u’ith the swing of the bat or the 
cuiYc of a pitch. 'Flie problem is, you don't 
control bat or pitch location and you don’t 
control fielding, throwing or running. 
Aside fi'om seriously reducing the number 
of strikeoitts and walks in a game, arcade 
action adds little to game play. 

Even in strategic-level play, I watched 
a double roll through the right-field wall. 
'I'hen, the fleet-footed Mickey Tettleton 
raced to a triple on a one-hop line-drive 
to the left fielder. I longed for a non- 
grajjhic strategic play mode, oi' maybe 
Just a long, thundering rain delay. 

THROWING CURVES 

Despite the animation difficulties. I 
thought that I could at least settle down 
to a challenging game, and in one early 
contest, the computer led 9-1 in the sev- 
enth inning. Comebacks are enjoyable, 
but when I scored seven runs in the sev- 
enih, ihe starting pitcher for the com- 
puter remained in the game! In anothei' 
matcluip, the computer refused to pinch 
hit for a middle reliever late in a tie 
game with a I'unner on second base. 
The Al had not a clue of how to liy the 
famed “double-switch” when changing 
pitchei s — if you’re lucky, you’ll figure 
oui how to do this yourself without 


Pro League Baseball 


Price: 

$49.95 
System 

Requirements: 

IBM 

compatible 
286 (386 
recommended), 

4MB RAM (8 
recommended), 

VGA graphics, 15.5 MB hard drive space, 
DOS 5.0 or higher, mouse supported. 
Protection: Documentation check 
Players: 1 or 2 (modem support) 
Designers: David Holt. Alan Stephenson, 
Brent Johnson, Paul Immekus 
Publisher; Micro Sports Inc. 

Chattanooga, TN 
(800) 937-7737 
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Ultimate NFL'" Coaches Club'" Football is 
the only PC game that lets you play, caach 
or own your own NFL team. 

ULTIMATE FOOTBALL 

puts you into the action with awesome 
graphics, real NFL coaches’ playbooks, and 
1994 player rosters you can update weekly 
with Franchise Football League stats. 
Think it’s easy getting to the Super Bowl? 
PLAYTHBGme, ANYTHING IS POSSIBLE, 


For IBM-PC & Compatibles on CD-ROM 


NFLCcadesOiisatToderiMoftbNaliorid Footbdli!ogue,'V®'594NFIJ>,Frard«8Foolbdl£(^OfdFfloretrc>deftKirt3ofFcrtasySpcrhlVopertieslriCvNFlPAisaregist««it^^ 

Cirrlf <;or\/irP 
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FASSERO'S BLUES Real-life league leaders such as ieff Fassero often 
have trouble recreating their achievements in ProLeague Baseball 


iiivai'ial)!)' nddiiig tlie ball pfopei'ly. 


crashing the game, 
riie lack of a decent 
compnier opponent is 
a treinendous Haw. 

I Inman managers 
are hardly so limited. 

On oU'en.se, a manag- 
er may select from 
several options, in- 
cluding some not of- 
ten Ibund in baseball 
simulations. You can 
try to hit behind the 
runner moving to sec- 
ond base, or even loft 
a sacrillce lly to ad- 
vance a runner at 
third base. The hit 
and run is possible, 
though the runners 
don’t head to the next base when they 
should. 

Defensive options allow you to select 
tlie pitch type and position each lielder 
separately, but these options a])pcar lo 
have little correlation witli actual play 
resolution. Even when inl'ielders are 
|)laced literally on top of each other, they 
spring back to nonnal positions as soon 
as the batter makes contact with the ball. 


Runners from third base will rarely tiy to 
score no matter where tlie iniield is jiosi- 
honed. 

Pitch selection I'evealed even less fore- 
thought. The game’s READ. ME file 
slates that each jiitcher’s profile contains 
a code indicating which pitches he can 
successl’ully throw. A nice idea, excejM 
that it doesn’t appear to have been im- 


plemented. In one test game, Dennis 
Martinez and John Wetteland completed 
a victor)’ throwing exclusively sliders and 
knuckle balls. According to their profiles, 
neither pitcher is proficient with either 
jjitch, yet between them, they didn’t al- 
low an earned run. 

A LEAGUE OE ITS OWH 

Pro TrAGUE supports league play, 
ihotigh setting up anything other than a 
standard league is a tedious process. The 
game produces realistic statistics to a cer- 
tain extent, but has a real dislike for cer- 
tain players. Montreal averaged 78 
victories in test leagues, producing an 
ERA of one point higher than its real-life 
counterpart. The Expos had 94 victories 
in 1993. Cincinnati Reds outlielder 
Kevin Mitchell averaged just eight home 
runs per 600 at bats, posting a .424 slug- 
ging percentage. Elis 1993 numbers were 
19 homers in 323 at bats and a .601 slug- 
ging percentage. 

Pro LivuaJE ERA’s are consistently .40 
highei’ than real life. World Series cham- 
pion 'foronto won 104 games with a 4.77 
ERA in one simulation, Jose Guzman 
leading the way with 20 wins and a 5.54 
mark. In 1993, the Blue Jays won 95 



For a FREE CATALOGUE CALL 
1 • 800 * 8-THUNDER 


ThunderSeat Technologies 

6330 Arizona Circle • Los Angeles, CA 90045 
310 • 410-0022 FAX: 310 • 410-1569 


"/ could actually FEEL the 
punch of the afterburner!" 

Ed Dille, ELECTRONIC GAMES 


low IT WORKS 

1 00 watt subwoofer built into the base generates 
V frequency sound that resonates through the 
ive chamber hidden inside the chair. Thus you not 
ly hear but FEEL your simulation. Paired with your 
iplifier, the ThunderSeat makes your favorite flight 
n as realistic as it can be without a motion 
nulator! 


OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and you 
have the perfect setup for both flight simulation 
and office work. 


Shake Rattle and Roll 
for as little as $1S9.BSI 


"A DOUBLE MUST-HAVE. 

Anyone who plays computer 
games will want this 
AMAZING CHAIR!" 

MareSpiwak 
POPULAR ELECTRONICS 
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Coming 


This Fall on IBM CD-ROM. 



Capstone ' ' 

THE PINNACLE OF 

ENTERTAINMENT SOFTWARE 

To order call: (305) 591-5900 - (800) 468-7226 • BBS (305) 471-8962 

Software Creations BBS (508) 365-2359, 2400 Baud • (508) 368-7139, U.S. Robotics • (508) 365-9352, 14.4-28.8K 

Zorro'" and ©1994 Zorro PfOUuclions, Inc. Licensed by The Imagination Factory. 

Cirde Reader Service #207 




times, posting a 4.2! EK/V Guzman won 
14 times and had a 3.99 
Some players weren’t even close to 
tlieir 1993 performances. A scan of Mon- 
treal’s statistics revealed Pro League's 
dislike for Jeff Fassero. In 1993, he was 
12-5 with a 2.29 ERA, which would have 
led the league had Fassero thrown a few 
more innings. In Pro Lil/\c;ue seasons, he 
was 5-6 with a 4,43 mark and 6-10 with a 


6.10 ERA. Team- 
mate Kirk Rueter 
likewise ballooned 
from 8-0, 2.73 to 
6-4,5.10. 

ITe game does- 
n’t necessarily in- 
crease offense, as 
batting averages 
are about the same 
as in real-life. Slug- 
ging percentages, 
however, are about 
ten points too low, 
while on-base per- 
centages are about 
five points too low. 
More singles occur 
in the average 
game, whereas ex- 
tra-base hits, par- 
ticularly home runs, are much less 
frequent. The only hypothesis I can de- 
vise to explain how this results in .40 ex- 
tra runs per game is that base runner 
advancement in the autoplay module 
may be too frctjueni. 

Players are numerically rated for de- 
fensive abilities, but once again, this 
seems to have little effect on gameplay. 
I gave the Indians top-notch range rat- 


ings at every defensive position and 
watched their win total decline from 75 
to 73. I gave the Chicago While Sox 
Dave Kingman-like ratings at every po- 
sition, and their win total dropped from 
81 to 80. 

THE DRAPT BOARD 

Pro League also provides a draft mod- 
ule. Since it can’t be used competitively, 
however, it looks to be basically an after- 
thought. The first time I tried to run it, it 
hung the machine in the 20th round Hy- 
ing to access an empty list of designated 
hitters. T got through 25 rounds on my 
second attempt, disgusted to find All-Star 
caliber players still available in the 18th 
round. When 1 tried to run a season us- 
ing these teams, fully expecting the team 
1 drafted to win the jjennant by 40 
games, the autoplay mocluie repeatedly 
hung the computer three games into the 
season. 

Pro League represents an attempt to 
provide as much function as any baseball 
simulation previously released. It fails, 
however, to perform any t)f these func- 
tions an)'where near the level its conipeti- 
fion has reached. The game is 
unfinished, the number of serious bugs 
spotted increasing eveiy time I reboot 
my computer. It is, quite simply, a piece 
ol' sol'tware that should never have 
reached the marketplace. 

I iliink Micro Sports knows this. No 
program with this many errors could 
ever have passed beta-testing. Still, for a 
game in such a competitive market, it is a 
most dillicult and fnistrating experience 
(rom the moment you aitemjjt to install 
the prognim. Even with all the effort ex- 
pended, it seems that Pro League is 
licaded back to the minors, at least until 
they pitch their games with a bit more 
control. 45r 


THE EDITORS SPEAK] 


PRO LEAGUE BASEBALL 

RATING ilk 

PROS Beautiful bail yard graphics 
and a nice selection of offensive op- 
tions. 

CONS The statistical model pro- 
duces unrealistic results. The action 
mode play has limited value. 'Fhe 
game as a whole is boggier that a hot 
summer night. We installed this 
game long enough to do the I'eview, 
but now it’s going, going.. .gone! 



NOTHING BUT NET! 
Pro League Basketball 

The only statistically accurate graphics 
based basketball simulation. 

Simulates the game of professional 
basketball from the coach's perspective. 

Create leagues. 

Draft teams. 

Develop coaching playbooks. 

And much more... 


Players rated in 11 categories. • Each pass is taken into account. • Tracks each player's court 
location. • Players actually make decisions. • Watch their thought processes. • Computer and 
user controlled teams. • Play-by-play with shot-action graphics. • Slatistics: game, season, 
standings, league leaders, and records. • Graphical User Interface. • SoundBlaster support. 


Includes the following modules: 

ORDER TODAY! 

• Pro Personnel 

Mail check or money order for $49.95 ea. to: 

• Pro League Setup 

strategic Gaming Designs 


659 Cary Towne Blvd. #176, Cary, NC 27511 

• Pro Playbook 

Specify 3.5" HD or 5.25* HD media. 


1-919-552-1807 

^ STRATEGIC ^ for 

• Pro Stats 

Fortha IBM and compatibles. 640 KB RAM. 380 or 

1 1 VISA . MasterCard 

above recommended. Requires mouse, hIgh-densIty 

^ ''•’flpr'" 

disk drive, hard disk, and VOA. 
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Multimedia I’C 


oiitl Spor/i\ / nstrndiou 


Soccer's Vrar Gome? 


Learn The Real Thing From Meola, Harkes, Hamm 
& Zachery Ty Bryan. 

QP 


“The key to sconng is opening 
stance°" the field Up, Getting space!’ 

ChannetlnQ -’^■1 ^ 

cover M W 

Balance jL. 


Build real soccer skills with live-action, multimedia caaching from 
America's greotest players. All on CD-ROM for your Multrmedio PC, 

300 or Mocintosli® system. © Get ESPN's Let's Play Soccer and learn 
offensive, defensive and team skills from John Harkes, U.S. World Cop ^ 

Team star. Mio Homm, all-time points leader in women's soccer. Pius ^ 

"Heme Improvement's" Zochery Ty Bryon, Offidol 
World Cup Youth Ambassador. ® Or choose fSPIV 
Soccer: Skills S, Strategy end team up with Harkes, 

Hamm end U.S. World Cup Goalie 
Tony Meolo. You'll get interactive, 
personol coaching from three top 
champions. Covering everything 
from basic skills to advanced 
game strategy — all at your own pace. 
® Either woy, you're o winner. 

Call 1-800-831-2469 now for 
complete information. And start 


playing for real. 


Publrshed by InlellrmdiO Sports, lot. Two PferinionlCentei, Suite 300, Allonto, Geotj'ra 30305, Pfume (404) 262-0000, foj (404) 261-2282. 
InlelIrPIty is 6 tegrstered Irstemotk of Intelliiredlu Sports, ItK. ESPN is a leglsteied ttodeinork of ESPN, Iik. The Mulilmedrp PC loop Is o (eitllkolirsn 
mark pf the Mrjliliiierjii PC MotkeHng Council, Iik. 300 and tfie 3DO I090S ore tiadeiTtarks of The 300 Compony. MocintpOt is 0 registered 
findemark oi iSpple Compiler, Inc 
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CHIPS&BITS 


Call 800-500-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 10119 

PO Box 234 Dept 10119 Rochester, VT 05767 




•JAGUAR SYSTEM’ The new Jaguar interactive multi- 
media system has a mind blowing 64 bits of power. Of- 
fers 1 6 million colors in a 3D world, breakneck speeds, 
cat-like control and movie-like special effects. S249 




‘MIDNIGHT 
RAIDERS’ Get 
ready fortfie ride of 
your life in an AH- 
64 Apache Attack 
helicopter! Fly un- 
der the cover of 
night to rescue a 
kidnapped govern- 
ment official. Fea- 
tures TruVideo of 
the cockpit, urban 
warfare, and terror- 
ist hideouts that 
change vwth every 
game! S52 



•WORLD HEROES 2’ This super hot sequel raises the 
energy level to nuclear heights while introducing a cool 
new move - MORPHING. P/ay one of ISdiaracters and 
zoom through the action at one of 3 speed settings. S59 



SHIPPING! 


Place an order for an out of 
stock item and reoieve FREE 
overnight shipping when 
product becomes available. 
Handling $2 per shipment. 




‘VAY’ It came from 

Q 


space a millen- 
nium ago, two tons 

U 


of technology pro- 
grammed for de- 

< 


struction. Wizards 



joined forces to 
drain its power. 

ul 


Now the Danek 



Bnpire has partially 
duplicated it and 
youronly hope is to 
restore power to 
technology that 


nearly destroyed 




‘BRAIN LORD’ is truly an adventure into the future. On 
another planet. Brain Lord pits the player against many 
challenging puzzles. Brain Lord combines incredible 
graphics and music! S59 


GENESIS HARDWAREHGENESIS ADVENUTREHCENESISROLEPLAYINGH genesis shooters ■ GENESISSIMULATIONS ■ GENESIS SPORTS 


4 Way Play Adaptor 

$29 

Flashback CD 

$49 

Ballletech 

$54 

Black Hole Assault CD 

$39 

Outrunners QA 

556 

RBI 94 GA 

$52 

6 Bltn Arcad Pwr SIk 

$39 

Flintstones Movie 

$56 

Cybercop 

$44 

Commando Raid 

$49 

Road Rash 2 

$42 

Slam Masters 

$56 

6 Button Control Pad 

$19 

Frankenstein CD 

$52 

Dark Wizard CD MA13 

$43 

Contra Hard Corps 

$52 

Rock & Roll Racing 

$49 

Tocmo Baseball GA 

$56 

F-16 Wireless Pad 

$39 

Goofy 

$42 

Helmdall CD GA 

$44 

Crime Patrol CD 

$49 

SeaQuest DSV 

$56 

Tecmo Super Bowl GA 

$54 

Gen MenacerTerm 2 

$46 

High Seas Havoc 

$46 

Land Stalker GA 

$54 

Death Duel 

$49 

Super Bike Challenge 

$49 

Tiny Toon Ad: All Stars 

$44 

Genesis Activator 

$59 

Incredible Hulk GA 

$54 

Lutia 

$56 

Exo Squad 

$52 

Super Oft RoadiBaja 

$52 

Tony LR Ull Bsball 95 

$54 

GEN CD 2 Sports Pk 

S229 

Itchy & Scratchy 

$43 

Might & Magic 3 

$59 

Gauntlet 4 

$42 

Tomcat Alley CD 

$49 

Troy Aikman Football 

$59 

GEN CD Bkup Cart 

S44 

Jungle Book GA 

$56 

Phantasy Star 4 

$79 

Lethal Enforcers 2 

$56 

Virlua Racing GA 

$76 

Vitale Basketball 

$52 

GEN 2 CD Sys CD 

S229 

Jurassic Park CD GA 

$49 

PoptuI Mail CD 

$49 

Lode Runner CD 

$46 

Wing Commander 2 

$56 

WWRRaw 

$58 

Genesis CDX Sys 

S399 

Mega ManiWily Wars 

$56 

Romance 3 Kgdoms 2 

$49 

Mad Dg McCree 2 CD 

$49 



World Cup USA CD 

$46 

Genesis Menacer 

$36 

Mickey Mania CD 

$56 

Shadow Run MA-13 

$49 

NovaSlorm CD 

$54 




GEN RF Antnn Switch 

$9 

Out of this World CD 

$49 

Shining Force 2 

$64 

Rapid Deployment CD 

$44 



■ .. . 


Genesis Systm 2 core 

$99 

Penn & Teller CD 

$46 

Technoclash 

$39 

Rebel Assault CDGA 

$44 




GEN Systm Sonic 2 

$129 

Pirates of Dark Water 

$54 

Unchrtd Wtrs Nw Horz 

$62 

Sllpheed CD GA 

$43 

ATP Tennis GA 

$49 



Genesis Team Plyr 2 

S36 

Power Rangers 

352 

Vay CD MA-13 

$48 

Soul Star CD 

$44 

Barkley Basketball GA 

$49 

Aoro Biz 

$56 

Mega Mouse 

$32 

Prince Persia MA-13 

$49 



Star Strike 2000 CD 

$56 

Bill Walsh Coll FB 95 

$54 

Animaniacs 

$46 

SG Program Pad 2 

$32 

Ren S Slimpy Show 

$46 

■ 


Stellar Fire CD 

$42 

Bill Walsh Coll FB CD 

$39 

BrainDead 13 CD 

$49 



Robocop Vs Terminlor 

$56 


View Point 

$56 

Brett Hull Hockey 95 

$49 

BreakThru 

$44 

1 ■ 

Shadow Blasters 

$19 



Zero Tolerance 

$49 

Championship Pool GA $46 

Clue CD 

$54 


Shadow of Atlantis CD 

$52 

Art of Fighting MA-13 

SS2 



ESPN Football GA 

$56 

Dragons Fury 2 MA-13 $44 



Shadow of Beast 2 CD 

$52 

Brutal CD MA-13 

$49 

■ 


ESPN Hockey 

$56 

Oune:BattIe forArrakis 

$49 

3 Ninjas Kick Back CD 

$46 

Shinobi 3 

$42 

Claytighter 

$52 


ESPN NBA Hangtime 

$56 

Generations Lost 

$49 

Ad Baimn & Robin CD 

$46 

Snatcher CD 

$44 

Cybemauts 

$54 



FIFA Int'l Soccer 95 

$54 

Genghis Khan 2 

$56 

Akira CD 

$54 

Sonic the Hedgehog 4 

$59 

Double Dragon 5 

$52 

AH-3 Firehawk CD GA 

$44 

Golf Mag 36 Holes CD 

$52 

HUMANS 

$36 

Baby Boom CD 

$52 

SpidyiMax Carnage 

SS4 

Dragon 

$56 

Al Unser Jr Racing 

$46 

Jack Nicklaus SE 

$54 

Jeopardy CD 

$49 

Beavis & Butt-Head 

$54 

Star TrekiDp Space 9 

$54 

Eternal Champns CD 

$46 

Championship Pro-Am 

$32 

Jammitl GA 

$56 

Liberty or Death GA 

$59 

BlackThorne 

$49 

Superman 

$39 

Fatal Fury Special CD 

$46 

ChQpllfter3 

$52 

King Salmon 

$42 

NFL Trivia CD 

$49 

Boogerman 

$49 

Sylvester & Tweety 

$54 

Fighting Master 

$42 

Daytona USA 

$79 

Links Pro Goll CD 

$56 

Nobng Lord Darkness 

$56 

Cadillc & DInosrs CD 

$49 

Tazmania:Esc Mars 

$52 

Justice League 

$56 

ESPN SpeedWorld CD 

$56 

Madden Football 95 

$54 

Operation Europe 

$62 

Chuck Rock 2 

$29 

The Punisher 

$54 

King of the Monstrs 2 

$54 

Flying Nightmares CD 

$44 

Muhammad All Boxing 

$49 

Pac Man 2 

$52 

Death of Superman 

$52 

The Tick 

$54 

Mortal Kombt 2 MA17 

$66 

Formula 1 GP CD 

$46 

NBA Showtime 95 

$54 

Pinball Dreams 

$52 

Demolition Man 

$56 

Time Cop CD 

$46 

Power Instinct 

$54 

Ground Zero Texs CD 

$54 

NCAA Football 

$54 

Powermngr CD MA13 

$43 

DinoBlazer CD 

$56 

Tinhead QA 

$52 

Rise of the Robots 

$52 

Lotus Turbo Challng 2 

$39 

NFL Quarterback Club 

$62 

Romance 3 Kngdms 3 

$59 

Dolphin CD GA 

$42 

Vikings 2 

$46 

Samurai Showdown 

$58 

Mario Andrtt Race GA 

$52 

NFL Sportstalk FB 95 

$54 

Shanghai! 2 GA 

$39 

Dracula CD 

$49 

Virtual Bart 

$52 

Shaq-Fu 

359 

Megarace CD 

$44 

NHL All Star Hockey 

$54 

SimCily 2000 CD 

$52 

Dragons Lair 2 CD 

$52 

Wolf Child CD 

$39 

Super Street Fighter 2 

$66 

Midnight Raiders CD 

SS2 

NHL Hockey 95 

$54 

Trivial Pursuit CD 

$54 

Earthworm Jim 

$62 

XMEN 

$44 

Virtue Fighters 

$79 

Monster Truck Wars 

$49 

PGA Tour 95 

$54 

Wheel of Fortune CD 

352 

Fahrenheit CD 

$52 

Zero Kamikze Squirrel 

$52 

World Heroes 2 

$56 

Nigel Mansll Indy Car 

$52 

Pebble Beach Goll GA 

$44 

Wirehead CD 

$52 
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FREEGAMEOFFEFT 



‘LORD OF THE RINGS' Embark on an epic adven- 
ture to destroy the ring that has the power to end 
Middle Earth. Characters move in thousands of frames 
of fluid animation with real-time combat. S54 



‘BREATH OF FIRE’ An evil sorceress has brought com- 
peting dragon clans under her diabotica) spell. A young 
hero and 7 warriors must awaken from an eternal slum- 
ber to battle the enemies. S59 



'MORTAL KOMBAT 
2 ’ is more than a 
sequel ... its an 
amazing recreation 
of the original! 
Fight past 7 new 
characters with im- 
proved graphics. 
Offers 40 new spe- 
cial moves, 12 new 
finishing moves, 
more challenging 
game play, 12 
"Babalities'' and 2 
new hidden char- 
acters. S66 



‘COLLEGE 
FOOTBALL'S 
NATIONAL 
CHAMPIONSHIP' 
The 32 finest col- 
lege teams -Michi- 
gan, use, Notre 
Dame, Penn 
State, Texas A&M 
• tear it up in 
league play. Col- 
lege playbooks, 
rules, fight songs 
and stadiums! All 
the excitement of 
college ball! S52 


'EYE OF THE BE- 
HOLDER'. Lead a 
band of adventurers 
through 13 levels of 
eerie passageways 
and echoing halls 
beneath the city of 
Watersdeep. Play- 
ers detect critical 
clues to continue 
their journey. Offers 
a first person per- 
spective, animated 
sequences and a 
special map func- 
tion. S46 


*FREE 

GAME 

OFFER 

Buy 3 in stock Super Nintendo games and choose a 
4th game from the list below. Offer subject 1o change 
or cancellation without notice. Valid from September 
1st through November 301h or while supplies last. 

Madden Football 93 (SNES), ABC Monday Nite Football 
(SNES),T2:Judg€mentDcv(SNES),RunSaber(SNES), 
Battle Blaze (SNES), Aero the Acrobat (SNES). 



SEGA MARS 32X 


Genesis 32X System : 

5149 

College Football 

$56 

CyberBrawl 

$56 

Doom 

$59 

Golf Mag 36 Gri Holes 

$56 

Star Wars Arcade 

$59 

Stellar Assault 

$59 

Super AfterBurner 

$56 

Super Space Harrier 

$56 

Surgical Strike CD 

$56 

Tempo 

$56 

Virtue Racing Deluxe 

$59 

Wirehead CO 

$56 

SNES HARDWARE 

Championship Joystick $56 

Power Plug 

$34 

Pro Action Replay 

$59 

Super Link 5 Plyr Link 

$29 

Super Mullitap 

532 

Super Nintendo Sys 

$149 

Super Scope 

$54 

Wireless Control Pad 

$42 

SNES ADVENTURE 

3 Ninjas Kick Back 

$56 

Addatns Family Values 

$54 

Adventures of Batman 

$59 

Aero the Acrobat 2 

$56 

Akira 

$59 

Beavis & Butt-Head 

$54 

Biker Mice from Mars 

552 

BlackThome 

$52 

Bonkers 

358 


SNES ADVENTURE 


Bugs Bny:Rbt Rmpg $56 
Castle Wollenslein 3D $52 
Claymates $49 

Cool SPOT $44 

Crazy Chase $52 

Death of Superman $59 
Dennis the Menace $42 
Donkey Kong Country $62 
EarthWorm Jim $62 

Eek the Cat $54 

Flinlstones Movie $54 
Goof Troop $49 

Gn Circs Myst w/Mcky $59 
Hurricanes $52 

Incredible Hulk $54 

Inspector Gadget $42 
Izzy's Olympic Quest $54 
Jelly Boy $54 

Jungle Book $56 

Knights Round Table $56 
Legend Mystcl Ninja 2 $56 
Lion King $59 

Mega Man X 2 $59 

Mickey Mania 556 

Pirates ol Dark Water $49 
Popeye $49 

Ren S Slimpy Show 2 $54 
Rocky & Bullwinkle $36 
Scooby Doo 554 

SeaOuest DSV $58 

Shien's Revenge $54 
Sink or Swim $49 

Skuljaggers Revenge $59 
Speedy Gonzales $52 
SpidyiMax Carnage $62 
Star Trek:Dp Space 9 $54 
Sunset Riders $42 

Super Return of Jedi $62 


SNES ADVENTURE 


Sylvester & Tweely 

$58 

Tales Spike McFang 

$54 

Tarzan 

$52 

The Mask 

$56 

The Tick 

$54 

Time Cop 

$56 

Time Trax 

$39 

Tom & Jerry;Chase 

$56 

Vikings 2 

$54 

WoK Child 

$46 

XMEN 

$59 

Young Merlin 

$56 

Zero Kamikze Squirrel 

$56 

1 SNES SPORTS 

Barkley Basketball 

$49 

Brett Hull Hockey 95 

$56 

Champnship Wrestling 

$54 

Diamond Challenge 

$52 

ESPN Football 

$56 

ESPN NBA Hangtime 

$56 

GUTS 

$54 

Hardball 3 

556 

Looney Tones Hoops 

$58 

NBA Jam Session 

$59 

NBA Showdown 

$46 

NFL Quarterback Club 

$64 

NFL Team Heroes 

$54 

Pele Soccer 

$52 

Power League Bsball 

$52 

Soccer Shootout 

356 

Super Soccer Chmp 2 

$52 

Teemo Hockey 

$56 

WWFiflaw 

$64 

World Cup USA 

$54 

Zoo Ball 

$54 


SNES ROLE PLAYING 


Brain Lord 

$59 

Curse of Azure Bonds 

$64 

DragonView 

$59 

Eye of the Beholder 2 

$69 

Final Fantasy 3 

$66 

First Queen 

$56 

Golden Empire 

$59 

Illusion of Gala 

$62 

Lord of the Rings 

$54 

Lufla 2 

$56 

Might & Magics 

$59 

Obitus 

$58 

Paladin's Quest 

$52 

Secret of Mana 

$59 

Shadow Run 

$56 

Ultima 7:Black Gale 

$64 

Warrior of Rome 3 

$52 

Wizardry 5 

$59 

1 SNES SHOOTERS 

Bio Metal 

329 

Exo Squad 

$52 

Fire Striker 

$52 

Fire Team Rogue 

$56 

Galactic Defenders 

$56 

Lethal Enir w/gn MAI 7 

$64 

Metal Morphin 

356 

Qperalion Thunderbolt 

$54 

Soldier of Fortune 

$56 

Super Mega Force 

$39 

Super Metroid 

$56 

Super H-Type 3 

$54 

Super Sonic BIstmn 2 

$54 

Tin Star 

$48 

Total Carnage 

$39 

Wild Guns 

$54 


SNES SIMULATIONS 


Aero Fighters 

$52 

Air Strike Patrol 

$52 

Carrier Aces 

$52 

ESPN SpeedWorld 

$56 

Full Throttle Racing 

$56 

Mike Andrtt Indy Car 

$59 

Monster Truck Wars 

353 

Pacific Theater Ops 

$59 

Star Trk:Slarfleet Acad 

$52 

Super FI 2 

$53 

Turn & Burn:No Fly Zn 

$52 

Wild Trax Stunt Racer 

$56 

Wing Commander 

$53 

SNES STRATEGY 

Aero Biz Supersonic 

$59 

Animaniacs 

$54 

Genghis Khan 2 

$56 

Jeopardy 2 DIx 

$52 

Pachi Slot 

$52 

Risk 

$52 

Romance 3 Kgdms 3 

$59 

SimCity 2000 

$56 

Super Pinball 

$49 

Super Tetris 

$49 

Utopia 

$49 

Wild Snake 

$46 

1 300 1 


Air Warrior $52 

BrainDead 13 $49 

Jurassic Park $52 

Microcosm $52 


Star Trek Next Genrfn $54 


SNES KICK & PUNCH 


Brutal 

$56 

Clayflghter 2 

$59 

Double Dragon 5 

$56 

Dragon 

$56 

Fatal Fury 2 

$59 

Fighters History 

$58 

Rnal Fight 2 

$49 

Justice League 

$62 

King of Dragons 

$56 

Kung FuiLegend Cont 

$56 

Mortal Kombat 2 

$69 

Ninja Warriors 

$56 

Pit Fighter 

$29 

Ranma 1/2:H3rd Battle 

$54 

Rise of the Robots 

$56 

Shadow ol the Ninja 2 

$54 

Super Street Fighter 2 

$66 

Survival Arls 

$56 

WCW Super Brawl 

$52 

GAME GEAR 

Aladdin GA 

$32 

Baby Boom 

$36 

FIFA Inl'l Soccer 

$34 

Lion King 

$38 

Mortal Kombat 2 

$39 

Ren & Stimpy Show 

$32 

Shining Force 2 

$41 

XMEN 2 

$36 

1 HINT BOOKS 1 


Genesis Seed of Game 56 
Sonic Strategy Guide $16 
Turbo Grafx Secrets $10 
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CUTTING 




You shout to your wing monus 
MiG slashes through the oir. 

Instinctively, you grab the 
THRUSTMASTERF-ihfLCSstick, 
punch the olterhurner ond take your 
Folcon into battle. 

G-forces rip at your body as you 
tear through the sky in pursuit. 
Adrenaline causes your hand to 
tremble os you work the fully 
programmable hot switches 
and buttons. 


your enemy and 
choose the weapon of his destruction. 

You pull hard right and fall in on 
his six. "I have a lock!" Squeezing 
the two stage trigger, a Sidewinder 
slices through the air -to the kill. 


THRUSTMASTFRF-16FL6 
* Unlimited Programmability 
« Unparalleled Performance 
« Uncompromising Reolity 


THRUSTMASTER' 


THE REALITY SPECIALISTS 

10150 SW NIMBUS AVENUE PORTLAND, OR 97223 - 4337 PHONE (503) 639 - 3200 FAX (503) 620 - 8094 






Can We See 


BAR&QRIU 


WillClI ASI’KCT Ol- 
MODERN I'LIGH'J' 
SIMUIAI'ORS LE,-\ST 
accurately repre- 
sents real world 
night? Ill my 
opinion; the view 
systems. Flight 
models often have 
weaknesses, but many game publishers have ad- 
mitted that Ilight model omissions and inaccura- 
cies result more from game play concerns for the 
casual user than for actual technical reasons. The 
current generation of PCs can siijiport fully realis- 
tic Ilight models, but the designers decide not to 
liuild them for cost, schedule and game play rea- 
sons. While I might not agree with some of the 
decisions they make regarding Ilight models, I 
can understand their reasoning. 

1 see view s)'stems in a dilfereni light. No Ilight 
simulator currently available for home use re- 
motely approaches real-world visibility. Having 


ON THE RADAR 


Last month’s Radar reported that a bogey named Carrier Wing was being test- 
ed in the air space around Electronic Arts. Intelligence sources now suggest 
that the project has been renamed U.S. Navy Fighter. Our agents were also 
able to attain positive visual identification (as seen in the provided screen 
shot) along with further performance specifications. U.S. Navy Fighter will in- 
corporate a “Track 
View" that will simu- 
late a pilot’s rotating 
head, while still 
leaving control of the 
craft in the pilot’s 
hands. More informa- 
tion as our agent 
(code name: Air 
Sickness Bag Guy) 
uncovers it. 




lluwn a few mock engagements in T-‘M (rainer SEEING THE 3D 
aircrah, I ve (ound the PC view systems lacking on 
two counts: Re.solution and Scope. 

Monitor resolution, even at 102dx768, pales WORLD OF AIR 
compared to the human eye’s visual acuity. Might 
simulators must portray aircraft as amorjThous, 
multi-colored pixel conglomerations as range in- COMBAT 
creases simply because the display technolog)’ is 
inadequate. In PC simulations, you often cannot 
tell wlitit the other airplane is doing or which way THROUGH A 2D 
it’s banking until it moves drastically across your 
sci'een or you move in veiy close. The real world, 
though, is sigiiillcantly easier; a pilot can visually SCREEN CAN 
identily a target’s Ilight attitude at much greatei' 
ranges, allowing quicker responses to the opjDo- 
neiit’s actions. This is an inherent limitation of to- LEAVE YOU FLAT 
day’s hardware, and a limitation PC pilots must 
learn to live with. 

“Scope” is a broader category meaning “how 
well the view system works in general.” Assuming 
a sudden miracle breakthrough in monitor tech- 
nolog)' allowing eye-quality display resolutions, 
how well would the built-in 
view controls of cuiTent 
simulations work? Let’s ex- 
amine the technic|ues used 
by various flight simulation 
publishers and analyze 
their respective advantages 
and disadvantages. We will 
not be discussing external 
views-tbe views which posi- 
iji. tion the player outside (he 
aircraft. Sucli views are of- 
ten usel'ul in light of re- 
stricted cockpit views, bul 
tlieir inclusion and use df) 
not promote realism. For 
■ our purposes here, we’re 
lU--: going to examine how the 
cockpit views work and how 
they could be made more 
realistic. 

Dynamix begins the dis- 
cussion since the view con- by Tom “KC” Basham 





trols in Red Baron, Aces OeTiie Pac;ieic, 
and Acls 0\tr Euroi'E are relalively sim- 
ple. Using the F1-F5 function keys, 
Dynamix’ sims allow five views: fonvard, 
lefi, right, back and up. 'Iliese views do not 
overlap, and objects can l)econie “lost” be- 
tween the front and side views or back and 
side views. Tlie limited views and visible 
zones create a fairly restrictive view' system 
which limits a player’s situational aware- 
ness. The Dynamix system has one main 
advantage: the “up” view'. The “up” view’ is 
probably the single most impor- 
tant view during a dogfight. 'Hie 
side and back views are I'or situa- 
tional awarene.s.s; the more you 
can see around you, the better 
you tinderstand the tactical situ- 
ation. The front view' is for 
shooting; put the gunsight on 
the badguy and pull the trigger. 

The “up” view', though, drives 
(or controls) the fight. During 
most of the fight, until the at- 
tacker reduces angles enough to 
get a shot, the target is visible 
only in the “up" view’, fhe at- 
tacker spends considerable time 
looking through the top of the 
canopy at his prey as he maneu- 
vers for the shot. In short, if you 
ain't using the “up" vieto, you ain't 
driving the fight. 

In a one-on-one fight, the “up” and 
“fonvard” view’s are probably sulftcient as 
long as you remain in control of the fight. 
Dynamix sims do not allow' good situa- 
tional aw'areness, though. Dynamix 
needs to expand the .scope of their view' 
control, broadening the areas visible 
from the cockpit. 

Next, let’s look at MicroProse prod- 
ucts. The view systems in their sims vary 
greatly. F-14 Fleet Defender includes 
standard front, left, right views as well as 
left+hack and right+back over-the-shoul- 
der views, and it inherited a rudimentary 
padlock \'iew' from the .S'ntiKit Ru'.le series. 
I'he standard and shoulder view’s offer 
wide view ranges and good situational 
awareness. The simple padlock view- 
keeps the pilot’s eyes locked on a specific 
target during maneuvering, mimicking 
the movements of a real-world pilot’s 
head during combat. Fleet Defender 
sulTers from two omissions. First, the lack 
of an “up” or “fonvard-l-up” view is .sorely 
missed w'hile dogfighiing. As stated 
above, if you’re on the offense then the 
target w’ill appear in the “up” or 
“up-t-fonvard” view' until the veiy final 


stages of the fight. Second, the padlock 
view' lacks any usable information during 
a fight, and it’s quite easy to lose orienta- 
tion. In the real-world, a pilot know's 
where his head is pointed and can physi- 
cally (eel what his aircraft is doing. Fleet 
Defender’s padlocking system accounts 
for neither of these factors. Look at the 
three screen images on this page. Can 
you tell w’hich one is looking left, right, or 
up? Can you tell what the aircraft is doing 


typical argument is, “Real pilots get dis- 
oriented dui'ing combat so we’re model- 
ing that.” Real pilots do become 
disoriented, but they do know which way 
their head is turned. It does the sim-jock 
little good to track the target w'hen un- 
able to determine w’hich way the “simu- 
lated head” is pointed. A padlock view 
that does not adequately describe the sit- 
uation is useless. 

Fleet Defender is an excellent simula- 
tion, but its view control needs some 
modification, 'fhe addition of an “up” 
(and preferably an “up-Fforward”) view' 
w'ould greatly improve close-in, knife- 
fight dogfighting. Second, the padlock 
view needs dressing up. Some minimal 
flight instnmientation must be present. A 
small artificial horizon with speed and al- 
titude discretely tucked in the corner 
would be enough. With peripheral vision, 
a real-world pilot can flick his eyes and 
see the MUD or instrument panel with 
little or no head movement. Padlock 
views must somehow’ simulate the pilot’s 
ability to “feel” the aircraft and quickly 
glance at the instniments ^vithout losing 
track of the target either by a “fast glance 


at the instrument panel” key or by pro- 
viding critical flight information in the 
padlock view. Padlock views must never 
leave any doubt w'hich way the head is 
turned. A small ‘L’ for left, ‘R’ for right, 
and ‘U’ for up scribbled on the virtual 
canopy in virtual grease pencil at strate- 
gic points would provide suflident visual 
cues without being overly distracting. 

1942: The Pacific Air W.\r shares most 
of Fleet Defender’s flaws, but also takes a 
ne^v approach to the view' problem. First, 
1942 also lacks the ciiicial “up” 
and “up+fonvard” views. Since 
the F-14 doesn’t emphasize dog- 
fighting, such omissions are 
somewhat understandable. In a 
flight simulation focused on 
dogfighting, though, such omis- 
sions are unfathomable. Second, 
1942’s padlock view suffers the 
same problems, along w'ith 
Fleet Defender and the FI 5 
Strike Eagle series before it. 
Again, simple reference marks 
on tlie canopy would do won- 
ders for the padlock’s effective- 
ness. 

1942 introduces some snazz)' 
new technology: the virtual 
cockpit. The virtual cockpit al- 
lows complete user-controlled 
view panning. You have com- 
plete control over where the pilot’s head 
looks. The only “blind spots” are those 
caused by the airframe itself, 'fhe virtual 
cockpit panning requires practice and co- 
ordination to use smoothly. It also signifi- 
cantly reduces fiame rate, becoming 
unplayably slow on low-end machines. 
The virtual cockpit, how’ever, presents a 
new' approach to an old problem. Despite 
interface and CPU limitations, the innov- 
ative virtual cockpit is a step in the right 
direction and opens the door to even bet- 
ter solutions in the futui'e. 

Spectrum HoloByte introduced the 
first, and still the most functional, pad- 
lock view system in Falcon 3.0. Outside 
padlock-mode. Falcon 3.0 offers right, 
left, hack, fonvard, up+fonuard, and up 
views. The restrictive side and back view’s 
provide little combat or situational aware- 
ness value, but the combinations of “up,” 
“up-Fforward,” and “up” provide the 
most critical views needed during a knife 
fight. 

Falcon’s padlock view is often criti- 
cized as “not being realistic.” Certainly, 
four “windows” splashed across the 
screen are not a realistic view' of the real 


W'hile looking at any of these views? The 



Right 


Up 


WHICH WAY MIDWAY? Without the notation, could you tell which view was 
left, right, or up in 1942: Pacific Air War? 
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The On^ Way to Bring Tliese Four 
ripnprations of Jet Aircraft to Life. 


Episode 1: 50 Years of Gs and Jets 

High-performance jet aircraft as only multimedia can deliver. 


Discover 20 of the most celebrated aircraft of the 
past 50 years. Meet the aces and designers that made 
them history. 


:#))))! Share Yeager’s trip through tlie sound barrier, hear 
an F-117 pilot’s perilous mission over Baghdad and 
witness disastrous incidents in the quest for speed. 


Only Wild Blue Yojider™ brings this awe-inspiring 
family of modern jets to life for you. Become a part of Uie 
adventure through interviews, videos, official reports, 
combat photos and personal mementos! 

Illustrated stories chronicle the triumph 
and tragedy of flight, with 1,000 dazzling 
photographs, many recently declassified. 
in Video segments put you in a dogfight 
with a MiG, a stratospheric test flight and 
through wild aerobatics. 



Experience interactive cockpits plus period 
music ranging from Charlie Parker to Robert Cray 
to the Scorpions. 

Wild Blue Yonder brings it all to life. No collection 
is complete without it. It’s the only place you 
can have this much fun without a G-suit. 

ij Visit your local retailer, or call 24 hours 
1-800-695-GAME (USA and Canada). 


Macintosh CD-ROM 
^ Windows CD-ROM 


r/\/z 


'ectrum 

bloByte 
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world; however, F.u.con’s padlock is the 
most realistically (iincrioiial padlock view 
currently on the market. “Realistically 
functional,” you ask? The inibrmation 
provided by Fal(X)n’s pacl!(x;k most accu- 
rately represents what a 
real |nlot knows dining a 
ctogliglu. Critical llighi atti- 
tude information is tucked 
in the corners, only a 
glance away at all limes, 

'File upper-middle window 
graphically shows where the 
pilot’s head is pointed at all 
limes, and the lower “;1D” 
window displays what the 
jiilot’s eyes are actually see- 
ing. Learning to read the 
padlock view takes time 
and practice (see “Alaslerhii^ 
the Padlock View,” Issue 
#106, May, 1993), but once mastered 
provides unequalcd visual feedback. 
Nearly three years after Falcon’s initial 
release, no other game publisher has seri- 
ously challenged Spectrum HoIoByte’s 
padlock view. 

Fai.con’s view system sullers I'rom lim- 
ited side and back views as well as cpiirks 
ill the padlock system. The padlock’s 
lliglit altitude information is split into a 
text window and it mini-1 lUD in two sep- 
arate corners, 'Hie padlock would be well 
sen'ed to combine the,se two into a single, 
reasonably functional mini-l-IUD. A more 
serious problem is that the jiadlock tracks 
targets that the pilot shouldn’l be able to 
see. When the target jiasses below the air- 
craft, the padlock view distorts itself and 
continues tracking the target instead of 
losing lock. In addition, the “point of 
view” moves in jiadlock view, roughly 
akin to the pilot moving his head up and 
down. Although this elfect may be realis- 
tic, it causes problems with the HUD. 
The HUD is “calibrated” for a particular 
viewing angle, and must be viewed from 
that specific angle. When padlock’s “vir- 
tual head” goes bobbing around, it mess- 
es this angle up. 'Fhe result: targets 
ajipear in the gimsighi when they really 
aren’t. Most F.-U-CON pilots (ly in padlock 
until the final moments of a dogfight, 
then switch back to the standarrl “for- 
ward” or “up-Hforward” views to gel a 
clean shot. Padlock’s viewing angles 
should be kept consistent with non-pad- 
lock viewing angles. 

Kesmai’s Suplr VUA Air Warrior ap- 
jiroaches the view problem veiy dilferent- 
ly. Rather than provide panning or 


padlocking. Air W.vrrior uses a-buiiding- 
block ajiproach. The basic blocks — tiji, 
down, front, hack, l(fl, and right — may be 
combined to ci'eale many other views. Air 
Warrior includes a utility calletl 


(to some degree) how the view keys work 
and combine. Without any editing, the 
user can always jiress two keys at once to 
generate new views. With keymap editing, 
the user can build 3-key sequences, such 
as “up-t-froiUTlcn” allowing a loial ol’26 
view angles. The recent 1.16b upgrade lo 
.Air Warrior increases flexibility and 
even allows user-defined macros thal can 
perform ilighi-oriented or view-orienied 
tasks. 


Fully using this scheme is rather dilli- 
cult unless you have a progfammalde in- 
terface like the Thrustmaster Wlai’ON 
Con i Roi, Sysliim Mark II. You generally 
don’t have time to type comjdex view se- 
quences while fighting, so most jjlayers 
use the WCS Mark II and program the 
Thrustmaster Ft.itarr Control Sy.stI'Ai’s 
hat switch for view control, 'lliis view .sys- 
tem works well because )' 0 u always know 


which view you just selected, unlike j)ad- 
lock views that move around without user 
input. As usual, though, ihe more flexible 
the interface, (he more cumbersome it is 
to use. 

My perfect view system would include 
elements of all the jjubli.shers listed liere. 
I’d start with Kesmai’s “construclor” sys- 
tem to allow all |50ssibli: di.screte view an- 
gles. Fhen I’d add Spectrum HoIoByte’s 
jjadlock system, but add various modifi- 
cations to restrict the viewing angle, as 
|3er MicroProse’s system. In short, no 
single game publisher oilers a single, per- 
fect viewing system. Each has advantages 
and disadvantages. As users, we can only 
hope that the next wave of llighi siniula- 
lions will incorpoi'ale the various advan- 
tages into a single system. 

Where will the future Itike us? “X'iriual 
Reality” has become it household phrase, 
but I’lti a bit skeptical ol' the claims that 
it will transform enlertiiininent technolo- 
gy. At the summer (ionsuiner Electronics 
Show several vendors hiid head-mounted 
displays. Looking Glas.s demonstrated it 
new non-combal Might .simulator entitled 
FLicnir Unllmitli) with a VR helmet. 
The stereophonic heiidsel fully tracked 
head motion; Flich t UNLiMrrt'.n |)anned 
smoothly to aiq'where I moved my head. 
'Fhe concept and immersion into the 
product was quite interesting, but not 
without hitches. First, the video 
resolution insirle the display 
was (jiiite coarse, making the 
instrumenliiiion bluriy and un- 
readable. Second, you couldn’t 
see the keyboard, making it 
difficult to control without a 
full Thrustmaster l ig. Fhird, 
and most impoiTaiitly, the 
head-mounted displays n'ere 
slim. Fi.iciin' Uni.imitkd ran 
smooth as ghtss without the 
helmet, but using the helmet 
brought a 90Mh/, Feniium ma- 
chine to a crawl. 'Fhe fiight 
simulator itsell' ran fine; the 
helmet’s display hardware was 
the bottleneck, 'Fhe immersion 
was certainly entertaining and the out- 
ihe-w'indow grai)hic.s were enjoyable. 
'Fhe frame rate, the instrumentation’s 
video resolution, and (he inability to see 
the real-world controls made (he system 
unu.sable for intensive ajiiilicaiions, such 
as dogfighting. Ol’course, this is the first 
generation ol'home VR lechnolog)'. We’ll 
see what will follow on the first genera- 
tion’s tail. Check Six. 



THE FALCON’S EYE VIEW The Padlock view in Falcon 3.0 still offers 
the best overall situational awareness. 


keymap.exe which allows the user to edit 



CUSTOM KEYS The basic views in Am Warrior can be 
combined to create new views as you desire. It’s flexible but 
difficult to use. 
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It's €ombat 
no mattor 
how you 
look at it! 


Fighter Wing is a new breed of flight 
simulation game, offering the ultimate 
arcade flight combat experience with the 
world's top fighter aircraft, but without the 
steep learning curves. Armed with the high 
erformance Cemsoft"" 3-D engine with real time terrain generation 
sing real maps, a wide variety of challenging combat missions, 
ind actual combat video footage. Fighter Wing packs an awesome 
trsenal that can oufgun any flight combat simulator. 


Fighter wing provides a "sit and shoot" experience 
in a matter of minutes 


Featuring actual video footage from the award 
winning TV series FirePower"^ 

Choose from Training Missions; Multiple player 
Missions for up to 16 players playing over a Local 
Area Network; and Complex Missions for 1 -3 
players competing against the computer 

Pilots can fly all of today's state-of-the-art aircraft 
from the world's most powerful nations, in the 
world's most dangerous hot spots. 


■ Merit Software™ 


• GEMSOFTCORP. 

Circle Reader Service #252 
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Is This Some 

KmdOfYoke? 

Suncom’s G-FORCE Flight Yoke 
Takes Simulations Seriously 

by Gordon Goble 



S UNCOM Technologies may not 

liE AS WELL KNOWN AS ThRUST- 
MASTER OK CH PRODUCTS, lUJ E 
lliey have been a major producer 
ol' joysticks, game cards and oili- 
er peripherals for the PC gaming world 
since 1983. Responsible for such note- 
worthy olferings as FijghtM.AX, M^■ Joy- 
stick, and Gamei’OR'E 2000, Suncom’s 
dozen years of experience have not been 
lost on their latest development, the Ci- 
Force flight yoke. 

'Hie G-FoRt:E is a desk-mountable con- 
trol device that, although shaped in the 
mold of a lliglil yoke, seiwes virtually any 
vehicle-oriented software. It combines 
precise guidance and a futuristic ajipear- 
ance in what appears to be a durable 
package. 

Featuring a swiveling column (bre/all 
axis and U-shaj)ed yoke handle that piv- 
ots at the base and arcs from side to side, 
the unique G-Force design may lake a 
little acclimalion, but begins to feel nat- 
ural after just a few minutes in the air oi- 
on the track. A short and sweel luniiug 
radius means (he unit is |ierlecily suited 
to exacting llighi simulations, the most 
realistic auto racing software such as 
WoRt.n CiRci rr and IndyC.ar R.h'.int;, 
and perhajis even tank simulators. G- 
Forc:e handle stems are comfortably con- 
toured to the hand, tnid the entire unit 
makes a lot ol'ergouomic sense. 

Depending on personal prefei'cuce 
and desk style, the G-Force may be al- 
fixed to the desktop via the four suction 
cups on its underside, or edge-clamped 
by hand tightening the two btiilt-in 


thumbscrews. While the former |)resents 
a fractional problem with skidtliug (;d- 
though as far as suction cups go, the.se lit- 
tle guys are pretty good), the latter offers 
total stability on stjuare-edged desks of 
less than 1 5/8” thickness. 

Four fire buttons (uvo per handle) ;tl- 
low for both right and left-handed trig- 
ger finger and thumbtip access to critical 
controls, and a column-mounted signal 
selector instantly reverses the functions 
from thumb to index finger. A smooth 
sliding throttle is also column-mounted, 
and both Y- and X-axis trimmers (eleva- 
tor/rudder control for flight games) are 
present for “on the fly” adjus(meni..s. The 
G-Force also offers a column lock-out 
that prevents fore and aft pivoting dur- 
ing the {ipcralion of land-locked simula- 
tions, yet the rocking motion for analog 
throttle and brakes feels quite natural in 
tiuto racing siins, and manv drivers m:iy 
find they don’t want the column move- 
ment locked out at all. 

Just like a Joystick, the G-Force is 
j)lugged directly into the gaine jtori, with 
no further connections necessary. The 
yoke is spring-loaded and selfT'enlering, 
while its verv design makes Uncling all 
four corners a snap, and all this trans- 
lates into easy calibration. Made of ABS 
])lasiic with a steel shaft, the G-Force is 
just short of one loot in height and nine 
inches deej), so pi'ospective users may 
want to clear away some of (heir desktop 
clutter before testing begins. 

Speaking of testing, the G-Force was 
taken to the skies in FLiCirr SiMi'i.vroR 5, 
Fai.con 3.0, and Chuck Yea(;er’,s Air 


CoMB.-vr (still a personal favorite), and 
driven vigorously through the simulated 
race tracks of Wori.d CiRt;uiT, InuvCar 
R tciNC and Lorus. It didn’t rake long to 
discover just where the G-Force excelled. 

In ail programs, the unit provided ac- 
curate response and functioned at least 
on par with the excellent Cl I Products’ 
ViRiUAi, Pii.o'r (albeit with veiy distinct 
differences in movement). But it became 
obvious that the more realistic a j)rogram 
was, the better G-Force worked. Al- 
though Fi.Karr SiMLT-vroR 5 and Falcon 
felt supei'b, the fast action of Chuck Yea- 
ger (and most probably othei' yank-and- 
crank shool-eiu-ups) might better suit a 
rough and tough joystick. In a like man- 
ner, G-Force look on both Wori.d Cir- 
curr and IndyCar R/\cing with aplomb, 
but the wild left to right maneuvering in- 
volved in the more arcade-like Lotl.'S 
didn’t translate c)uite as well. 

For gamers with a taste for retdism, 
there is none belter. Using the G-FoRt;E 
with 1 ndyCF\R, for instance, I found nego- 
tiating even the most trying of corners 
^vhile inii'cd in traffic easier than with any 
other non-joystick gadget I’ve had (he 
pleasure to use. As a bonus, the darn 
thing aciuall)' stays in calibration! 

The best simulations require the best 
input devices. Suncom’s (i-FORCE is per- 
fectly suited to high performance simula- 
tions, and I plan to keep it awliilly busy 
well after this review has been publislied. 

For moir iuforuialion, coolacl Siincom 
Tecluiolofrirs, Im\, 6400 IK Gross Point Rd., 
Niles, Illinois 606)48. Tel: (708) 6)47-4040. 
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No wonder NASCARs is the world's 
#1 motorsport. 

And now Papyrus introduces 
NASCAR RACING . A Simulation so 
real, you'll think you need a roll cage. 


/ / / / Ilf i 'A #r i J 'f 

/ 1 ' 1:1 i / ' ^ J ' f ff brute force. 
nHnSuS^ be £7 to ts 700 horse- 

power rnonsters—that can blast you past 200 
MPH in a couple of heartbeats. Or put you 
against the wall in a careless instant. 


HOW DOSS IT FSa TO DRIVE 


The officially licensed NASCAR simulation. You’ll race on 9 different NASCAH-sanctioned tracks. Drive the world’s hottest stock 
cars— against top NASCAR drivers. They may blow you off the track at first But practice, practice, practice . You’ll start moving up. 



Realistic danger. Hit a wall 
and you’ll know it Sparks shower, 
parts fly off, wham ! You qm be 
able to go on. or it may mean back 
to the garage. By the way It's one 
thing running solo— but racing in 
a crowded field, you need eyes 
on the front, sides and back of your 
head. 


"Knock-down gorgeous" 
on CD-ROM. That’s what PC 
Gamer said about our crisp, clear 
Sl/64 graphics. (Sept ’94) Looks 
so real you can almost smell 
burning rubber. 


The real look. Papyrus' exclu- 
sive 3’D Super Texture’" technology 
gives you TV-like realism— on 
everything from cars to terrain to 
track-side billboards. Even the paint 
jobs and decals are authentic- 
plus. you can custom-paint your car 
vour wav. 


The real feel. We've duplicated 
real-car behavior— everything from 
speed to engine setup, tire condition, 
fuel load, and more. 

Plus, you control spoiler angles, 
tire types, camber, gear ratios, 
suspension stiffness, you name it 

The combinations are endless. 
And so is the fascination. 


*For a free demo disk: Call 1-800-836-1802 ($5.95 for shipping and 
handling). Or, download a demo from Papyrus’ BBS (617-576-7472), from 
CompuServe (GO PAPYRUS), or from Internet (ftp.std.com). 


From the perfeclionlsls who brought you IndyCar.Racmg. 
Papyrus' “phenomenal" IndvCar Racing has won almost every 
■ major award in the business. Guess what will win dm year. 

Visit your local retailer. Or call 1-800-836-1802 


System Requirements! 

Disk Version.— 

386 33MHz oi greater. 4MB RAM. MS-DOS 
S O « later. VGA, hard drive with 15MB Itoo. 
” Most major sound cards supported 


IBM PC SCI 




Available in stores 
in November — just in 
time for Christmas! 
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REVIEW 

World Warn 

Domark and FLIGHT SlM TOOLKIT 
Travel Back To The Big One 

by Tom “KC” Basham 



H aving designed a elexibi.e, open- 
ended AKCHri'ECrURE I'OR SVGA 
Harrier and Flight Sim 
'I' ooLKi r, Domark adds anoiher 
brancli lo iheir fliglit sim family 
tree widi a new simulation, the succinctly 
entitled WoRi.D War II. Wori.d War II 
consists of two components, an upgrade 
to Fligiti' Sim Toolkit (FST) that in- 
cludes numerous World War II objects, 
and a stand-alone game designed entire- 
ly using the upgraded FS'F. You don’t 
need FST to play 
the stand-alone 
game, but you must 
already own FS'F to 
use the upgi'ade. 

FST UPGRADE 

For owners of FST, 
there’s botii good 
and bad news in 
store. First, ilie bad 
news. The upgi aded 
FST engine is not 
exactly backwards 
compatible with the 
first version. Be- 
cause revised ob- 
jects, such as 
hangars which gen- 
erate new aircraft 
types, required defi- 
nition structures, the old FST cannot un- 
derstand files created with the new FST. 
Thankfully, Domark provides instruc- 
tions on editing old FST files lo make 
them coinpatil)le with new technolog)'. 

Now, the good news. The new FST en- 
gine includes many features requested by 
players. Fii'sl, there are two new object 
properties, "red team’’ and “blue team.” 
Units marked as “blue” are youi' allies 
and work with you to achieve mission ob- 
jectives, “red” units conspire against you 
and your holy forces, while units marked 
as neither red nor blue are “neutral.” No 


more you-versus-the-world suicide mis- 
sions. 'Fhere are limitaiions, including 
the fact that units cannot inadvertently 
damage friendly units, there are no wing- 
man communications, and red units only 
attack blue units and vice versa, but op- 
posing teams are a welcome addition. 

World W/\it II introduces torpedoes, a 
necessity lor the WVII Pacific scenarios. 
Designed to simulate their historical 
counlerparis, the torpedoes are not veiy 
accurate, not veiy reliable, and must be 
gently dropped 
from under 100 
feet and below 
1 00 knots. Also 
necessary for 
naval aviation, 
U.S. and Japan- 
ese aircraft carri- 
ers roam the 
digital seas. Air- 
craft can begin 
missions in the 
air, you can edit 
aircraft generat- 
ed automatically 
by hangars, and 
hangars now cre- 
ate three classes 
of aircraft: Fight- 
er, Transport 
and Bomber. 
You have control over bomb loads, and 
can create both carpet bombing and tac- 
tical bombing sorties. 

PLIGHT IMPROVEMENTS 

Numerous references in World \Var IPs 
manual indicate that the llight model has 
seen significant impi'ovement over its 
predecessors, though the thin manual 
fails to mention the specific iinprove- 
menis. A quick call to Domark helped me 
get to the meat of the matter. The new 
simulation engine dill'ercntiates between 
wing-tip and wing-root stalls, prop wash 


elfects, induced yaw' from aileron deflec- 
tion (requiring the use of rudders for co- 
ordinated turns), induced roll from 
rudder inputs, and “ground efTect” (an 
increase in lift at extremely low altitude). 

'Fhe manual mentions that Domark 
wrote World War I! entirely using the 
upgraded version of FST. FST was a con- 
ceptual breakthrough, opening a new 
arena — world design — to flight sim en- 
thusiasts. FST does many things Tvonder- 
ftilly, but interfacing with the player in a 
h'iendly way is not one of them. World 
War IPs interface is a veiy rough, very 
simple menu system that looks much like 
a design aftertliought, something akin to 
a graphical version of a DOS batch file. 
FST lets you create worlds, aircraft, and 
battles, but not campaigns. As such, the 
inieiface has no pre-flight briefings, no 
post-flight debriefings, and no VCR 
mode. World War 11 is an upgrade to 
FS'l', first and foremost, and a stand- 
alone flight sim with limited options and 
rapid action, second. 

The package includes nvo scenarios, 
Midway and D-Day. 'fhe Midway sce- 
nario offers five missions; D-Day offers 
six. You may play missions for eithei- Axis 
or Allied forces in any order. Most mis- 
sions include multiple aircraft types, and 
you choose which type you wish to fly. 
Across both scenarios. World War II in- 
cludes four countries (the USA, Britain, 
Ciermany and Japan) with three aircraft 
types for each countiy. For example, (he 
D-Day scenario includes the Si)itrire, 
Mustang, or Typhoon for the Allies and 
ihe )u-188, Fw-190 or BF-109 for the 
Axis. The “Invasion Strike” mission in 
the Midway scenario includes the Zero, 
Val, or Kate for Axis forces and only the 
Wildcat for the USA. Tiie manual gives a 
concise briefing for each aircraft type for 
each mission, such as “Fly a heading of 
090 and watch out for enemy fighters. 
Midway Islands should be in visual range 


World War II 


Price: $25.00 
System 

Requirements: 

IBM compatible 
386-33 (486- 
33 

recommended), 

2MB RAM, 

SVGA/VGA 
graphics, liMB 
hard drive 
space, joystick; supports Sound Blaster 
sound cards; supports Thrustmaster and 
CH flight equipment. 

Protection: None 

Producers; Darren Anderson and Matt 
Miller 

Publisher: Domark 
Distributor: Spectrum HoloByte 
Alameda, CA 
(800) 695-GAME 



126 COMPUTER GAMING WORLD • OCTOBER 1994 





You’re finished with Equipped with ASRAAMs, Mavericks, M61s, iaser-guided 
training... Had your GBUs...you're fuiiy ioaded to tackie more than 200 “reai- 
tun and games. Now worid” campaigns, based on today's geopoiiticai reaiities, 
it’s time to tace reaiity And to keep you sweating buiiets, from Somaiia to Sarajevo, 


in the most sophisticated aeriai combat simuiation ever the skies are swarming with Ai-programmed bogeys that’ii 


created for your PC— TFX: Tacticai Fighter Experiment, make you pay for your mistakes.. .with your iife. 



Grab the controls of any of three USAF-spec flight models 
and spread democracy over five million square miles of 
topographically accurate landscape. 


Log on and engage in TFX. This time, you re not just playing games 


00^1 
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TAGGED, AND THAT’S IT No more you-verses-the-world in FST. A 
new feature of FST allows you to fly with wingmen and create 
competitive te 


in 5 niiiuites.” Akliougli I feel 
many aspects of tlic interface and 
manual were too vague, 1 liked this 
touch. WVVII pilots difln’t have 
radar and AWACS to direct tliem 
around the sky, or Global Position 
Satellites to guide them to their 
targets. I found the briefing’s 
economy to add a touch of authen- 
ticity to the mission orders. The 
briefings give only general orders, 
such as “do as much damage as 
possible.” 'Hie D-Day scenarios are 
gigantic; at maximum detail set- 
tings, D-Day missions track over 
2,000 objects spread across all of 
northern France. Becau.se of their 
size, some users may experience 
memory problems. 

WoRi.D War II excels at llighi. 

Like SVGA H.\rrii:r bel'ore it. it includes 
the best inertial and momentum elfects 
in any flight sim today. Its improved 
llight model includes analog rudder sup- 
port, analog throttle sujjporl, torque ef- 
I'ects, and additional flap settings. It 
simulates the basic angle-oi-attack (AOA) 
elfects, including the ability for realistic, 
nose-high landings. Wingmen lly a very 
smooth ingress, and during longer mis- 


sions I began to practice formation Hying. 
Having Ilown I'ormation in prop-engined 
aircraft, I find WoRt.t) War II provides, 
without question, the most accurate sen- 
sation ol formati(^n llight of any prop-dri- 
ven aircraft simulation currently 
available. 1 found myself making identical 
mistakes as during my real-world prac- 
tice, as well as reaping identical benefits 
of smooth formation llight when heeding 


the advice of my itistructors. I 
found all the advice about when 
to reduce power, when to apply 
power, and how to gently stir the 
stick to provide extremely realistic 
results. I believe this indicates a 
very stable, veiy accurate tinclerly- 
ing llight model. 

As with all simulations, the 
night model isn’t perfect. The 
real A6M Zero, for example, be- 
came exceedingly stiff at high 
speeds, but Wori.d War IPs Zero 
remains as nimble at 320kts as at 
200kts. Stall bullet and spins are 
disappointingly absent. The air- 
craft does stop turning as speed 
reduces and eventually departs, 
but the progression into a stall is 
too smooth, providing no physical 
indication of the approaching stall. The 
result: the aircraft can conform quite well 
to its real-world performance specifica- 
tions, but because of the lack of buffet 
)'ou have almost no indication that you’ve 
reached the edge of the jjerforniance en- 
velope. What’s more, because of the lack 
of sj)ins you have no motivation to avoid 
the edge of the performance envelope. 
The,se limitations are inherited from the 


No lVfc»re Hassle. 



Tired of fumbling wifh joysfick cables behind your 
compufer? Are you spending more time changing 
joysticks than playing your 
favorite games? You need a , 
hassle-free alternative: the i 
Joyswitch™. Atlastyou * 
can jump from joystick to 
joystick, game to game, with 
the speed and ease of turning a 
switch. Connect up to four devices (flight sticks, yokes, 
steering wheels, game pads, etc. ) and two sets of foot 


controllers (rudder or gas / brake pedals) to your com- 
puter. Maximize your performance by switehing to the 
joystick for each game, 
instead of using whichever 
one happeris to be connected 
to your computer. Get greater 
value from your expensive, 
specialized controllers. The 
Joyswitch works with most 
IBM PC compatible controllers. Joystick extension cable 
included for FREEI Order TODAY! Only $59.95. .SS 


To order call: 1714) 362-8698 or 


Order on Check Six BBS 

(714) 362-8299 (8-N-1 1200-28.8kb) 


© 1994 Lead Pursoil, Inc., Joyswitch is a Irademaik ol Lead Puisuit, Inc. Fof more inloimalion call or write to; Lead Pursuit, Inc., 27068 La Paz Rd. #466, Laguna Niguel, CA 92656 Phone: (714)362-8698 FAX: (714)831-4334. 
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B U T THAT'S 


The Gorene Empire is at war with the Alien Alliance. The ally you choose and 
the battle strategy you devise will determine who controls the Ascalon Rift. 

Choose your ally from either of opposing sides. Fly eleven different ships 
loaded with weaponry. Depart for over 100 varying missions. Then switch 
sides for unparalleled replayability. 

Plot strategies, orchestrate battles, fly stealth missions, and conquer 
territories, with full combat, inside nebulas and asteroid fields. 

Riveting hyper-realistic 3-D graphics, with fully texture-mapped 
^ ships, on-the-fly translucency, Gouraud and Phong shading, 

and-cinematic multimedia videos. 

Driving music, searing sound effects and. on the 
CD-ROM version, fully digitized speech delivered by 
^ • professional'actors. 


irAi 


m 




FOR IBM PC AND IBM PC CD-ROM 


Distributed by 

GAMETEK 
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INTERACTIVE SOFTWARE 




THE LONG SHADOW OF VENGEANCE A US medium bomber takes 
off for targets in Germany. The detail in its design is apparent 
even in the shadow it casts below. 


original SVGA Harrilr 
fliglit engine. Domark has 
con.sidered diese factors and 
is already planning a follow- 
up sim, DoGKiGiir, which 
advances the technolog)' fur- 
ther by introducing modem 
play, more accurate stall 
symptoms, and a more accu- 
rate (light model editor. 

IN THE COCKPIT 

Graphics are the same, in- 
credibly crisp, fvl0x480 
graphics inherited iVom 
SVGA MarriI'IR. I usually 
Ijrefer .such clean, crisp, eas- 
ily distinguishable graphics 
over the style used in Si rike 
COMMANDKR. During a dogfight, it’s more 
important to distinguish how tlie bandit’s 
wings are banked and when the bandit 
commits his nose than to read the num- 
ber on liis tail fin. Ground detail is still 
very sparse, but the aircraft aie very 
sharply displayed, more accurately por- 
traying the image one sees during real- 
world flying than many current, “flashy” 
gi’aphics engines. WoRi.n War II also in- 
cludes the same wonderful hazing effect 


over the ocean and in tropical isltmds. 
Without seriously limiting view, as does 
the hazing effect in S'I'riki Commander, 
WoRi.D War II still creates a wonderful 
“horizon at sea.” The sim also includes 
the same basic views found in its jjrede- 
cessors, in addition to introducing a pad- 
lock view. Unfortunately, this padlock 
view conforms to the current standard of 
a cueless display of your target. In other 
words, you see the aircraft, but you have 


no indication where your head is turned, 
making it impossible to fly using this type 
of padlock view. 

In sunimaiy, WoRi.n War II is a signifi- 
cantly improved descendant of SVGA 
Harrier clesigned irrimarily for Fi.iGi-rr 
Sim Tooi-Ki t users. At a list price of 
$25.00, the stand-tilone game provides 
quick action and a realistic sensation of 
flight without requiring a large outlay of 
cash or months of training flights. Most 
impoi-ianily, World War II’s improved 
performance lays a foundation for even 
more realistic flight modeling in the near 
future. W 


THE EDITORS SPEAK I 


WORLD WAR II 

RATING 

PROS A nice, well-priced package 
for the FST nut and the WWII flight 
sim fan. Improved flight modeling 
over j5re\'ious releases. Crisp, clean 
graphics. 

CONS Still suffers from limitation of 
(he FST package; ])oor interface and 
sound, with a few flight model omis- 
sions. 


Cool, new ’Sim products from Keyboard Commander Corps... 


Congratulations, your orders came in. The Joint Chiefs have finally 
come to their senses and promoted you to theater commander. You 
now have control over ALL aspects of Falcon® 3.0’s campaign theaters. 
Introducing a new wargaming experience... 0\I 


Only 

$ 19.95 




lLC()i\ 






Campaign Enhancement for Spectrum HoloByte’s Falcon^ 3.0 


TACTICAL FLATUUCS: Add, remove or alter any F-16, Allied or Enemy 
flight, including aircraft type, weapons, waypoints and actions. Add, remove or alter 
ALL ground forces including types, strength, and paths. Set the "temperamenf level of 
all forces and the skill of Allied or Enemy pilots. Watch as the "Synchronized Timing 
Trace' feature retraces all flight routes to verify timing and coordination! ! And more! 


STKATEOIC rilATlIRILS: Change the occupation, strength, capacity and 
rate of growth of any site. Alter the quantity and type of specific units at any site. Alter 
the site 'structure" of the theater and 


bow sites re-supply each other. Move 
your home airbase. Set the "victory" 
and 'defeat" sites to break through 
Falcon's basic scenario limitations to 
achieve endless variety of campaigns!! 


OTIIIIK ri'ATURnS; Place 
an ILS at any base. Set the weather & 
ceiling. Set the current day & time. 
Reschedule the resupply & replacement 
dates and times. Set the campaign 
macro and micro 'momentum'. Includes 
70 page manual! And much, more!! 


By Aces Aim, Inc. 




Thrilling instructional video tape illustrating 
actual WWII aerial combat maneuvers!* 



Each maneuver demonstrated by pilots of the 
North American Top-Gun flight school flying 
vintage WWII aircraft!! 


Includes simulation footage from MicroProse's 
1942: The Pacific Air War ~ highlighting how 
each maneuver appears in PC simulator flight! 
Step-by-step detailed lessons make you the ace! 


Why "Hurry up and Wait"? Mon Pri. I 
Call: 1-800-262-6066 i 


iu.Fl,.W.Vt.2l2') ' 


Circle Render Service ii 
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THE BEST GHNE 
CONTROLLERS 
FOR YOOR 
SYSTEM 


CH Products offers gamers quality 
joysticks, flight yokes, gamecards. and 
trackballs for all games and simula- 
tions. We've taken our line of IBM 

peripherals and expanded into 

Macintosh and 300 ." From advanced 
computer pilots and auto racers to 
those just taking off. 

CH Products has the 

right controller for you. 
all Made-ln-the U.S.A. 



m 1 1 II 1 1 s 


CH Products lets you fly higher, move 



CH Products / 970 Park Center Drive / Vista, CA 92083 
Phone: 619.598.2518 Fax; 619,598,2524 


Circle Reader Service #190 




REVIEW I 

OnAWing 
And A Player 

Spectrum HoloByte Delivers 

The Entire Falcon Strike Package On One 


by Tom “KC” Basham 


I N THE TIIRKK YUARS ,SINC;F. Id'S REl.lvVSK, 

Falcon .S.O and ns various add-on 
PRODUCTS, Operation: Fk;itiinc 
'I' lc.ER, MiG-^O: Deadly ADVERSAR^’, 
and HoRNi'i': Naval Sirike I'lcaTTER, 
liavc developed an enonnoiis Idllovving. 
Nearing cult-like femjr, the Falcon 3.0 
iamily has spawned numerous “electronic 
fighter scjuadrons” around the countiy, 
created a niche market of after-market 
books and software utilities, and pi'ovid- 
ed the cornerstone for at least three na- 
tional conventioti-s. Now, as its 
technology begins to show its age, Spec- 
trum HoloByte oilers what will prol)ably 
be the final chtipier iii the Fai.con 3.0 
sloty: F.At.coN Gold on CdNROM. 

If you haven’t met the Fai-con 3.0 lam- 
ily, FaI-CON 3.0 is an F-16 llighl simulator 
based on Spectrum MoloByte’s jjrior 
products, FALt:oN and Fai.con-A'F. Using 
320x2‘i0 graphics at 256 colors, Fai.con 
3.0 offers instant, shoot ‘cm up situations, 
a conijdex and llexible mission editing 
system, and an incredibly detailed cam- 
paign mode. In llie last case, you com- 



mand a sqtiadron of 30 pilots fighting in 
places like Iraq, Israel and Panama. You 
are in charge of mission planning, pilot 
allocation, and weapons management as 
welt as Hying comlxit missions. Falcon 
3.0’s tvorld is one of the most dynamic 
virtual worlds available on the PC. Even 
after Hying daily 
for months I sli 
encountered stii'- 
prises: new aircraft, 

Faster eggs, motm- 
lain climbers in the 
Gi'and Canyon, 
and more. The 
simulation inti'o- 
diiced a new level 
of avionics sophisii- 
ctition which only 
MicroProse and 
Digital Integration 
have matched. 

As for the many 
add-on products: 

OPER,AnoN; FKiiTTiNc; Tiger added new 
theaters, weapons, and aircraft to the ba- 
sic world; MiG-29 reversed 
polarities, putting the 
player in command of a 
Russian MiG-29 squadron 
in ail)' of the theaters; and 
HoRNtTE added a third ser- 
vice, the US Navy, to the 
war, adding carrier-based 
F/A-lSs and even more 
theaters. 


Price: $60,00 
System 

Requirements: 

IBM compatible 
386 (486 
recommended), 

2MB RAM. VGA 
graphics, CD- 
ROM; supports 
AdLib, Roland 

and Sound Blaster sound cards. 
Protection: None 
Publisher: Spectrum HoloByte 
Alameda, CA 
(510) 522-1164 



HURLED INTO THE WILD BLUE YONDER Players new to the Falcon 
world will find that there is nothing quite like the first time you 
catapult off a carrier deck in an F-18. 


IT SLICES, IT DICES... 

'flinse of yoti who liave 
held otit for three years 
and those of yoti tliat reli- 
giously Followed every 
patch and upgi'acle are all 


probably asking, “What does Falcon 
Gold offer me?" In a nutshell, Falcon 
Gold distributes the latest (and probably 
final) versions of Falcon 3.0 (version 
3.05), MiG-29 (version 1.04), and Hor- 
net (version 1.02) along with all docu- 
mentation, technical notes and maps. 

Additionally, 
the CD-ROM in- 
cludes the Art or 
THE Kii.i. instruc- 
tional video fea- 
turing combat 
pilots Pete Bonan- 
ni and Phil Hand- 
ley, 'lliis video is a 
thorotigh, detailed 
instructional 
course that dis- 
cusses air combat 
basics, all illustrat- 
ed using Falcon 
3.0 footage. In this 
70-minute video, 
Pete Bonanni, who teaciies air combat 
tactics for the U.S. Air Force, describes 
the basic ACM geomeliy and tactical con- 
siderations. By illustrating maneuvers 
with “planes on a stick” and Falcon 3.0 
footage, Bonanni provides excellent in- 
sight atid training. /Mthoiigh discussed in 
the jet-age context, the bulk of the video 
applies equally well to historical air com- 
bat arenas. 

But wait, there’s more! Thrustmaster 
includes a version of their poptilar utili- 
ty, “tmsiick,” which edits Falcon 3.0 joy- 
stick response to user-defined valties. 
Unforttinately, the version of “tmstick” 
shipped on the CD-ROM is incompati- 
ble with the software also on the CD- 
ROM. The correct version is available at 
no cost from Thrustmaster and is also 
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SNAP THE PADLOCK SHUT Falcon’s heralded padlock view allows 
pilots to track bogeys-like this Soviet Mig-29. 


available in CompiiScive’s GAiMKDl’UB 
(bnim and other BBS sites. 

As usual, the new software versions 
make all of the existing utilities and 
patches obsolete, incltiding the KCC util- 
ities (1'3maps, etc), Ken Richardson’s V.42 
commtinication and padlock TSRs, and 
jitsi about any otiiei' user-made add-on 
product. Richardson has released up- 
gi aded versions of his patches on Com- 
puServe’s FSFORUM which are 
spreading through the BBS circuit. KCiC 
has a free upgrade in the works for their 
utilities which should be available by the 
time this article sees prim. 

IT HOLDS MORE CHICKEN 
THAN A HEN HOUSE 

How much disk space will this monstrosi- 
ty require? Ifyou install cveiything to the 
hard drive, you’ll need roughly 35 
megabytes of free space. Fortunately, all 
static data files can be accessed on the 
Cl), and using the "pai'tial” installation 
still gives full access to all features, but re- 
quires tinder lOMBs for the whole pack- 
age. Using a double speed Toshiba 3401 
CD-ROM, I noticed no signilicant delays 


stallation, but menus appeared notice- 
ably slower. 

I low much would you expect to pay for 
all of this? The foui‘ floppy-based soft- 
ware packages, F.m.cdn, FioirnNX'. Tioeics, 
MiG-29, and Horne'I' will easily run be- 
tween $75 and $100 retail, and the VMS 
version of All')' OE 'i iiK Kill retails at $29. 
F.m.con Gold retails ai'ound $60 at most 
chain software stores. Spectrum 
HoIoByte recently announced an up- 
grade price for j)re\ iotis customers \vhich 
discounts the price of iv\LC'.ox Gold even 
further based upon the number of Fal- 
con products you already own. Contact 


Spectrum HoioByte for 
details. 

What about those loyal 
customers that already 
own all the products, have 
all the cui'rent tipdates, 
and/or don’t have a CiD- 
ROM drive 

HoioByte plans to release 
a patch that will upgrade 
any prior versions of the 
games to the CD-ROM 
ver.sions. Over the past 
three years, the Fai.con 
3.0 I'amily has stipported 
16 different software ver- 
sions: writing and vei'ilying 
tipgi'ades for each of these versions has 
proven quite time constiming. Spectrum 
HoioByte hasn’t set a firm release date for 
(he patch other than “in a few weeks.” 

THE CATCH? 

Falcon Gold doesn’t contain much in 
the way of bug fixes. Although Falcon 
3.0 has been immensely popular, users 
have written volumes of complaints and 
bug reports. Fhe program’s stability has 
always been tiuestionable 
at best, working flawlessly 
on some machines and re- 
qtiiring hours of installa- 
tion tweaking on others. 
Although I didn't suffer 
any serious setbacks dur- 
ing Falcon Goi.d installa- 
tion, quite a few other 
users have. 

The only significant 
change in the CD version 
is in thrust levels. The F- 
16 in Fai.con 3.0 is signifi- 
cantly more powerful than 
the real world F-16, result- 
ing in an unfair advantage 
during modem-play sessions against the 
MiG-29 or the F/A-18. Fai.con Goi.d en- 
gine thrust levels have been adjusted to 
balance modem-play. 

Many tisers have had problems viewing 
the Art of 'i iie Kili. video. Spectrum has 
released a patch to the AOTK video play- 
er which solves most of the problems. I 
encountered display errors during play- 
back which caused one li'ame to display 
outside the normal display box about 
eveiy 10 seconds or so. I was never able 
to resolve the eiror, but it didn’t .seriously 
impact the viewing of the video. Finally, 
many MiG usei's have I'epoi'ted invisible 
1'7A-I8s in some of the scenarios. It ap- 


peal's that some Red Flag missions pit- 
ting a MiG against an F/A- 1 8 create invis- 
ible aircraft. You can’t see them, but they 
can see you.... 

Sound Blaster 16 users be advised: 
simply selecting sound options ii'om F.al- 
con’s configuration menu will not prop- 
erly initialize game sounds. You must set 
the .sotmd options, exit the game, reboot 
the RCi, then re-enter the game. After 
that, sounds function normally. 

DOES THIS COLD GLITTER? 

In the end, Fai.con Goi.d is more a final 
packaging of the Fai.con family for those 
who prefer the CD-ROM fiirmat than an 
advancement of the product line. F.ai.con 
Goi.d offers a convenient storage medi- 
um for CD-ROM eqtiipped enihusiasts 
and an oijporiunity to complete the 
whole series at a bargain pi ice. 

Perhaps the best news for air combat 
Ians is that Spectmin HoloBvte is finallv 
turning their attention to the next gener- 
ation of flight simtilation. Fai.con Gold 
probably I'epresents the caboose of the 
liighly successful Fai.con 3.0 train. The 
Fai.con family still holds adventures ga- 
loi'e, but its fans will now start turning 
their eyes to the skies to see where Spec- 
trum HoioByte will fly next. W 

FALCON GOLD 

RATING alL 3^^ 3^^ ate 

PROS For the Faliion newcomer, 
this is a steal. You’ll get months 
worth of hard-core llight comi)at ac- 
tion I'or the price of one game. 

CONS Doesn’t offer much to the 
weathered Falcon fan beyond the 
convenience of CD-ROM storage. 



ERASE THOSE UGLY WARTS A MiG-29 uses its superior speed and 
maneuverability to close in on a disadvantaged A-10 Warthog. 


during flight when using the partial in- 
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ROMfaiv montgomehit and zhucov! It was hardened master-minds like these that 
devised the strategies and led the forces in the fight for Europe during WWII. Now it’s your turn to play 
general, giving orders to your best commanders in KOEI’s exciting new video game OPERATION EUROPE. 
Take charge of the Allies as they prepare to liberate Europe or lead the 
ruthless Axis in its push for global domination. Victory can be yours in the 
War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle 
for Normandy and the Fight for Berlin. 

Along the way, assassinate enemy commanders using Special Forces, have 
engineers destroy bridges and lay mines, sabotage supply lines and drop 
paratroop units into occupied cities. 

Operation Europe from KOEI! With this gang, the world will never be the same again! 

^ Relive historical WWII battles in six separate scenarios 

^ Select your commanding officers from a list of historical 
figures that include Patton, Rommel and Montgomery 

^ Sabotage supply lines to enemy cities by bombing bridges 
^ Eliminate enemy commanders using Special Farces units 
One or \m player excitement 


AS COMMANDER POSITION 
YOUR REGIMENTS FOR VICTOI 


OUTFLANK YOUR ENEMY 
ON THE BATTLEFIELD! 


ORDER YOUR TANKS TO OPEI 
FIRE ON THE AXIS' GUNS! 


PTO 


AVAILABLE FOR SNES & SEGA. 

Koci Games are available for all syscems ii 
retail outlets nationwide! If you can't find 
the Koei product you are looking for, call 
us at 4 1 5-348-0500 (9am to 5pm PST), 


KQEj 

KOEI Corporation, 1 350 Bayshore Hwy„ Suite 540. Burlingame, C A 940 1 0 


ALSO AVAILABLE FDR SUPER NE5 
AND SEGA GENESIS, KOEI'S POPULAR 
PACIFIC WAR TITLE, P.T.D, 


ation Europe Is 3 trademark of KOEI Corporation. Nintendo. Nintendo Entertainment System, Sega, Sega Genesi 
and the official seals arc trademarks of Nintendo of America and Sega of America. 

Circle Reader Sen/ice #8! 




History 
Repeats Itsel£*. 


AtlCORlMNC; I'C) Ol.'R RKCKKT IIRMO- 
(;RAi’mc: .survly, iiii' AVER.Uit; 

READER ())• CnMI’UTER GaMING 
\Vo)i(l has been with the magazine 
for about two yeai's. 1 susj)eei that 
much of oiif wargaming reader- 
ship has been around much 
longer llian that. My experience 
in talking to you via e-mail and at 
gaming conventions is that most 
wargamers have liad a computer at least since the 
mid-80’s, and so names like MEcai Brigade, Fjsv- 
ERN Fron t, and the Battle Fron'T system might 
Just ring a bell. 'I'liinking back on these golden 
oldies, 1 can’t help but think what a shame it is that 
many ol'the classic games that we “grew up on” 
will never again leave their dusty slot on the shelf 
and see action on the screen. 


In a recent email discussion I had 
with COW reader Ed Morris 
[EM()RRlS3@clelphi.cum], we pon- 
dered why so many computer game 
conijjanies keep reinventing the 
wheel all the time. After all, there are 
some good old games that could be 
made better and brought before the 
new inllux of computer gamers that 
pour into this hobby eveiy day. 

For examj^le, tell me il’ I’m wrong, but I still 
think SSI’s IvUii’EtatUTTE is a great game. Sure, 
there are other wargames out there on the same 
topic and scale, but they’re differeul than Kami’T- 
gruttk, 1 tlreain of a cleaned up, jjolished “90’s 
version” of this game, Ditto Chris Crawford’s 
Ea,S'TERN Fron’T, a strategic level WWII game re- 
leased in 1981. 1 remember keej^ing my Atari 800 
around lor years beyond its usefulness just to play 
this very early classic. Gee, the miracles he did 
with that game and 82K of 
memory! 

Of course, any such wish 
list is limited only by personal 
taste and the amount of time 
you’ve been in the hobby. 
SSI's B,atti.e.s ot Natoi-eon 
and the games in the Getits- 
hurg: The Turning Point 
series are classics that could 
be republished with a face 
lift. Likewise, could Action 
S'TA’T ioNsI, Lords ok Con- 
quest or Colonial Con- 

QUES'T be revived. 

No doubt the publishers 
holding these titles can cite 
numerous reasons not to pro- 
ceed with projects like these. 
(Why spend money redoing 
old games when they could be 
making new games? Nobody 


G-2 

#Qur own M. Evan Brooks has this tidbit about our tax dollars at 
work. He's been affiliated with the miiitary's National Defense Univer- 
sity/Wargaming & Simulation Center (NDUAVGSC) for the past six 
months as an IMA (basically, an unpaid drilling Reservist). Apparent- 
ly, the military has been looking more and more into commercial 
wargames, but they have little idea of what's really out there. 

Recently, Evan hooked up with the Defense Modeling & Simulations 
Office (DMSO) as a proper and responsive agency. Interestingly, he 
adds, that not even 20 minutes after he had talked with DMSO, he was 
called by a "Beltway Bandit” (a euphemism for military contractors in 
general because of the prices that some gouge out of the armed 
forces) interested in obtaining a copy of his anthologies of wargames 
published here in CGW. 

^ Wargamers "Mo" Morgan and Matt Caffrey at Maxwell Air Force 
Base have reminded us about their interest in anything [o do with air 

(continued on page 136) 



...BUT WHAT 
ABOUT 
HISTORICAL 
GAMES? 


by Alan Emrich 
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wants those old titles any more!) Howev- 
er, for ever)' Seven Ci'I'ies oe Gold or Pi- 
R-'Vi'Es! Gold update tliat fails to sizzle in 
the marketplace, a VVari.ords II or Em- 
I’lRE Deluxe is born. What I mean to say 
is diat companies don’t have to reinvent 
the wheel with every new strateg)' game 
they produce (although I certainlv don’t 
want to discourage innovation!). Many 
clever designs litter the vaults of our 
hobby’s histor)' awaiting a i'ace lift and 
new life among a new generation of 
phtyers. 

Besides, how is the next generation of 
computer wargamers ever to experience 
(his hobby’s greai gtmies when they dro]^ 
out of print with eveiy new technological 
standard? Glitz aside, their guts are still 
good. Old computerized soldiers should 
never die (at least, not the ones in (he 
good wargames most of us remember 
from “back when’’). Neither should they 
fade awa)'. ^ 

G"2 (continued from page 135) 

power. One place they recommend as a 
contact point for those of you with design 
ambitions is Airpower Journal. This publica- 
tion can be reached at; Airpower Research 
Institute, 401 Chennauit Circle, Maxwell 
AFB, Alabama 36117-8930. 

# Jim Dunnigan, who has recently been 
quoted as saying: “I really believe we won 
the Cold War because the Soviets devel- 
oped a larger and more incapacitating bu- 
reaucracy,” often helps out the military 
with his expertise in military matters and 
game design. His Hundred Years War de- 
sign, presently featured on the GEnie net- 
work, is taking another leap forward. 
Presently, Jim is working on a book-length 
“help” based item for the game (the purely 
historical part of it will be over 70,000 
words long!). This is all part of a new 
graphic front end for the game that, when 
distributed, is supposed to allow users to 
run it as a world-wide, multiplayer on-line 
simulation. Lack of ambition has never 
been one of Jim’s problems.... 

Of course, many wargamers remem- 
ber Jim Dunnigan for his tenure at SPI dur- 
ing the 1970s, but now that SPI is owned 
by Decision Games, they're seeking to li- 
cense the SPI line for computer gaming. 


Taking them up on it is RAW Entertain- 
ment. RAW should be releasing Rise of the 
West (a computerized version of the popu- 
lar SPI title Empires of the Middle Ages). 
Others interested in licensing the SPI line 
can contact Decision Games at (805) 943- 
6832. 

^ That telephone number also works for 
those seeking Aide de Camp files for SPI 
boardgames. These computerized PBEM 
kits using HPS Simulations' Aide de Camp 
program include many recent Strategy & 
Tactics magazine games (at $5 each), and 
several old SPI “monster” wargames, in- 
cluding War in Europe ($40). Call for details. 

Speaking of Aide de Camp, a quick 
glance at the features being considered for 
version 2.0 include geomorphic maps, hid- 
den units with detection routines, on screen 
line-of-sight, “cut and paste” symbol edit- 
ing, single key “flip” command for counters 
and a lot more. All this is tentative, but it 
looks like the revolution started by this 
product will move into high gear when v2.0 
arrives. 

#’ Another popular boardgame. Conquest 
from Donald Benge, is heading for comput- 
erization. This chess-like strategy game will 
be produced by QQP, certainly a publisher 
noted for their line of similar strategy 
games. The programming is being done by 
Puuao Software in Honolulu. The computer 
game will be based on the 2-player version 
of Conquest, with the 4-player version await- 
ing the first game’s success. 
lAr One boardgame slated for computer 
conversion is having a rough time. Avalon 
Hill has taken their plans for producing an 
IBM version of Patton's Best off the front 
burner. The final fate of the project is not 
yet known. 

!l<ir A more successful boardgame/com- 
puter game conversion is Harpoon. With 
Three-Sixty Pacific doing well with Harpoon 
II and Harpoon Online entering Alpha testing 
on GEnie (for up to 32 players!), we only 
await the future release of both Harpoon 
Classic and scenarios and editors for Har- 
poon II. 

# Speaking of Three-Sixty, what’s the 
story on Jim Dunnigan's Victory at Sea? Appar- 
ently, the “final patch” (dubbed v1.5) is 


well Into playtesting for the Macintosh ver- 
sion. Gary Osborn, the VAS Team Leader ex- 
pects another interim patch out before the 
final one has finished testing in the Fall. 
The Al is rumored to be VAStly enhanced, 
too, and with virtually no “cheating” built in 
for the computer players. 

# Although "cheating” rhymes with Keat- 
ing, no one should feel cheated to hear that 
Roger Keating's next game from SSG will be 
entitled The Last Blitzkrieg (i.e., the Battle of 
the Bulge, due out early next year) and fea- 
tures a new engine for operational level 
WWII era campaigning. While SSG is pretty 
mum on the details, games in this series 
won’t be “linked,” thus freeing SSG up to 
play with the rules, scale and graphics a bit 
between future releases. Expect this game 
to, at the very least, feature 256 color, 640 
X 480 SVGA graphics. 

# In the “Where Are They Now?” Depart- 
ment, ultra-nice guys Gregg Carter and Joey 
Nonnast of CCC, the people who created 
High Command, are rumored to have had the 
rights to that game revert back to them after 
Three-Sixty’s recent reorganization. Once 
Joey is back to 100% (he'll be off to the 
Mayo Clinic to solve a chronic ailment — 
well-wishers should drop him an e-mail via 
CompuServe at 71231,1327), the dynamic 
duo will consider their options. Of course, 
they'd like to continue supporting High Com- 
mand, but they are seeking another publisher 
for several new projects. 

# Dispatches from this department’s Ru- 
mor Bag Guy (The Body Bag Guy?) indicate 
that a scenario editor for Gary Grigsby’s Pacif- 
ic War is currently in testing. Designed by 
Dave Yeager, this is likely to be an unofficial 
“shareware” style release. Multi-Player Civi- 
lization continues at MicroProse with a 
Spring release slated. Apparently, in addi- 
tion to head-to-head and network play, vari- 
ous on-line services are being considered as 
“hosts.” Finally, players who enjoyed the 
miniatures feel of Spectrum HoloByte's Fields 
of Glory will be glad to hear that the game’s 
engine is being adapted to tbe Civil War era 
with a product ready for the first half of 
1995, or so our Body Bag Guy reports. We'll 
have more from the digital trenches of com- 
puter wargaming next issue.... ^ 
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PREVIEW I 

qC Is The 
life For Me 

Avalon Hill’s jTH Fleet Offers Naval 
Warfare Minus The Complexity 

by Terry Lee Coleman 



F or tin-: micro-managing arm- 
CMAIR admiral, HaRPOON AM) 
MaRPOON II WERE TME ONI.V EISII 
ill the coinpiuer gaming sea, 
Now, with Joe Balkuski's awarcl- 
wiiiniiig 5i'ii i'l.KKi board game IVeshly 
convened to silicon, its fluid movemenl. 
meclianics, sound logistical model, and 
accurate combat results intact, naval en- 
thusiasts can enjoy all the flavoi-witli half 
the I'al. riiis is not to mislead — o'l'll 
Fi.EEi' is not your typical diet wargame. 
Mike liinella and Stanley Associates bring 
years of experience in software design for 
the inilitarv, and worked closely with 
Avalon Hill on the computer version. In 
addition to the expected AH gi'apliic and 
pi'oduclion touches, the best news for 
gamers is that Balkoski was heavily in- 
volved in the computer game design. 
'Hie end result is shaping up as a classic 
example of how to properly convert a 
boai'fl wargame to the computer. 


d'lie opening bridge screen is quite 
reminiscent of Harpoon. Moving to the 
strtilegic nveiview is a bit of a shock, how- 
ever. Modeled after satellite photos, the 
view shows known friendly and enemy 
liirces in the Indian Ocean region, d'his 
salcllite’s-eye view is central to the game 
design, which has as its basis the time- 
worn naval adage of “find the enemy be- 
fore he finds you.” Thus, when moving to 
the main operations map, units are hid- 
den until discovered through radar, 
sonar oi- other means. 

Unlike the stark minimal- 
ism of the strategic screen, the 
main operations map offers a 
ci'isp VOA palette. The expect- 
ed blue seas are nicely contrasted by 
the crisj) green and brown hues of the 
richly detailed latid areas, and are divid- 
ed into movement areas, with the hex- 
grid on or off as individual taste decrees. 
The units look exactly like cardboai'd 
wargame pieces, but actu- 
ally work well against the 
graphic background — 
those gamers seeking units 
rendered in 30 Studio 
may ajjply elsewhere. Diii’- 
ing each turn, the player 
moves and attacks witli ei- 
ther air, surface ships or 
submarines in a given 
phase, followed in later 
phases with one of the oi h- 
er types, until all forces 
have moved. While subs 
operate individually, sur- 
face vessels are moved in 
task forces and air units in 
st|it;idrons, hex-by-hex, or 
with a simple drag of the 
mouse to their final loca- 


tion. In addition to being realistic, this el- 
egant system relieves players of tedious 
micro-management, allowing them to 
concentrate on maneuver and tactics. 

MY AIM IS TRUE 

When in the attack portion of each 
phase, a mere click on the unit you wish 
to pummel immediately highlights till eli- 
gible weapon systems. For instance, if a 
ttisk ibree of destroyers and cruisers were 
attacking a sub, only tlieir ASW would be 
used. If tliey were attacking an 
airbase, each ship would use 
Harpoons, Tomahawks or guns, 
with you deciding how many of 
each to fire, and the kill and dam- 
age ratios displayed clearly as you adtl 
each weapon to the attack. Damage is 
l.);ised on the destructive load of the 
weajTon, angle of impact, critical .system 
hits, and llotation value of the target (big- 
ger ships are harder to bring down). Mis- 
siles are animated on the way to their 
target, with small graphic ex|)losions on 
top of the enemy ship counter upon im- 
pact. Following is a rather tame screen 
which gives details on hits, misses, kills 
and units aborted. 

Unlike the board game, the computer 
version of 5'rii Flelet also employs a tac- 
tical map. /Vn individual task force is laid 
out on the tactical map in concentric cir- 
cles, each comprising a defensive fire 
zone, with the most important ship, 
stich as an aircraft carrier, located in the 
center. Incoming aircraft or missiles 
have to brave the collective fire of the 
escorts in order to reach the most criti- 
cal targets. This provides tlie attacker 
with another dilemma — does he go for 
the jTri/.e, or tiy taking out the escorts 
for riper haiwesting later? 
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TRAPPING THE RAT OF SUMATRA US surface and sub forces 
move to missile-launching positions off the coast of Car 
Nicobar. 


Unlike naval vessels, aii‘ missions are 
assigned to areas rather than specific 
hex paths, simulating their operational 
radius. Not so abstract as it may sound, 
this works well in the game, as air units 
have the most mobility and the most 
flexibility in the game, 'fhey may pei‘- 
form combat air patrol, recon, intercept 
missions, even lay mines (although as 
expected, the US is pretty poor at 
minelaying), jjrovided the particular 
unit has that capaihlity. Although Klec- 
tronic W'arl'are planes are silting ducks 
when Hying solo, when assigned to in- 
tercept missions, they really add to the 
intimidation factor of FI4s. Overall, ;m- 


wliich nonetheless oilers a lot ol'sti'atc- 
gic and tactical choices. 

Much of the game’s tension comes 
from assigning recon llights, position- 
ing subs in sea lanes, etc., all the while 
attempting to close within attack range. 
In some scenarios, unidentified ships 
may even be civilian vessels, with partic- 
ularly nasty vicloiy jjoinl deductions for 
those admirals wlio shoot first and 
count bodies later. Once the enemy is 
found, using units in the proper se- 
c|uence is essential. If sulxs detect an en- 
emy out of llieir effective attack range, 
air units which have already been com- 
mitted are useless. Successful torpedo 
or gunfire attacks (hardly recommend- 
ed) require creeping up stealthily to 
within one hex of the target. Air strikes 
and vessels armed with cruise missiles 
may rain death on enemies from farther 
away, hut risk giving away their jjosi- 
tion. Land-based air are vulnerable. 


since their {position is always 
known, but pack a lot of fire- 
power. Those players baffled 
by the number of strategic and 
tactical options, or who simpl)’ 
wish to jdav a waiting game, 
mav even pass the initiative to 
the oj^poneni in place of mov- 
ing a unit tvpe. As u'ith most 
good wargames, o'lii Fi-ta-n' de- 
mands a sense of timing and a 
willingness to lake risks, 'fhose 
jdayers who understand the 
fundamental nature of modern 
naval conflict will fare i^etter 
than the gamer who is accus- 
tomed to counting combat fac- 
tors for a .S-to-l 
attack. 

BELLS AND Al 
WHISTLES 

In addition to providitig a 
fun, challenging game, 
5 i'n Fi.Kii t' has a good on- 
line database. It features 
digitized photos of dozens 
of ships, aii'craft atid sub- 
marines, along with data 
on armament, speed and 
just about anything else a 
naval hardware junkie 
could desire. It can be ac- 
cessed from the opening 
screen, or merely by click- 
ing on an individual unit. 
Other nice touches in- 
clude e-mail play, and 
(unlike Kinomaker) hot-seating two 
players is allowed. 

But the real question is, dc^es the AI 


lloimder at sett? On a tactical level, the 
Al has little rlifllculty deciding which 
wettpons to use, ;uid it defends well in 
the task force setup, being a veritable 
mother hen to its ctirriers. 'fhe three 
levels of AI are very dilferent, w'ith the 
highest setting most likely to give a vet- 
eran gainer a good fight. The option to 
set the AI to aggressive is welcome, 
since it generally sends the computer 
jdayer on missile-firing extravaganzas 
sure to deplete its stockj)ile.s — and send 
a few of your ships to the bcULom of the 
Indian Ocean. In the linal version of 
the game, the ships are to be placed 
randomly each new time you jday a sce- 
nario, which adds a lot to repiayability. 
Since the AI is already competent, the 
iweaks between now and the release 
date should only enhance the product. 

Those who woiship at the hallowed al- 
ter of IlARl’OON — offering handfuls of 
niggling details to the gods of Micro- 
M a n a gem e n t — m ay no t 
find aril Fi.iiKi' particular- 
ly appealing. All it offers is 
a good simulation of oper- 
ational-level naval warfare 
with design elegance and 
plenty of player decisions, 
minus the excess of minu- 
tiae. Plus, it’s playable in a 
few hours, despite all the 
data wrapped up in the 
design. Foi' those who 
have limited gaming lime, 
l'‘ija':'t' is like riding 
the crest of a wave: you 
may not stay up for long, 
l)ut it’s exciting enough to 
keep you coming back 
time tiller time for the 
thrill of the (]uick ride. 


a 


a 



CIRCLE THE WAGONS, BOYS! Incoming Tomahawks will have a 
lough time reaching this flattop, secure in the center of the 
tactical display. 


other simple system for the player 



HOW MUCH IS THAT BIRDIE IN THE WINDOW? The Tactical 
Reference Module provides detailed information and digitized 
photos of ships, subs and aircraft from around the world— even 
the elusive Stealth Fighter. 
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The New World lies before you with all its peril, 
promise and infinite possibility. 

Make the right political, military and economic 
moves and you can build a great new nation, 
leading your colonists to independence. 
Make the wrong moves and it’s game over. 


Introducing Sid Meier’s 


COLONIZATION 


THE TRADITION OF CIVILIZATION CONTINUES 


The Landing ofllic Pilgrims at PlymoiiUi, Mass. IX’c. 22nd 1 620. Cunier& Ives. 1876; Museum oi me City of New York. The Harry T. Peters Collection. 






Anything is possible 

1-800-879-PLAY. For IBM-PC & Compatibles. 


Cifc/e Reader Service tf)50 



How 

by Robert Gurske 



“C 


an’t slancl to see your np- 
poneni cry? Humiliate 
him by mail!” This call to 
battle from long distance, 
isstied by boardgaining |ji- 
oneer Avalon Hill, is nearly as old as 
wargaming itself. It offered players ihc 
opporiuiiity to combat against opponents 
from all over the countiy and the world. 

The joys of gaming by mail came with 
their share of disadvantages, however. 
Moves had to be painstakingly logged by 
hand, with game boards and cardboard 
panzers I'educed to dtist magnets, subject 
to the pedestrian pace of the Postal Ser- 
vice. As games dragged on for months or 
years, the chances increased that the bat- 
tlefield would fall prey to a curious tod- 
dler, a sleepy cat, or an emint soft drink. 

Electronic mail has breathed new life 
into this noble concept, allowing 
wai'gamcrs to test their strategies against 
opponents from all over the globe. The 
powerful combination of modem and 
telephone lines transmits turns in a frac- 
tion of the time taken by the letter cairier 
and almost as cheaply. 

Even though it uses the same transmis- 
sion device, modem gaming difl'ers 
sharply from e-mail gaming. Modem 
gaming olTers real-time competition for 
gamers separated by lime and distance. 


The downside is that it obviously I'equires 
all parties to be available for play at the 
same time, tind unless played in a local 
phone area, can be costly, since the mo- 
dem is used constantly during play. Fi- 
nally, direct connections are just as 
.subject to disaster as boardgaines in your 
family room or study, as periodic line 
crashes can cause games to go “belly up" 
just when they’re getting interesting. 


TURN, 

TURN, TURN 

Ic-mail gaming, X 

on the other hand, 
uses a turn based system, 
which minimizes the 
amount of lime spent (jn 
line. Ever-resourceful 
computer gainers discov- 
ered that saved game files 
could be transmitted to an 
ojjponent, who would load 
the saves into his game di- 
rectoiy and pick the game 
up from that point. From 
this humble beginning, 
e-mail gaming has 
evolved to ihe point 
where companies now in- 
clude “ready ior e-mail” op- 
tions as an incentive to pui'chase 


the game. 

do war by e-mail, armchair generals 
will need not only modems to transmit 
the saved files, but compatible computers 
and identical versions of the game to be 
played to avoid a nightmare of compati- 
bility problems. Although not strictly nec- 
essary, also recommended are a 
compression piogram, such as PKZIP, 

J and a netitral bulletin board oi' on- 
line service where files can be sent 
-» and “parked” so opponents can down- 
) load at their convenience. 

\ Because it is turn-based, the basic steps 
to playing an e-mail game are fairly fa- 
miliar to wargamers. First, a turn is 
played and saved after inputting 
orders. Foi' instance, a V I'Or Vic- 
tory game saved under the 
name IKE would have the file 
IKE.V4V created in the 
game directory. If the 
game allows, it’s helpful 
to save it under the play- 
er's side and date. Thus, 
the opening June 
22,1941 turn of Stx- 
ONU Fron'I' could be 
labeled GE622'1 1 by the 
\ ^ Cierman player, making 
k it ea.sy for tlie opponent 
t{j know which turn it is — 
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y On CD-ROM and 
^ 3.5“ disks for IBM & Compatibles. 


Fast, Fun & Good-looking! 

As a strategy game, PanzIiII GKNIiR.VL will stimulate your mind. But 
your eyes and ears won’t believe how great it looks and sounds: 

stunning SuperVGA graphics, 
authentic World War It 
combat photography 
and film footage plus 
Cl)-qualily music and 
dynamite sound effects 
You’ll love tlie way 
il plays: PANZER 
General is one 
blazingly fast 
and fun game! 

Fhe year 
is 1939; you 
are a Gei nian 
General 
with a I'resh 
command 
in Poland. 

Anything can 
happen, and every 
game you play will be di(- 
lerent. Win and advance to the 
next front of your choice. Lead well 
and your increasingly battle-hardened 
core group of units could be plowing across 
Europe, North Africa and the Eastern 
Front. You could even end up in England 
by 1940 — or in y\merica by 1945! 

Besides the campaign game, there are 
35 progressive scenarios which you can 
play as either the Allied or Axis side. 

Choose from 350 unit types, from Tiger tanks to B-17 Flying Fortresses. 

PANZER GENERAL. Setting a 

new standard 
in strategy 
gaming. 


To oi’ilio'. vi.sil your rrlailor or (rail SSI Direct Sales at 
ElOB) 737-r)B()() with VI.SA or ma.stkhcahI) in U.S. and Canada 

©lO'll Stnil.'i;;.' Inc. All ri^lilh r,t.cnr.l. 


vciy liandy if you have multiple E-iiuiil 
games going. 

I'lieve may be cases where you have to 
deal with more than one save game ille. 
(Gary Grigsby’s I’acikic War, when 
saved under option A, creates the files 
SaveA, SaveA.MD and SaveA.CD in the 
game directory.) Multiple files having 
the same name but dilTerem extensions 
can easily be “/.ippcd” togetlier into one 
file for transmission, A zip program 
merely lakes a Ole and com|nesses it 
into a smaller amount of space. Most 
wargames have save files of between 
75k-14()k and will zip to around 30k. 
Smaller file sizes can be transmitted 
more quickly, which in turn will save 
money. Zip programs are available on 
all major on-line sen'ices and most pri- 
vate bulletin boards, with the most com- 
monly used being FKZIP 2.04G, a 
shareware program. It matters little 
what program is used, so long as all 
players in a game use the same version. 
Altliougii it is possible for two players to 
transmit their files directly to each oth- 
er, the most efikient way is to transmit 
the zipped files to a third party location, 
'fhe opponent can then be noiilied the 
turn is ready lor pickup by phone or 
electronic mail. Zipped files may be 
named and dated Just as any oilier saved 
game file. 

Regardless of zipped file contents, 
when downloaded and unzipped into 
the opponent’s current game directoiy, 
it reconstitutes into a full-blown game in 
progress. In this manner, the game is 
transmitted back and forth, using the 
speed and convenience of electronic 
mail to contest a game much more 
quickly than is possible via “snail mail.” 
Typically, transmitting by e-mail lakes 
five minutes or less even at 2400 baud. 
During off-peak hours, this comes to 
less than 60 cents a transfer, making e- 
mail wargaming veiy economical as well. 

BATTLEFIELD ETIOUETTE 

In games like Second Front and War 
In Russia, each player moves and has 
combat sec^uentially, resulting in two 
movement and two combat rounds per 
turn. Generally the procedure is to in- 
put orders, save the game, and then 
transmit, allowing your opponent to re- 
solve the combat phase. You can still 
run through the combat on your end af- 
ter sending the saved turn to your oppo- 
nent, realizing that these “jiseudo- 
resulis” don’t count. At least, you’ll have 


an idea of how the battles will turn out. 

PAcaric War and the V for Victory 
series use a different approach, where 
each side inputs orders and one Joint 
combat resolution ensues. The most 
common practice hei'e is to take turns 
resolving combat. Some games, such as 
F.-uai-ic War, include battle or action re- 
ports which may be reviewed by the 
player who did nut see the aciutil com- 
bat resolution. Essentially anything th;tt 
the participants can agree to is a valid 
way to play, so feel free to experiment. I 
once had a terriftc time in an 8-player 
game of Second Fron t, wliicii hooked 
me I'orever on multi-player e-mail 
games. The larger the grou]), the more 
simple courtesies, sitch as logging com- 
bat results or informing players of ac- 
tions that cannot be seen on the other 
end, will be appreciated. 

Since most computer games weren’t 
specifically designed to be played by e- 
mail, there are some idiosyncrasies 
which must be dealt with. The Grigsby 
SFAVI7 WIR systetn has a supply recal- 
culation every time the game is saved 
and reloaded, which tends to cliange 
unit strengths a bit. The effect is more 
pronounced in large multi-player 
games wliere during one turn the game 
is saved and reloaded multiple limes, 
'file V4V series has a l)attle report func- 
tion, l)ui unlike llie information in Pa- 
cific War, the V4V i-eport is a specific 
j)hase which cannot be reviewed later 
on. IIicH Command has a different 
problem — multiple piiases I’or eacli 
turn. It is e-mail j)layable, but jdayers 
will have to come uj:) witli a number of 
ground rules on game play. 

If a game is turn ba.sed, has separate 
save game files, tmcl saving the game 
and restarting it I'etains orders jxit in 
previously, odds are it can be played via 
e-mail, 'fhe keys to successful e-mail 
wargaming are cretiliviiy and flexibility. 
Above all, e-mail wargaming is a true 
“gentleman’s game.” /Viyone wlio wish- 
es to violate the honor system may \’et7 
easily circumvent tlie few safeguards. 
Indeed, with many games (sucli as Pa- 
ciFit: War) it’s veiy liard not to load e- 
mail games and gel an inadvertent 
glimpse of enemy shij) and sub dej)loy- 
menis. Fortunately most players are in- 
terested in a challenging game brought 
on by a human opponent and not the 
thrill ofvictoiy at any jn'ice. 

I've found e-mail wargaming to be a 
fascinating and rewarding experience. 


be it battling a wily 'Fexas lawyer on the 
steppes of Russia or a midweslern 
school teacher in carrier battles out in 
the Pacific Ocean. It allows people of 
completely different backgrounds and 
geographical locations to come together 
not only to share the common Joy of 
wargaming, but to get to know one an- 
other as well. Games that became bor- 
ing against an AI easily tamed, now take 
on a whole new level of play value. Give 
it a try, you won’t be disappointed. 

Finding opponents for e-mail wargaming is 
the first step in becoming an e-mail warrior. 
The best place to find players in on-line. Near- 
ly eveiy large network (CompuSemt, GEnie, 
Internet, etc.) has a ImUelin board dedicated to 
linking up gamers. If yon are not connected to 
a network, tiy running an ad in the CGW 
Opponents Wanted page, tr 



THE E-DITORS' E-MAIL PICKS 

You can play Just about any turn-based 
game by e-niail, but there are some 
games more suited to the task. Here 
are ten titles that either have built in 
e-mail features, or have save game 
files that are easy to transmit over the 
wire. .So pick one up, find a foe, and 
start trading blows! 

Aide de Camp games (HPS) 

Empire Deluxe (New World) 

Gary Grigsby’s Pacific War (SSI) 
Merchant Prince (QQP) 

Operation Crusader (Avalon Hill) 
Race Into Space CD (Interplay) 
Tigers On The Prowl (HPS) 

V For Victory Series (Three-Sixty) 
VGA Planets (Tim Wisseman) 
Warlords II (SSG) 
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•Real-time game play 

•Historically accurate 
scenarios 

•SVGA Graphics 

•Over 80 different 
unit types 

•Intense Sound Effects 


Available at your local software retailer or order direct from New World 
Computing at 1-800-325-8898 (818-889-6070 outside the US), 
or by mail: PO BOX 4302 Hollywood, CA 90078-4302. 


© 1994 New World Compuling, Inc. Iron Cross is a Irodemark of 
New World Computing. New World Computing find its dislincllve logo ore 
registered Irademorks of New World Compuling, Inc. All rights reserved. 


REVIEW 


New Bids 
On The Block 

Millennium A uction Hosts The 
Unholy M.arriage Of Money And A rt 



by Allen L. Greenberg 


L onc fiLi'ORt RoiiiN Lr:r\c';H took ui’ 

VOCATIONAL YACHT IIOIMMNC IN 

Lifestvits of the Rich & Famous, 
ihe leisure activities ol' the world’s 
wealthy were a rich source of com- 
mentaiy and fascination. It is the rich, of 
course, wlio make it a point never to ask 
the price wlieii purchasing tlieir yachts. It 
is ihe ricli who have the unique ability to 
evoke laughter from a 
joke despite liow badly 
they might butclier the 
puncii line. When it 
comes to art, the rich 
have always stood as 
proof that beauty resides 
within the wallet of the 
beholder. In Eidolon’s 
Millennium Auction, 
you have the chance to be 
counted among these 
privileged few. joining a 
handful ol' eccentric and 
very wealthy collectors, 
you will gather in the 
world’s most exclusive 
auction facility to tiy to become Earth’s 
most highly praised art collector and 
dealer. 

.Aucn iON is a light-hearted siraleg)' ex- 
ercise wliose play is veiy nearly eclipsed 
by its multimedia presenuition. 'Ehe pro- 
gram features extensive use of video 
clips, three dimensional animated mod- 
eling, still photos, digitized voices, and 
classical and neoclassical music. 'Ehe 
game takes place in a hypothetical l^lst 
centuiy in which many of the catastro- 
phes w'e had fen'ently hoped would go 
away have actually happened. The 


world’s economic system has begun to 
collap.se, as has much of its ozone layer. 
Earth([uake.s, disease and other natural 
disasters have robbed humanity of many 
of its cultural and historic treasures. To 
the cold-blooded, well-to-do who collect 
various alijels d’arl, the.se are not actually 
crises. Each incident simply serves as a 
dramatic background against which the 
treasures of 
the world ei- 
ther increase 
or decrease 
in value, The 
tragic loss of 
a large per- 
centage of a 
particular 
artist’s woi k 
may cause 
the value of 
his or her re- 
maining cre- 
ations to 
skyrocket. 
Likewise, the 
discoveiy that a certain type of work has 
been illegally forged casts doubt on all 
creations of its type, thus dellating their 
value. 

To participate in this circus, you must 
I'lrst choose a character from a multi- 
racial, international group of strongly 
motivated and highly sticcessful entrepre- 
neurs. Each character is accompanied by 
a brief description and a dossier with in- 
ten'iews, newspaper and magazine clip- 
jjings. As far as gtime j)lay is concerned, 
this material becomes more valuable 
when you wish to study yotir computer- 


controlled opponents than when choos- 
ing your own character. 'Ehe senstious 
tones of Nuria the narrator guide you 
thi'ough each step ol the selection and 
registration proce.ss. She also provides a 
generous quantity of on-line audio help 
throughout the game on request. Up to 
four live players may participate in Aut;- 
TioN, provided they are able to crowd 
around a single keyboard. 

AuerriON’s goal may be slightly am- 
biguous the first time around, and some 
players may be conftised whether it is art 
or money they seek. The answer is that 
you are playing to increase your “net 
worlh.” To begin, you will be allowed 
only S8.5 million of your charticter’s 
holdings, but this is enough to buy and 
sell art throughotit the game. Each art 
f>bject is assigned an ai)praised value, 
and the sum total of each of these values, 
ill iiddition to yotir remaining cash, rej)- 
resents your net worlh. 

LET'S START THE BIODINC 
AT ONE MILLION DOLLARS 

'I'he game opens in w'hat is apparently a 
posh portion of cybersjjace set aside for 
the exclusive use ol’ AucriON’s parlici- 
piints. Here, each item available in the 
upcoming auction is listed, along with its 
appraised value and some offers for it 
from the outside w'orld. Although they 
may not participate in the auction them- 
.selves, various institutions and collectors 
will have ofi'ers posted for each item on 
the auction block. Often, partictdarly 
high offers are nuide for certain items 
provided they are secured as a gioup. If 
it is cash you are looking for, it will ol'ten 


Millennium Auction 



supports MFC compatible sound cards 

Protection: None 

Publisher: Eidolon 

Riverdale, NY 

(718) 884-7095 


146 COMPUTER GAMING WORLD • OCTOBER 1994 






i^QlroK 




mmmmmmmmmmm 

ONES YOU M MIST SP( 9 iE»ni 30 


Earth-Shattering 
Game Performance 

Give your PC games a shot of adrenaline 
with MGA Impression Plus. MGA's 64- 
bit graphics engine is the fastest in the 
industry with over 25 international awards 
to prove it. MGA Impression Plus takes 
graphics performance to a whole, new level 
by adding hardware accelerated 3D for 
smoother animations, photo-realistic colors 
and real-time, real-life game play. This 
means you get more bad guys and harder 
interactive punches! 



Free! 

3D Games Pack 

MGA Impression Plus is bundled with 
arcade-quality, interactive 3D DOS games - 
designed specifically to take advantage of 
MGA’s advanced 3D polygon engine and 
powerful, real-time capabilities. MGA 
Impression Plus is the first accelerator to 
give you full screen, real-time 3D animations 
at 640 X 400 resolution in 65,000 colors at a 
price that you can afford. 



MGA MGA MGA MGA MGA Ultima 
Imptessiom Impression Ultima Plus Ultima Plus Plus 2D0 
ISA VL-Bus VL-Bus PCI PCI 



-800-800-4CDW 1-800-660-3222 1-800-800-9478 1-800-221-8180 

MxioMi: 


The All-Purpose 
Graphics Accelerator 

Not only will your Windows games play the 
fastest on earth, you’ll also speed up your 
desktop publishing, video playback and CAD 
applications. With resolution support up to 
I600x 1200, 1 20Hz flicker-free displays, 24- 
bit color acceleration, and support for all VGA 
games, MGA Impression Plus is the all- 
purpose graphics accelerator for both 
business and home use. 

1 - 800 - 361-1408 

MATFOX; (514) 685-0174 

Matrox Craphics, Inc. 

Tol. 514.685.2630 Fa*. 514.685.2853 

mclifOK 


Circle Reader Service ff248 





be to your advantage to make sure you 
obtain each of the items listed in that 
group. Since there are a total of 12 items 
being auctioned in each game, it is im- 
perative that you write these offers down, 
and the Auction package includes a 
notebook just for this purpose. 

The package also includes two CDs, 
only one of which is used to play the 
game. 'I'he other disk contains a short 
histoiy lesson so that players in the 1990s 
may catch up on events from the next 
centuiy. There is also a non-interactive 
demo which gives the novice player an 
idea of how the game (lows. 

The game’s instruction book alludes to 
certain moral questions regarding some 
offers you will receive. Museums and in- 
stitutions are ciying to take items out of 
the hands of private collectors, thus ruin- 
ing some of the “fun” for those who like 
to collect ‘em and trade 'em. One collec- 
tor is noted for his love of torching his 
privately acquired masterpieces in public, 
thus depriving the world of their beauty 
forever. However, that same collector will 
frequently offer you far more money for 
certain works than any other source. 
Strangely enough, there are no repercus- 
sions for selling anything to this person, 
and no mention is even made of it once 
)'OU ha\'e done so. 

Away from cyberspace, you enter the 
galleiy where you will be confronted by 
your fellow bidders. Holding 
drinks which are doubtlessly 
both expensive and intoxicat- 
ing, participants share their 
thoughts and artistic opinions. 

It is also here that the game’s 
designers have obviously had 
the most fun in creating Auc- 
tion. Each conver.sation is em- 
bellished with nightmarish 
imager)' and gi'oiesqiie anima- 
tion. Watching each speaker’s 
llgure oscillate bettveen nor- 
mal and bizaiTe, one can only 
wonder exactly what ^vas in 
those drinks, or at the very 
least, what the programmers 
might have ingested at the 
time they assembled this por- 
tion of the game. Above the heads of the 
bidders is a television set which, when se- 
lected with the mouse, displays a cheery, 
well-fed netvscaster. He will be reporting 
one or more stories which may or may 
not have somethitig to do with one of the 
objects for sale at the auction. W'orld in- 
terest, for some reason, may liave shifted 


to one particular item. Or, some earth- 
shaking event may have just taken place 
which will affect the value of another. 
Down the hall is yet another television 
set, along with a newspaper and radio. 
Each source may contain news events that 


THE PRICE ISN’T ALWAYS RIGHT The Bob Barker-esque 
auctioneer takes bids from four players in the auction room. 
Make sure you’ve done your research before his gavel falls 
and you’re stuck with a turkey. 


will affect an item on the atiction block. It 
is important to check out the conversa- 
tion amongst the bidders, who may veiy 
well be reacting to the news you have just 
heard. 

After you’ve finished gathering news 
and gossip in the galleiy, it’s lime to pro- 
ceed into the auction room, Nuria will 
warn you if there is anything you might 


MUSEUM MAINTENANCE MAN In addition to a cush job, Zeke, 
the janitor, has a newspaper, radio and TV to find out what in 
the worid might impact art prices tomorrow. 


have missed in the gallery before you 
proceed. 

SENSUOUS SALESWOMAN 

In the auction room, Nuria’s lush voice 
describes each item with unabashed 
bias. The fenent passion in her voice as 
she describes Raphael’s painting “The 


Three Graces” is, by itself, enough to 
arouse decency censors in more conser- 
vative communities. Even when she is 
describing more modern and less 
graceful pieces of art, this woman de- 
serves high praises for her cunning 
salesmanshi)). 'I’he bidding 
proceeds in a natural, stop- 
and-go fashion. The auction- 
eer, a friendly, ujiper scale 
Bob Barker type, respectfully 
urges his patrons on to high- 
er offers. Players bid in 
$100,000 increments using 
either the mouse or a pre-se- 
lected key, and are allowed 
some small extension of cred- 
it should they bid beyond 
their on-hand cash. An audi- 
ence breaks into polite ap- 
plause each time a bidder 
offers more for an object than 
its appraised value. Mean- 
while, the screen displays 

shifting views of the auction 

room and lists the item’s appraised val- 
ue along with the current high bid. 
Only four items are auctioned at a time, 
after which you are returned to the 
galk-i^. 

Back in the gallery, net worths are 
reevaluated based on local and world 
events. The painting you just purchased 
may have plummeted in value due to a 
paint-eating virus that was tossed on it 
earlier by some bio-technical vandals. 
Or, the government may have taken a 
sudden interest in the information 
stored in an antique computer you jmr- 
chased, thus greatly increasing its value. 
'Ellis is the time to once again check out 
the news sources, listen in on conversa- 
tions, or I'eenter cyberspace in order to 
cash in any of your acquisitions. Each 
game includes three rounds of bidding, 
after which a winner is declared. 

Computer-controlled players treat 
their human-controlled adversaries as 
equals. The same informaiion that you 
uncover through television, radio and 
newspaper becomes available to com- 
puter jilayers as well. You will also note 
that these artificial opponents will be 
responding to outside offers, and will 
attemjit to assemble those groupings of 
objects that are worth so much extra 
cash. Eortunately, they also seem luqjjiy 
to bid well beyond an item’s ajipraised 
value, so that it is often possible to 
watch the jjoor creatures load them- 
selves up with objects at inflated prices. 
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Acl '/B-aiUi'fe 
"J'jiB Gi'bbIs iVJ/iii 

and Macintosh CD-ROM 


-jDisuibulcd By - 


'I'orclifd Ayain! 


‘’...its multitude of p uzzles, well-written scriK 
and fine acting offers CD-ROM gamers an||t. 
absorbing - and satisfying - gaming expcricnci 

1 KsVi-i , : ;A;:' '^1 i 


“The graphics are, in a word, avvesomeTB ft 

“Luminaria has blend^^^'^mix oPI^^niMo^^f^^^l 
challenging game play, and qimlity^resentationM||^^H^ 

“...Wrath feels like a graphic a^??nmre iSBL 
’ looks like an interactive movie.’^ j||K 

“...hooks the player with humor, effortle.s^essons in mythol 
^ beautifully rendered graphics and an interesting ch allengcl 




.X * 












A BULL MARKET The player's character throws his two-million- 
dollar bidding spear at a cave painting from Lascaux. 


riie news stories that appear 
on television are usually the 
most significant, and merit 
more attention than those 
appearing elsewhere. Unfor- 
tunately, the most tempting 
slrateg)' is simply to cheat. By 
saving the game early, then 
waiting to discover which 
items have clianged most 
dramatically in value, you 
may simply replay the game 
with your new, insider knowl- 
edge. 

GOING. GOING... 

Auci'I'ION’s intuitive, mouse- 
oriented interface is well de- 
signed. d'he game uses icons for 
control, and a number of short-cut com- 
mands are also available. As is the case 
witli any of the new breed of “multime- 
dia” programs, loads of free memoiy, in 
addition to the most powerful proces- 
sors, work wonders for keeping the pro- 
gram flowing happily. The instruction 
manual also insists that your sound and 
video drivers are up to date. 

It is unfortunate that Auciion lacks a 
network or modem option. Playing the 


game with several people gathered 
around one keyboard is an awkward sit- 
uation, and some players may wish to 
contemplate their art sales in ju'ivjite, 
Although the program deserv'es some 
praise for its originality. Auction’s 
greatest problem may be its lack of re- 
play value. After a dozen or more ses- 
sions, its videos and news items become 
re|)etitive, and even its catalog of 1113 
treasures may be too small to keep the 
game vital lor many more sessions. Be- 


yond replay, hard-core strategists will 
find Aucrio.N much too simple, but be- 
ginners and less serious players will 
j)robal)ly have some good times with 
the game. In fact, MiLLtNNiUM Auci iON 
might be good bait to lure family and 
friends who have been unimjjressed 
with gaming thus far. The great graph- 
ics, charming writing, light weight strat- 
egy, and the allure of playing global 
bigsliot with an unlimited credit line 
may pull some away from the 'I'V and 
its tired reruns of Robin Leach, ir 


THE EDITORS SPEAK I 


MILLENNIUM AUCTION 

RATING 

PROS An imaginative niLiltimedia 
presentation with impressive art, 
amusing stories, and sensuous ail de- 
sci'iptions. Very easy to learn. A terrif- 
ic buy lor a new or casual gamer. 
CONS Players who value deep strate- 
gy and extensive replay over graphic 
“chrome” might let this piece of mul- 
timedia art go to another bidder. 


TOP 9UH PACKAOE 
(kimvt MaiMf 

•ASIC PACKAGE 
Indudex Garnet 

■katt 

eontoto k 6 MoH» 
lnelifd»d 

Mofter Contole G 
Keyboard Normal 

1. taken 3.0 
Z.Comanche 

Maximum Ov«1(in 

3. Aea> of IlM Pacific 

QWEBT Mott 

Only $69.95 

GflM€SMflSTer^ 

4. FIISW siin.«.o 

5. strike Commander 

MATTS 

TOTM. CONTROL SYSTEM! 

A. Keyboard Normal 
QWERT 

$14.95 Each 

Simplyl The best uioy to Play 

Only $99.95 


The solution to simulation computer games enjoyment 
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Has Rebel Assault well and truly licked." - 

Edge Magazine 


©1994 P5«tosb.LifiSted. NOVASTORM and 
oil other related trademarks, likenesses, ar»d 
art are trademarks of Psygnosts, Limited. 
Rebel Assault Is a registered trademark of 
LucasArts Entertainment Company. 


675 Massachusetts Ave. Cambridge. MA 02139 
(617) 497-7794 


REVIEW 


False Dawn 


Humanity Has No Tomorrow 
In Sierra’s OuTPOST 


by Martin E. Cirulis 



/ / ■ ■ NI.IKE MOST COMPU'i'KR 
B B B B GAMES, Ou tpost was 

B B DESIGNED TO EXPAND AND 

B B g' ow. To make this strai- 
egy possible, there came 
a time when we liad to slop adding fea- 
tures to the current installment and re- 
lease it into the world, much as any other 
parents {game developers) who must re- 
lease their offspring (digital children) to 
lead their own lives when they reach ma- 
turity (when they’re ready to kick them 
out the door). With this approach in 
mind, the following items mentioned in 
the Outpost manual did NOT make it 
into the final version 
of the game.,..” 

riic preceding 
paragraph is a direct 
quote from the 
READ.ME file that ac- 
companies OUTPO.ST 
and your first big clue 
that all is not what it 
seems in this much 
awaited strategy 
game. Peihaps the 
powers that be at 
Sierra should have 
made sure that their 
child was fully clothed 
before they kicked the 
poor thing out the 
door, a tribute to the j)roverb, “Haste 
makes waste.” In this case, the haste 
turned a game that should have been a 
milestone into a veiy pretty wreck. 'I’o be 
honest, the READ.ME quote, a slick com- 
bination ol' rationalizations and omis- 
sions, sums up the Outi’GS'I' experience 
and the forces behind it with such elo- 
quence and irony that it could stand 
alone as a review. On the other hand, the 
editors at CGW insist that details are im- 
portant to allow the reader to make a fair 


decision of their own, and so I shall hold 
forth on Ou Ti’OS'i', regardless how much 
it may pain me. 

CHICKEN LITTLE'S REVENGE 

'fhe premise for OuTl’Osr is both sound 
and fascinating, especially in light of 
Jupiter’s recent cosmic fender-bender 
with a broken-up comet. In the near fu- 
ture ol' Oltitost, just as Carl Sagan has 
been warning us, a large comet makes an 
illegal lane change ;md heads straight for 
Earth. This multi-kilometer wrecking ball 
promises to ruin an entire afternoon with 
a gigaton explosion that causes enough 
environmental 
fallout to make 
our planet look 
like a Union 
Carbide train- 
ing film. But 
before it does, a 
few industrial- 
ists who still 
have faith in 
the space |Dro- 
gram and have 
obviously been 
watching 
“When Worlds 
Collide” on the 
Late Show de- 
cide to build a 
giant colonization ship to save a handful 
of humans and, hopefully, a heck of a lot 
of frozen genetic material. Oddly 
enough, they pick you to captain this 
enormous back-door clause, save human- 
ity from its own short-sightedness, and 
re-establish the species on some other 
world orbiting a stnmge and distant star. 

Now what distinguishes this game from 
{ilhers that have worked the “ragtag fleet 
of humans” theme is the background. 
OUTTOST doesn’t just hand you a bunch 


of cool looking spaceships and buildings 
from the generic SF backlot; instead you 
are graced with actual designs and plans, 
beautiful renditions straight from NASA 
think tanks to your CD-ROM. None of 
those dubious fastei‘-than-light drives or 
transporters for you; this tiucst is under- 
taken with engineering governed by the 
strictest of scientific laws, a tribute to hu- 
manity’s ingenuity and achievements in- 
stead ol'a simple flight ol'fancy. 

"LET'S PUT THE MALL 
OVER THERE" 

If you’ve managed to jjack well and 
choose the right destination, you'll be 
lucky enough to make planelfall on .some 
hard little rock pile that will probably re- 
semble one of the more inhospitable 
real-estate locations in our own Solar Sys- 
tem. (Oh yes, you had to go far away to 
be as miserable as you could have been 
on some planet in our own system. Some 
clever scientist pointed out that the same 
event that had dragged the earth-killer 
into our lives was going to cause an eon’s 
hard rain of comets all throughout the 
Sol System, and therefore nothing mere- 
ly interplanetaiy was going to be much 
safer than poor doomed I'en a Firnia. A 
somewhat questionable rationale, but if it 
were the onlv logical shorthand in the 
game it could be easily overlooked.) Un- 
fortunately, given the state of Slower- 
Than-Light travel, you and your crew 
were frozen for the long relativistic trip, 
and a nasty surprise awaits you upon 
awakening. 

In a dubious triumph of dysfunctional 
personalities over common sense, (warn- 
ing: another logic shorthand event ap- 
proaches) you discover that some bozo 
and half your crew have buggered off 
with half your precious equipment, hav- 
ing decided that seeding humanity again 


Outpost 


Price: $69.95 
System: 386- 
25MHz or better 
(486-33MHZ 
strongly 
recommended), 

4MB RAM, SMB 
hard drive 
space, mouse, 

CD-ROM, 

Windows 3.1; supports most major sound 

cards. Floppy version also available. 

Protection: None 

Designer: Bruce Balfour 

Pubiisher: Sierra On-Line 

Coarsegold, CA 

(800) 757-7707 
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No, we're not talking about twisters that 
wipe out trailer parks in the Midwest. We're 
referring to Cybernetic Clones, deadly creations 
of an alien race bent on Earth's conquest. 

To add insult to injury these 
CyClones are actually captured 
humans transformed into flesh- 
steel monstrosities! 

As Earth's defender armed with 
hi-tech weaponry you're dying to 
jump into action. Especially when this 
futuristic adventure promises some of 
the most spectacular full-motion video 


MEET 
CYCLONES 


HEAD-ON 


you've ever seen. Plus an advanced smooth 
scrolling, head-on perspective. Incredible cine- 
matics. And state-of-the-art digitized voices, 
sizzling sound effects and breath-taking music. 


Catapulting you into a total 
multimedia experience! 

TQ ORDER: Visit your retailer or call 1-8DD- 
245-4525 with Visa or MasterCard 

(U.S. & Canada only please). 



GALACTIC GAVIN'S USED STARSHIPS The ship configuration 
setup allows you to select a variety of accessories, from 
Tokamak reactors to geological probes— racing trim not 
included. 


^vith 200 or les.s peojile on a hoslilc world 
isn’t quite dinitiilt enough to make us all 
forget our j)clLy differences and show 
some solidarity. Although this suspitious 
plot twist does provide you with your 
competition — a “rebel” colony — some 
other premise, such as a second colony 
ship, could have provided the same de- 
velopment without straining tlie player’s 
credulity. 

From this {joint on, Ou’i'i'CXS'f is in- 
tended to run as a hard-edged, complex, 
open-ended developmental simulation 
in the tradition of Maxis’ classic, SlMCl- 
'H’. 'fhe player places tiles on the terrain 
that represent various high-tech facilities 
and habitats, along with mines to supply 
your colony with raw materials and labs 
to supply you with discoveries that will 
make your lile easier and perhaps some 
of your decisions harder. There is no 
free lunch here: resources are vitally im- 
portant. Without resources, life-sustain- 
ing facilities can grind to a halt, and with 
them, your life. Development always has 
to be balanced against suiTival, research 
against day-to-day needs. And all the 
while, you live in fear of the meteor 
strike, solar Ikire or some other unpre- 
dictable disaster that could sjjell the end 
for what’s left of humanity. 

Sounds great, doesn’t it? Unfortunate- 
ly, in the tradition of the quote that 
opened this review, this descrijjlion, 
while truthful, leaves out much of what 
could be considered the trtith. 

READING BETWEEN THE LINES 

Ou'iTOsr is sujjposed to be, according to 
the marketing jjitch, a game o( details 
and decisions, and as such the player 


could reasonably hope to be 
well-informed of his options 
and capabilities, at least for 
his initial state. Your explo- 
ration, coloniztition, and 
conquest of an alien world is 
supposed to be full of mys- 
teries and surjjrises, but one 
of them shouldn’t be trying 
to figure out how your own 
equipment and facilities 
work. This is what a clear, 
concise and large rule book 
should be Ibr. Unfortunate- 
ly, Sierra decided that this 
was an unnecessary luxury 
for a colony manager. The 
OuTPOS'i' manual is barely 
bigger than the CD case and 
is actually thinner, making 
for 90-odd jjages of large type and even 
larger margins, with 20 pages given over 
to chrome or marketing information and 
another ten pages dedicated 
to features not even support- 
ed by this version of the 
game. This leaves the player 
with a very thin wafer of in- 
formation indeed. 

This manual is so incom- 
plete and unhelpful that the 
fact that there is a very large 
strategy guide available on 
the market for another 20 
bucks might just make Ol i - 
Pt)S'f owners veiy angry and 
paranoid. 7'hey will gladly 
pay money to find out the 
hidden workings and subtle 
strategies ol'a game, but tliey 
should not have to add to the 
cost of a $50 piece of soft- 
ware Just to line! out how it 
actually is used. Given the reaction to this 
tactic, which is used by both Outpos'I' 
and Electronic Art’s St^tWoLi-', this is a 
trend best left at the feet ol’ the market- 
ing whiz who dreamed it up so he/she will 
be in the perfect position to be booted 
out the door when he/she bends over to 
pick it ujj. 

"WHAT BUG THROUGH 
VON WINDOWS BREAKS?" 

Designing Ou'iTOsr as a Windows appli- 
cation from the ground up seemed like a 
great idea in a game that wanted to im- 
merse you in the data stream of a simula- 
tion, giving you the feel that you actually 
are iti control of a vast facilil)’ through a 
conijjuter control desktop. Unl'ortunate- 


ly, as is the case with tnost other good 
ideas in tliis game, it has either been 
shafted or just not given the chance to be 
refined to an acceptable level. Without 
question this is one of the worst Windows 
applications I have ever seen. Ol'TPus i 
seems almost deliberately to be wallowing 
in all that is bad about the interface while 
scrujjLiloLisly avoiding any tif the advan- 
tages. 

Before you think I am being terribk 
unforgiving about this, please consider 
the following: Ou'l'posi' runs dreadfulh’ 
slow on most 486-66s with 4MBs of inem- 
oiy: literally five seconds to execute the 
average command or update the graphic 
window, and this is with 30MBs of info 
dumped onto a fast hard drive; some 
IGMBs machines barely run faster, 'fhe 
various graphic and inibrmation windotvs 
are non-scaleable and catinot be reduced 
to icons to speed things ujj. 4'he whole 
simukition hogs so mucli processing pow- 


er that running the game without re- 
membering to close all background 
applications such as the After Dark 
.screen .saver is a guarantee of some kind 
of fatal crash. Unless it has all of your sys- 
tem to itself, Ou’i POXi' will violate system 
integrity more often than a busload of 
Senators at a Gullible Young Thing Con- 
vention. 'Fhis kind of sloppy utilizaticm 
should only be found in a program un- 
der development, not a marketable pro- 
gram. Even if all else in Outpost was up 
to specs, this interface would make the 
sim unplayable to many consumers, un- 
less there is a big market of {jeople who 
enjoy staring at the .screen while their dri- 
ves access for an hour ;md a half out of a 
hvo hour session. 



ALIEN METROPOLIS The colony on Beta Hydri 1 may not 
resemble Hometown U.S.A, but its domes provide an Earth-like 
environment for the Terran expatriates who dwell on this 
faraway planet. 
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O.O.P-’s 

Strategies of the Month 


Bj’:Stcvc Cohen 

There are many strategies for defense. One of the most popular methods is 
to put a submarine in the harbor and anchor it there. This works quite well 
in many cases , but remember there are many other defensive methods . One of 
ir^ favorites is to use damaged ships to defend ports that have shipyards. 
This way the damaged ship, repairs itself, and the city is defended as 
well. Another method is, having a string of carriers anchored at a crucial 
thus sighting the incoming ships won't be too much of a problem. Be 
the ruthless conputer opponent can overcome these strategies! 

QUOTES FROM THE EXPERTS 

"JPhe Grandest Fleet is a fun game, and one that should live a good long life on many 
gamer ' s hard drives . " 

-M. Evan Brooks, Conputer Gaming World 


passage , 
cautious 


"This game [The Grandest Fleet] is hot 
-Ted, Conputer Game Review 

This is what great gaming is all about. 
-M. Evan Brooks, Computer Gaming World 


and QQP deserves to reap what it has sown" 


. . .it's relatively easy to get into, thanks to a well-designed interface. And once 
you are into it, you'll have a hard time stopping. 

-William R. Trotter, PC Gamer 

"Bridge 0lyir5>iad" is receiving rave reviews from customers across the world 
as one of the best new bridge games on the market. I could not begin to 
give strategies on bridge, for this would take volumes. There are many 
fantastic books that teach the nuances of this "Easy to play, tough to 
master" card game. 



QQP's reputation for producing top-notch strategy games gets another boost with 
Bridge Olynpiad- another winner. -Joe Noviaki, PC Gamer 


Great graphics, and smooth interface makes for quick play against strong opponents. 
-PC Gamer 



In the soon to be released Perfect General II wait until you see the 
Elephant Tanks. They are moving fortresses and we're having a lot of fun 
with them. 


P\a« 


"The Pure Wargame" has many subtleties. When moving pieces, it is an 
excellent idea to move in smaller steps. This enables you to keep an eye 
on the fatigue level of your troops and their remaining movement points. 


We encourage people to post their strategies and comments in the various forums on 
the computer networks. There are many great strategies on the networks. 


Quantum Quality Productions 
495 Highway 202 
Flemington, N.J. 08822 
(908)788-2799 

Coirpuserve 75300,3223 Genie QQP Delphi QQP 

Circle Reader Service #179 


THE THREE PACES OP OUTPOST 

Apart from these lecimiaii problems, ilie 
game itself seems to have sulfei'ecl from 
some sort of idetility crisis since the last 
time i saw it. {Marlin Cinilis wrote a Sneak 
Preview oj Oiilposl {or llie December 1 993 issue 
of CGW. For a discussion of that pnamo and 
our preview policy in general, see the 
Interface column in this issue — F.d.) 

Instead ol' being a straiglitlorward, 
no-nonsense simulation of life on 
your own in the great void, Ou r- 
POST seems to start to waflle at 
ever)’ turn. Be it from either tech- 
nical problems or some desire to 
“lighten” the game U|j to make it 
more accessible, this game is siil- 
lering from a multiple j)ersonality 
syndrome that would make Freud 
weep. 

In :i game intended to get you 
to care about the outcome oi' the 
mission, you are suddenly present- 
ed with ‘Svacky” bits of humor that 
seem misjdaced and tend to pull vou out 
of the simulation for a (juick, “Well that 
was stupid” chuckle. Some of these events 
are merely questionable, such as the 
choice of reply for your AI assistant or 
news reports th;it are sillier and far less 


(i.e. when my colony is suHering 
brownouts, I need to know what facilities 
are being alfecled and how bad, not that 
the citizens are jxitting together an asstissi- 
nation committee to remove me Ifoni of- 
iice.) Even worse are the times when the 
humor actually disrupts the sim itself; litr 
example, when your colony breaches -100 
citizens or so and, if you have not created 
a police station, a Red l.ighl District .sud- 
denh' pops up. Now it is bad enough that 
nobod}’ on the design team realized they 


were making a plausibility error by a fac- 
tor of ten or more, but can you possibly 
imagine people living on the edge oi’ sur- 
vival all leaving their relatively safe under- 
ground living areas to crowd into the 
barely livable comnianfl center on the sur- 
face merely because there were some bad 


girls living next door? Ridiculous, no? Yet 
totally normal for the citizens ol’OL'fPOS'r, 
who are obviously from the radical llinda- 
mentalist division of NASA. Humor is 
good, but this kind of poorly thought out 
game play is worse than useless. 

Another critical contradiction in 
OiTi'O.s'r is how it handles informa- 
tion. Specilically there is a lot of in- 
formation, but none of the things 
you reall}’ need to know are there. 
Six months ago, this game was sold 
to me as an intricate dance of needs, 
wants and disasters wliere resource 
management would be the key to 
success and information would be 
the player’s best ally, better than in 
tUiy sim of this kind seem so far. 
Guess what? Even (hough the ads 
atid documentation lor this game 
give you the idea this might still be 
true, it isn’t. Imagine rutming the 
last hope of mankind with the help 
of an advanced AI and still you have 
no idea ol thc^ ibllowing: what your total 
resoitrce consumption in critical minemls 
is versits what yotir resource production is; 
where your sujjply tnicks full of these min- 
erals are or what i heir statits is; what exact- 
ly is killing your citizens and where they 
are dying (i.e. during construction work or 
peacelnlly in their sleep, or I’rom lack of 
air during lunch); or even what the exact 
implications of your scicntii'ic disc(n'eries 
arc, other than what )’ou can inler from 
the name of the discover)’. 

But (Host ironically, (his game that has 



WHO NEEDS A BULLET TRAIN? Cargo lander M is ready to 
roll, strengthening the economy of this budding colony. 







HEAVENLY BODIES While the gameplay in Outpost is half- 
baked at best, the same cannot be said of the art. This 
exquisitely detailed probe was lovingly rendered in 3D 
Studio. 


useful than the SimGi iv 2K Daily News 


been billed I’or months as a tough, heart- 
less simulation of just how hard it would 
be to sun'ive in the cold universe is not re- 
ally vei 7 hard at all. Oh, there are bad 
mistakes in game play bordering on bugs 
that make it almost impossible to win (for 
instance, mines burn out at a ridiculous 
rale given how small your manpower is), 
but as far as toughing it out against the el- 
ements goes, life ain’t so bad. Even at the 
hardest level, disasters are not even close 
to being as tense as they should be, espe- 
cially in the first 200 turns of your colony’s 
life. It’s tedious and fmstrating, not a nail- 
biting thrill. 

PREMATURE BIRTH 

I \\'i!l make no qualms about it. I had some 
high hopes for Oltpost, shared by others, 
that were not ridiculously high, but repre- 
■sented an optimism that the game would 
be something deeper and more involving 
than what had been seen so far. Instead, 
the Tvord "Outpost” and the phrase 
“What went wrong?” are conversational 
Siamese twins. VMiat did go wong? /\ny- 
body who might know is refusing to ac- 
knowledge anything is wrong at the time 
of this review. Stuff happens, I guess, and 
the w'orld isn’t a fair place. Rippies contin- 
ue to gel run over, “Full House” is still a 
popular 'W show, and publishers continue 
to wreck good games by sending them to 
market far too soon. 

Personally a part of me still has hopes 
for this game, and maybe a year or more 
from now w’e may find ourselves laughing 
about the rocky start of a truly exceptional 
simulation. But for today, I can’t recom- 
mend this game to even the most die-hard 
space game enthusiasts for anything but 
the idea and the quality of the artwork. 
Olheivv'ise, all we can do is keep our ear to 
the ground, our money in our wallets, and 
w'ait to see w'hat the inevitable tide of 
patches and add-on disks w'ill bring. W 

OUTPOST 

RATING ^ 

PROS Great graphics, great con- 
cept, great promise, but.... 

CONS ....its great ideas were 
botched in the execution phase. Bug- 
g)', incomplete, and with grossly in- 
sullkient documentation, this game 
is to Sierra what the Challenger dis- 
aster was to NASA. 
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Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
stations, shipbuilding facilities and SUPERSHIPS. 

It is up to you to destroy your nemesis. . . 
or end up in Davy Jones’ Locker. 


MODEM PLAY (A QQP Hallmark) 

City Economics-Cultural and Industrial aspects 
Campaign Play 
Player History 

A wide selection of ship types 
Random Maps-unlimited variation 
A truly challenging Al 

Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto's Trap, etc. 

Plus some “What if’’ Battles 
A tactician’s and strategist’s delight!!! 


“The Grandest Fleet" computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call; 

1 - 908 - 788-2799 
or by writing to; 

QQP-495 Highway 202 
Remington, NJ 08822 

Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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REVIEW 


OnTk’get, 
More Or L 

Sierra’s ALIEN LEGACY Quests For 
A Place To Hang Humanity’s Hat 

by Martin E. Cirulis 



W HEN A HOUSE IS HEINO lUJlLI', 
THE CARPENTERS INVOLVED 
AGREE AHEAD OF TIME MOW 
acQirate their ineasuremenls 
must be in terms of what is 
sometimes refen'cd to as the Fudge Fac- 
tor. This factor is expressed as liow close 
to perfect a measurement has to be, as in, 
“Tliis iiail is twenty feet, give or take half 
an inch.” Trump 
'lowers is proba- 
bly “give or take a 
sixteenth” while a 
tree-house might 
be built along the 
lines of “give or 
lake a couple of 
inches” depend- 
ing how tired the 
adult in charge is. 

As it turns out, 

Sierra’s runner 
up SF coloniza- 
tion game, Alien 
Legacv, epito- 
mizes the same 
idea in software 
design and story- 
line. interestingly enough, it carries oil' 
its inteniions much more successfully 
than its close company relative, OuTPOsr, 
which was meant to have a mucli highei' 
degi'ee of accuracy. Sumelimes it’s better 
to have a tree hou.se you can have fun in, 
ralhei' than a gleaming office lower 
where somebody forgot to put in the 
jdumbing and the elevators don’t work 


yet. Alien Leg.acv is a solid game that re- 
flects the adventure and danger ol' tiying 
to colonize an alien star system. ..give or 
lake a little. 

IP IT AIN'T ONE THING, 

IT'S ANOTHER 

Once again the poor old Earth has been 
closed for renovations, but this time it is- 
n’t a cosmic wanderer 
lhal does the Job; in- 
stead, it’s a bunch of 
aliens from Alpha 
Cenlauri who decide 
to simplify Galactic 
diplomacy by making 
sine they are the only 
ones left to inhei'il the 
slars. Mumanity's re- 
sponse is to build a 
massive war fleet to 
grind out towards Al- 
pha C in order to ex- 
plain our wants and 
needs. At the same 
time the UN decides 
to hedge its beis and 
builds two huge, slow- 
er-than-light colony vessels to .send in the 
opposite direction Just in case the,se Cen- 
taurians are tougher than they look. 'Fhe 
Beta Caeli System looks the most promis- 
ing to the collected minds of the UN, 
and the plan is to create a boil hole for 
the species Just in case. 

You are chosen to cai)laiu the first ves- 
sel, the UNS Calypso. A second vessel, 


the UNS 'Fantalus, lakes another 16 yeai's 
to be built, but thanks to better engine 
technolog)' the second ship will amve 21 
odd years ahead of your vessel. So in re- 
ality, your Job should be pretty cushy as 
you will be functioning more as a re-sup- 
ply vessel than a colonization ship. Un- 
fortunately for you, things are even worse 
than you could have imagined. Wlien you 
are awakened from suspended anima- 
tion, it may as well be a Monday morn- 
ing, because the first two pieces of news 
to greet your blurry eyes are the last 
transmission from a beaten Earth and a 
scanner report staling that not only is 
there no sign of your sister-ship in the 
Beta Caeli system, but there’s no trace of 
any human presence in ihe system at all. 
Yes, it’s going to be one of those cen- 
turies. 

SIMSPACE WITH A TWIST 

In Alien Lfic.acv you are faced with two 
things: an oj)en-ended game of colony 
creation and a mysteiy that directly af- 
fects your SLin'ival. Whatever happened 
to the UNS ‘Fantalus could Just as easily 
happen to you unle.ss you get some an- 
swers in a hurry. Even if you solve this 
enigma, there are other plot threads 
hardwired into (his game that will keep 
you on youi' toes until you achieve the 
goal of faster-lhan-light travel. At this 
point the game grades your peiformance 
by how many colonies you have founded, 
how prosperous they have been, and how 
many new discoveries you have made. 



Price: $45.95 
System 

Requirements; 

IBM compatible 
386-20MHzor 
better, 4MB 
RAM. VGA 
graphics, 24MB 
hard drive 
space, mouse; 
supports AdLib, 

PAS, Gravis Ultrasound, and Sound 
Blaster sound cards. 

Protection: None 
Designer: Joe Ybarra 
Publisher: Sierra On-Line 
Coarsegold, CA 
(800) 757-7707 
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I Contains Mature Subject Matter | 


■| 11^™ Don't Get Caught! 

pH ■ I You'll get an eye-full of erotic excitement as 

I I YOU peer into your neighbors' sordid lives in the 

I interactive and wickedly sensual whodunnit, Voyeur. 

Political blackmail. ..murder. ..seductive intrigue... 
you'll see it all. But will you only watch — hidden like 
A true voyeur — or will you step into the drama to videotape the 
action and record the evidence? 


This Phillips CD-I hit is now available on CD-ROM for IBM computers and is 
coming soon FOR the Macintosh. V/oyeu/? has the critics raving: \ 


'Voyeur is a sensual thriller that really puts you into the game. " — Electronic Gaming Monthly 


'Voyeur is a marvelous creative Accomplishment." — Computer Game Review 


"This came brings out the Voyeur in all of us.. .and truly shows how much 

FUN A murder-mystery/interactive MOVIE CAN BE. HIGHLY RECOMMENDED . " 

— Computer Player 


CINEMRTIC 

MULTIMEOIR 


ibrmatlon, a \1 1* 
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You are hee to conliiuie playing after un- 
covering tlie final secret of Fl'L travel, 
but without a goal, the colony simulation 
isn’t detailed enough in itself to keep 
most gamers interested. 

To help you run the salvation of hu- 
manily, you can fall back oti the advice 
and observations of the department 
heads of your crew. 'I'here are five de- 
partments, Navigation, Engineering, Sci- 
ence, Militaiy and Conijjuting, and they 
are available anytime to give their spin 
on the current crisis. As an aid to the 
player they are more or less effective. 
'I'heir advice is a little obvious and some- 
times bad calls are pretty easy ttt spot 
(i.e., your Military commander seems to 
have studied diplomacy and race rela- 
tions at Klingon U.), but this aspect of 
the game helps to give you a better sense 
of being in charge, as op- 
posed to simply doing 
eveiything yourself. 


TOTING THEM 
BALES 

Regardless of the de- 
mands of the plot line, 
your real job is the explo- 
ration and colonization of 
the Beta Caeli s)’stem, and 
your single tool for this job 
is your shutde craft. Your 
shuttles will comb the sur- 
face of worlds and aster- 
oids looking for raw 
materials and clues, eras- 
ing annoying life forms, 
and building new colonies, And once these 
colonies are built, it is the .shuttle craft that 
will transport supplies from the haves to 
the have-nots. In fact, much of the game 
hinges on the constniclion, maintenance 
and improvement of your shuttle lleet. 
When your Science advisor suggests any 
kind of research that may help to improve 
your shuttle design. Jump right on it. llte 
mantuil states that your lleet should only 
be as big as you need it to be; it fails to 
mention that you will always need it to be 
as large as possible. 

Your interface between worlds and 
your shuttles is a form of Mercator map 
divided into a simple grid system. 'I'o get 
there, you simply order a sliip into orbit 
around a planetaiy body; once it’s there, 
you will be given a view of the Mercator 
map for that world. Pick a sciuare and 
your ship will drop I'rom orbit like IBM 
stock and hover above that area. From 
there you can either scan the surround- 


COMMAND CENTRAL Once the Calypso has made planetfall, it 
becomes the headquarters and warehouse of your new colony. 


ing areas for the presence 
of resources or anomalies, 
or click on the same quad- 
rant again to send your 
ship even lower and the 
screen will switch to a 
skewed .‘l-D detailed view 
of the surface. From here 
you can pick up scientific 
insights or find clues to 
the fate of the Tantalus, 
or even retrieve individual 
chunks of minerals or en- 
erg>’. 

Although you do travel 
over the surface of a world, 
and some ol' the terrain and backdrops 
are interesting, don’t be expecting any 
kind of flight sim experience. Your inter- 
action with the world at this level is high- 


sitmable needs of a thriving colony: Min- 
erals, Power and Life vSupport. Wliile ex- 
tra power plants and habitats can be built 
to provide the latter two resources, min- 
erals can only be found on worlds, and 
you will need ground based mines to pro- 
vide raw materials to the (>alypso and any 
other orbital platform you might build. 
Ferrying supplies, people, and robots 
around your system is the most involving 
and possibly tedious pait ofyotii' Job, but 
luckily. Alien Legac:v provides a pipeline 
mission for shuttles to run the same route 
canying the same set of supplies for mul- 
tiple runs. 


KICKING UP MOON DUST Your shuttles can go in low, scanning a 
planet’s surface for resources and signs of the Tantalus, your 
missing sister ship. 


MAYORS IN SPACE You design your colony like you would in 
SimCity, but urban planning is much less a concern in Alien Legacy 
than in Maxis' city simulator. 


ly abstract. All items of interest on the 
surface are represented by icons, and you 
can either pick them up or blow them iij) 
with the touch of a mouse button; (liey 
exist jairely as targets and nothing on the 
surface will shoot hack 
at you or nin away. It's 
not tlie most exciting 
thing in llie world, l)ut 
this interface will still 
seiTe to give you a sense 
of exploration and 
sight-seeing. 

The Calypso’s job is 
done just getting you to 
this choice vacation area 
and now it lias become 
a living-plati'orm and 
warehouse, tlie center 
of your new home iiiil in 
need of raw re.sources to 
keep going. 'Flie game 
recognizes three con- 


SIM-PLY SIM-PLE SIMS 

The model you work wiili for tlie colony 
map is a veiy simple “pick your tile, place 
your tile” system. Power plants, habitats, 
labs and factories are your main struc- 
tures, while defense lasers and shields can 
he built if the necessaiy technologies are 
re,searched. Transport lines and starports 
are provided automatically. Even though 
factories are able either to mine raw mate- 
rials or build items, not much time will be 


160 COMPUTER GAMING WORLD • OCTOBER 1994 









Zhirinovsky has seized the reins of.powerin tnd Krethlin, and 
got his eye bn warm-water pom and rich i'il deposits in the Persia^ 
Guif and Indian Oceans. Whilb Kirov ctjuisef toward Bahrain, and 
Typhoons prowl the Gulf, where 'f&|hS'Uni'ted States? 

The 5th FLEET fmj'arrived! Yopi^i®jn cornmanp bf a Navy task 
force, with a full range of hardware M yoti|^cornmand^ Nimitz class 
carriers, with theif Tofncats^ arid HprrietSr-Ti :onda'rb||a-class cruisers, 
searching the seas arid skie^'with^po\iverful ca^drib'^^^TASteglth 
Fighters and P-3 brions support’ybri fnai^j^Sses.’. r ' 
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As a fleet commander you've got better things to worry about than the endless details of running a ship. Don't 
worry— your computer will handle the non-essential work, leaving you to focus on strategy and command. If you're 
good enough, the sea lanes remain open, the Russians don't get their client states, and America's interests are served. 
Fail, and your ships are sunk, along with the future of the free world. 

5th FLEET gives you a new engine — a new design — and a new standard for Modern Naval warfare. Play against a 
wily computer opponent, at variable levels of aggression and difficulty, "hot-seat" a friend on the same computer, or 
play via E-Mail. Whichever way you play the game, you'll agree — 5th FLEET splashes the competition! 

The Avalon Hill Game Company 

4517 Harford Rd ★ Baltimore, MD 21214 
Voice: (410) 254-9200; Fax: (410) 254-0991 

If 5th Fleet cannot be found locally, please CALL TOLL FREE (800) 999-3222 



Available on IBM PC or compatible, 386 or better 
processor, 2MB RAM, HD 3.5" Floppy, Hard Drive, 
VGA Graphics Card & Monitor. Mouse. Soundblaster or 
compatible sound cards. CD-ROM coming soon! 
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'' uaiuqd i a aa^ 


Let me lead an enploration team. Captain. I'm sure ru pe aPie to find 
riues our regular pitots and certaintu our robots misnt miss. 

5oinetnin9 on Rhea and Gaea is controt«n9 the attacKs of the biota, sir. 
ue must find out ujho or uihat is teadin? the tife forms and destrou it ; 


spent sweating the fine points ol' urhan 
planning. Your prinuiry concern will be 
supply and demand as each new structure 
you build requires resources for its itiilial 
construction and then a yearly supply 
amount to maintain it. As technolog)' im- 
proves you will be able to increase the 
power and efficiency of your facilities, but 
their increasing resource demands and 
limited building space will drive you to in- 
crease the number of your colonies aitd 
specialize their function in your grand 
plan to save humanity. 

With labs hard at work generating re- 
search points in various disciplines, your 
advisors will come to you from time to 
time with inventions they think should be 
researched. Again, the model here is vciy 
simple: if you have enough research 
points in the right areas you can order 
them spent on a certain technolog)'. After 
a set number of turns, the technolog)' will 
be yours. 'Hie only nice touch here is that 
sometimes there will be no practical ap- 
plication for the resulting technolog)' or 
it may require anotlier breakthrough to 
become useful. Just don’t bother Hying to 
figure out which is which, as the game 
rarely will stress your research budget to 
the point whei e you have to make hard 


decisions about 
what to research 
and what to let lie. 

Discover them all 
and let Einstein 
sort them out. 

EVEBALLINC IT 

Ai.ikn LE(:.\t:v’s re- 
liance on tlie “close 
enough” philoso- 
phy is boili its 
strengtli and weak- 
ness. It keeps a 
higli level of playa- 
bility, but some- 
times tlic simplicity 
robs the game of 
satisfaction. Nail- 
biting interplanelaiy combat is a matter of 
ordering a shuttle with a missile on board 
to go to a planet and wail; il an alien ship 
arrives, one of them will blow up with a 
bang sound and no grtiphic except for ti 
puff of smoke. Being a combination of rel- 
atively sim|3ie elements might be a draw- 
back, blit the stoiy is interesting enough, 
especially for the first half, to drive away 
any sense of boredom in all but the more 
Jaded of space-gamers. 


Only a Titan can 
provide colossal 
mail-order 
service. 


Send us S2 
lor our color 
catalog containing 
full descriptions and 
up-to-date pricing on 
the latest and greatest 
titles for IBM and the 
Mac. Also comes with 
a $2 off coupon. 


We accept advance 
purchases and game 
reservations. ■ Same- 
day shipping for orders 
received before 4 pm ET. 


DONT CALL US... As high commander of the colony, you must rifle through 
resumes to decide which crew members will be assigned the crucial 
missions. 


'fhis is a space game lh;it delivers ;tl- 
inosi all of what it promises. ’Ehal alone 
marks it as a superior product to the far 
more technically advanced Outpost, 
which in a belter world would have been 
to Alien Legacy as The Abyss was to 
Leviaihan. The documentation is clear 
<md expansive, the game runs quickly, 
tiiid I only hiicl one cntsh througlioul the 
entire 100 plus hours 1 pul into it. The 
story entertains and, while the level of 
“htird” SE is only a little liigher th:m your 
average Next Generation episode, it does 
manage to instill a sense of reality to the 
proceedings in spite of some of the ratio- 
nalizations that are provided. 

If you are looking for an action-packed 
and graphically stunning extravaganza 
thill will leave you grasping for your 
iieari medicine, or a highly technical des- 
cent into the trials and tribulations of hu- 
nianily’s fiiiure in sjjiice, then perhaps 
this game isn’t for you. On the other 
hand, if you are interested in an enjoy- 
able game and a mysieiy that stretches 
across an alien .solar system thiit will take 
the averitge giuner belter ihitn 40 hours 
to get through, then lliis could be the 
next on your play list. ^ 


$40 Aces of the Deep 
$47 Across the Rhine 
$43 Armored Fist 
$46 Battlecruiser 3000 
$46 Colonization 
$40 Delta V 
$45 Doom 2 CD 
$40 Heroes of Might & Magic 
$40 Master of Magic 
S45 Out of this World 2 
$48 Perfect Genera! 2 
$52 Phantasmagoria CD 
$58 Star Trek: TNG CD 
$47 System Shock 
S43 Victory at Sea 
Call Wing Commander 3 
$47 Wings of Glory 
$42 Zephyr 


1 - 800 - 247-5447 




ALIEN LEGACY 

RATING itt, 1/2 


» An entertaining, slr;iig)u-foi'- 
ward, easy to learn strategic adven- 
ture. 

CONS Due to its linear sloiyline (the 
second ball' of which is a bit weak), 
(his is probably not a game that will 
gel more tlian one play-through. 
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Sprinf’ long-distance service just 
became rnore valuable - up to $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiberoptic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's "fiber-optic" clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 

The Mosf” A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 

Save on Long-Distance When 
You're away from home too! 

Sprint's FONCARD^*^ lets you continue 
to take advantage of long-distance 
calling and savings even_when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 

The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services. 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 


games you enjoy? 



Offer valid only in the U.S. and for new Sprint customers. 
Not valid for FONCARO-only orders. One offer per 
household. Certain restrictions apply. 

Retail value of Sierra Games. Offer valid on any current 
Sierra product with a retail value of S79.9S or below 
To qualify for a second game, the customer must bill S20 
per month in 3 of the firsts months. 

THE MOST discounts apply to in-state/intralATA calls 
only where authorized. 
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Winning 
Hearts 
In Spades 
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QQP’s Bridge Olympiad Turns Bridge Into A Team Event 


by Terry Lee Coleman 

W hen I first started playing 
Bridge, Charles Goi en was 
King and Omar Sharif was 
still a leading man on the sil- 
ver screen. More difficult 
than Spades, less natural a game than 
Rummy, the cerebi'al aspects of Bridge 
appealed to me in 
a manner similar 
to chess, After all, 
here was a game 
with a hisloiy, and 
one that required 
teamwork filled 
with nuance and 
subtlety galore. 

Of course, like 
many games 
which require pa- 
tience and have a 
fairly steep learn- 
ing curve, Bridge 
lost populai ity in 
the hectic 70s and 
80s, its decline 
helped by bizarre 
products like Goren’s Bridge for Two card 
game. The first Bridge products for the 
PC were similar to early chess programs, 
fairly easy to beat, often confusing, and 
even obviously cheating at times. The last 
couple of years, however, have brought a 
new generation of Bridge games, with 
much stronger AI and enhanced features. 
It is only fitting that QQP, long known 


for its strategy game line, should attempt 
to outbid its competitors with Bridge 
OU’MPIAD. 

OPP TO THE CONVENTION 

When Will Shakespeare coined the 
phrase “The play’s the thing,” he obvi- 
ously wasn’t think- 
ing of Bridge. 
While the world’s 
best can do much 
more with a given 
hand than the aver- 
age weekend play- 
er, in Bridge, the 
bidding is really 
the thing. It often 
seems that WWII 
cryptologists had 
less difficulty 
breaking the Ultra 
code than a novice 
has with learning 
new bidding con- 
ventions. 

Bridge Olympiad 
does attempt to smooth the transition for 
new players. On the opening interface 
screen, just to the right of the prim, 
proper, lo^'el)■ and totally non-interactive 
National Bridge Club receptionist. 
Olympiad offers a practice mode. As the 
cards sporting the official Oly.mpi.ad logo 
are dealt, you can acquaint yourself with 
the 12 members of the NBC. They will be 


your partners in every aspect of the 
game, and it is on their shoulders you 
will ride to victoiy or fall in disgrace. 

t'ach of these nicely dratvn computer 
players are rated for how well they bid 
and play — fair enough. But two other rat- 
ings are a bit strange. “Aggressiveness” is 
a reasonable rating, as it measures how 
often your computer partner will attempt 
to outbid the opposing team when they 
are “vulnerable" (a bridge term for being 
a game ahead in a rubber match). Then 
there is a separate rating for “cheating,” 
which pertains not to their ability' to see 
opponents’ cards — as one would expect 
an AI to cheat — but how often the com- 
puter personality will bluff during bid- 
ding. 

Admittedly, bidding is all-important, 
but wotddn’l it have made the game 
more exciting if the cheat rating was an 
attempt by your partner to deliberately 
play (he “wrong” card, thereby deceiving 
the opposition? The occasional finesse 
which is not there, the partner who plays 
the last trump too soon, is a part of 
Bridge in the real world. While these 
ploys do occasionally surface in 
Olympiad, they seem serendipitous 
rather than planned, and are generally 
too little, too late to affect the outcome of 
a given hand. 

Finding a reasonable partner proved 
most difllcult, because most of the NBC 
team were loose cannon in the bidding 


Bridge Olympiad 


Price: $49.95 
System 

Requirements: 

IBM compatible 
386 or better, 

VGA graphics, 

2MB hard drive 
space, mouse; 
supports AdLib 
and Sound 
Blaster sound 
cards 

# Of Players: 1 

Protection: Documentation check 
Designers: T-Time 
Publisher: QQP, Inc. 

Flemington, NJ 
(908) 788-2799 
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new day in AD&D® 
role-playing: The sequel to 
SSI’s mega-hit Shattered Lands 
is here! WAKE OF THE RAVAGER 
hurls you back to the scorching 
DARK SUN" game world — to battle 
the minions of the mighty Dragon 
of Ur Draxa! The sensory extra- 
vaganza of sights and sounds will 
overwhelm you: ever more 
spectacular full-screen graphics 
and cinematics plus digitized 
character voices and sound effects. 

It’s going to be one hot summer 
— when the Dark Sun rises again! 

O On CD-ROM and 3.5" disks 
for IBM & Compatibles 

TO ORDER: Visit your retailer or call; 
1-800-245-4525 with Visa or MasterCard 
(U.S. & Canada only, please). 



-s 

:t 






NO TRUMP IS A GOOD TRUMP Once you and your partner are 
on the same betting page, you can hone your finesse and 
power play skills. 


wars. I cannot begin to recall the number 
of times we followed one convention or 
another, only to have my partner bid a 
hand which simply wasn’t there. The 
game proved this to me beyond any 
doubt, due to the ability in practice mode 
to replay the hand with all the cards I'ace- 
up. Eventually, I teamed with Stan, the 
practice room tutor, who looks like some- 
one nabbed Ben Franklin, fresh from a 
night on the town, and crossed him with 
a card shark. Ironically, 1 found Stan’s 


play to be the most sober ol' 
the lot, despite his disheveled 
appearance. After a few prac- 
tice rounds, we were olfto the 
rubber matches where 1 had a 
rollicking time whipping up 
on the pasty-faced Dave, (he 
businesslike Janis and the 
free-wheeling [ohn, with Stan 
and I linishing in a dead heal 
for first. 

The ridober matches in- 
volve playing a series ol' 
games, .switching 
partners at regular 
intervals, so that 
one player ends up 
with the single 
highest score. 

Oi.VMi’iAt) captures this essen- 
tial Bridge competition very 
well, and learning to adajH to 
the different styles of your 
partners and opponents will 
sharpen anyone’s play. This 
takes much longer than it 
should, however, due to the 
dismal documeiUalion. Using 
the excuse that there are hun- 
dreds of good Bridge books 
on the market, the manual 


gives only the most cursory explanation 
of how to play and bid. The scant useful 
infoi'mation available is so terribly disor- 
ganized that even veteran Bridge players 
can get confused. Pity the poor novice 
exposed to the American, Natural and 
Precision bidding conventions on jxiges 
8-9, when the point system for evaluating 
a hand is not explained until page 38, af- 
ter a rambling di.scourse on the history of 
Bridge! A sample rubber game does 
help, but Id)' then the damage is done. 
Ot.YMi’iAD is no where near the Bridge 


STAN'S THE MAN This lineup is OK for a rubber match, but 
make sure you leave Eric on the bench when you go mining 
for Olympic Gold. 


Triad Campaign System" 

New Gamemaster’s Version 1.1 


Total computer management 

of your role playing sessions. 
Use our characters and world 
or design your own. Complete 
integration of all FRP game 
functions. Tutorial included. 



Features 


Realistic play. Context-sensitive help file. Prompts for each menu op- 
tion and control. Easily set routes, targets, spell effect areas using the 
toolbar. All scenario playing commands accessible directly from the 
map display. Encounter generator weighted by location, terrain, 
population and environment. Example adventure included. 

Maps - Open mullipic maps. Move characters from map 
ranges, line of sight and cover. Display creature and locali' 

Combat - Place encounters on map with otic command. Set targets, excciilcaulomatic 
combat. Optional pursuit of targets and return fire. Results reported. Sneaking, hiding 
and searching. Set timers. Log events with game time. 

Characters - Over 30 species templates. Integrated skills, niovcmeni, weapons, armor 
and inventory, Professions and backgrounds. 

Spellcasling - System calculates spell level, area, range and olher parameters. Set target 
point and display spell area using the Spell Ibol. 

System Requirements -IBM/Comp with Window 3.1 ♦ Minimum 5 megs hard drive 
space ♦ 4 megs of RAM. 


VISA ♦ MASTER CARD ORDERS (800) 784-1420 or (904) 494-3165 
OR SEND CHECK/MONEY ORDER FOR S69.00 S5.00 S & H TO 

Nawu Triad Institute 
PO Box 11246 
Pensacola, FL 32524-1246 


SIDELINE SOFTWARE 

ORDERS 1 - 800 - 888-9273 ONLY 


YOUR PC IMPORT & CLOSEOUT CONNECTION 


NEW PC TITLES 


Floppy or CD ROM 


Advenlure 45 

Sports SImulallon 30 

mr Simulation 50 

Aicada Slialeoy 40 

Stialegy 50 

Action Arcade 40 

Role Playing Game 45 

Like 'Doom' 45 

Rao'ng Arcade 40 

Flight Simulator 50 

Aicade 35 

Fighting Game 4S 

Role Playing Game 45 

Woild Cup USA (hoppy or CD ROM) Sports Simulation 45 

Test Drive 3. Star Control. Hoverlorce - all THREE lor only 23 

RO MAGAZINES 

lloti.Mletihimasilim alto lialmi dtma-puivi PLAYABLE covr Dtsi^ OP 
CD ROUS mlh taeh liiua! Tllln hcludi: PC Ftmal. PCRttltw. PCIuio, PC 
Plot. PC Pntr, and PC Gtmtrl 

Youl cholcti Only SIO lacni 



SHIPPING (UPS Ground) For up Is 3 plecet, by poyment: 

MuletcKd AVi» 4S.OO-C.O.D. (CoihOnly) SIO.DO 
oy a incond day air availablal Call for pilcat on apaclal ariiopinr). Sblppine 
■inoteiiaianliad. Erica 4 AvallabllFty aubjact tochanja! No rafunda or 
ngat. Dafecllva sroducta atcliangad willi aama Harr. Piodvda warrantiad 
tbrough 5ldaimi. FAX ORDERS CALL (305) 491-5134 
Naad Inlol Call (30S) 49I-9S19 DEALER ihOUlRIES IRVIFEDI 
S40 N.W. S7lh Court, Ft. Laudeidala. FL 33309 


DON’T MISS THESE DISCOUNT PC DEALS ! 


ie.95 


A-HOmuS 24.95 
d-D Spoils Sotmg 15.95 
A-Tnin 26.95 

Aclion Slalions 18.95 Dave 
Anciinl Art ol Warm Skies 2495 
Armegedrlon (9.95 
Arctic Berons 21.95 
ATAC (Microfrosij 2495 
8-17 Bomber IMItiOBiBSiJ 2495 
Bard's Tale 3 tB.95 
BAT2 21.95 
Battlochess 18.95 
BaWelsie 18.95 
BirdsolPrey 21.95 FoofsEirend 16.95 

Brutal Sports Faotbell 18.95 Four Crystals olTratai 21.95 
Carmen USA Deluxe 21.95 Blobel Conriuesl (MIcroposi) 21.95 
Castles 16.95 HanJballS 21.95 

Cenliiilon Delender ol Rome 18.95 Harpoon S BeWe Set 2 18.95 
ComirtandHQ 18.95 Hero Quasi 19.95 



Hook 

ishar. Legend ol ihe Fortress 
II Came From itie Desert 
Jack Nicholas Grealesi IB 
Joe and Mac Caveman Ninja 

King’s Quasi 6 : 
Legacy (Uieroprose) : 
Legend ol Kyrandia '. 
Lemmings 2 J 
LII’Devtl : 
Manlls J 

Mavis Beacon Typing Tutor 
Mike Dilka Foolbill 
Mig 29 Fulcrum 
Nigel Mansell's Grand Prix ; 
ObilusfP 


Ouf 


If jPsygnosis) 
ol This WoHd 


Pacific Islands 
Pairlol 

Populous S Data Disk 
Power Mongar 
Premier Manager 2 
Pusnover 
RBI Baseball 
Rex Nebular 
RoboCopB 
Sergon 5 
Seal Team 
Secret ol Monkey Island 2 
Seven Ciiies ol Gold New Ed. 

Sliadowcisler 
Snadowlands 
Sim Am 
Sim Earth 
Sim Lile 
Sleepwalker 
Space Crusade 
Spacewrecked 
Special Forces 
Spoils ol War (RAW) 
Star Legions 
Super Space Invaders 
Super Ttirls i 
Taskforce 19d2(Mtcroprosel < 
Teem Yankee i 
Ttte Immortal 1 
The Lost Admiral : 
T.v. spoHs Baseoeii : 
T.V. Sports Boxing : 
Trump Casino 2 
Twilight 2000 
Ultima 6 i 
Utopia 

V For Victory I 
W.W.F. 2 Wrestling : 

Waxworks ; 
lV/i((»Deal(i('F!aiv; : 
Wing Commander Academy 1 
Wlakid : 

Woild Class Leaderboard 
Wralhol the Demon i 
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Virtual vegab inb. 


WELCOMES YOU TO THE 

FUTURE or CASINO 

GAMING ENTERTAIN- 
MENT. Come to 
Virtual Vegas and 
WANDER THROUGH A 

STUNNING Cyber- 
Casino WHILE 

BEAUTIFUL BLACKJACK 

DEALERS BECKON YOU 
TO THE TABLES. YOUR 
goal: WIN BIG. Her 
goal: steal your 

HEART AND EMPTY 

YOUR wallet! The 

MORE YOU PLAY THE 
MDRE PLAYFUL IT GETS! 

Written by the 
EDITORS OF National 
Lampoon magazine 

AND PACKED WITH 6CO 
MEGS OF STUNNING SO- 
RENDERED GRAPHICS, 
QuickTime'^' video and 
VOICE RECOGNITION 
TECHNOLOGY, VIRTUAL 

Vegas is the future 
OF Casino gaming, 

AND THE FUTURE OF 

ENTERTAINMENT. 

□ N L Y 









© Virtual Vegas Inc. 
Distributed by 
Electrgmedia Inc: 

(3 1 □> 3 1 5-360& 

AVAILABLE AT YOUR 
LDCAL RETAILER OR CALL! 
cdmputer express 
(BOO) ZZe-TAAS 
Mission Control 
(SCO) 999-7995 
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PILLARS OF STONE, HOUSES OF CARDS Reactiing the pinnacle of 
Bridgedom requires timing, teamwork, and a little luck at this 
level of competition. 


STARLITE 

ELECTRONIC 
TEL: 800-552-9880 
FAX: 415-548-1639 
CD ROM DRIVE/SOUND CARDS 


PANASONIC 562,2X,320MS $159 

PANASONIC 562 E>rrcRNAL $190 

MrrSUMlFX001.2X.250MS $155 

SONYCUD3JA,2X,290MS $150 

PLEXTOR 3028,2X.240MS SCSI II $255 

NECCDR-5103X,195MSSCS!1I $355 

SOUND BLASTER PRO VALUE $75 

SOUNDBLASTERPROI6VALUE $95 

SOUND BLASTER 16 SCSI II $155 

SOUNDBLASTER 16 ASP $160 

CD SOFTWARE 

3-D DINOSAUR $22 

7 TH GUEST $25 

101 BEST GAMES $22 

A HARD DAY’S AND NIGITT $20 

ARTHER’S TEACHER TROUBLE $20 

AMERICAN HERITAGE DICTIONARY $25 

AUTOMOBILE REGISTRY $25 

BUIE FORCE $25 

CARMEN SAN DIEGO $30 

CD DELUXE PACK $22 

CHAOS CONTINUM $20 

COMIC BOOK CONFIDENTIAL $37 

COMPTON’S INTERACTIVE ENCYCLOPEDIA $30 

COOKBOOK HEAVEN $17 

CONAN THE CIMMERIAN $17 

CRITERION TO THE MOVIES $25 

CRITICAL PATH $25 

CRUISE FOR A CORPSE $25 

CYBERRACE $20 

DARK SPEED $25 

DRACULA UNLEASHED $35 

DUNE $22 

FAMILY DOCTOR HI $20 

FATTY BEAR’S BIRTHDAY SURPRISE $18 

FOREVER GROWING GARDEN $23 

GROLIERS ENCYCLOPEDIA $25 

GUNSHIP2000 $19 

GUS GOES TO CYBERTOWN $20 

INDIANA JONES $30 

IRON HELIX $27 

INCA $15 

SPORT ILLUSTRATED 94 $35 

JUSTGRANDMAANDME $20 

KING QUEST IV $25 

KID ZOO $25 

LEGEND OF KYRANDIAI/II $23/45 

LTITLEMONSFER AT SCHOOL $38 

LOOM $17 

MAN ENOUGH $19 

MAYO CLINIC FAMILY BOOK $30 

MICROCOSM $25 

MICROSOFT BOOKSHELF94 $37 

MICROSOFT crNEMANlA94W/VIDEO $35 

MICROSOFT ENCARTA94 $50 

MICROSOFT WORKS MPC $25 

MEGA RACE $25 

MAGIC DEATH(VIRTUAL) $23 

MONKEY ISLAND $20 

MADDOG MCCREE WI $25/45 

MYST $45 

NEW KID ON THE BLOCK $38 

NIGKrHAWKF-17A2.0 $27 

OCEANS BELOW $23 

PHARMASSIST $32 

PHONE DISK USA/BUSINESS94 $50 

PHONEDICK USA/RESIDENTIAL94 $55 

QUANTUM GATE $30 

RETURN TO ZORK $25 

PUTT PUTT PARADE $30 

REBEL ASSAULT $45 

SIM CITY 2000 $25 

SPACE QUEST l-IV $70 

STAR TREK 25TH ANNIVERSARY $15 

THE CHESSMACTER 4000 $20 

THE DOGGER OF AMQNRA $27 

THE LAWNMOWER MAN $35 

THE TORTOTS AND THE HARE $35 

THE VAMPIRE'S COFFIN $16 

WHALES A DOLPHINS $25 

WIGGINS STORY LANDS $22 

WILDPLACES $19 

WOODSTOCK $45 

WORLDVIEW $20 


CALL FOR LARGE SELECTION CDS 
MANY ADULT TITLES CALL!!! 
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teacher that Alfred Shein- 
wold’s Bridge Baron is. On 
the other hand, this game 
was designed with stiff 
competition as its goal. So, 
as soon as you’re tired of 
bouncing around fellow 
club members in rubber 
matches, it’s off to the big 
show — the Olympiad. 

THE SPIRIT OP THE 
GAMES 

The real Olympiad is often 
held in Palma de Mallorca, 

Baguio, and other exotic 
locales, but ilie entrance 
for this competition siiows 
a virtual Parthenon (artistic 
license knows no boundaries). The com- 
petition is all-world, with teams from 
China, Canada and other Bridge behe- 
moths. The graphics of the actual game- 
play are as clean as the rest of the game, 
but it would have been nice to see digi- 
tized pictures of the opponents, along 
with their trails. A scouting report on 
Crocodile Kelly from Australia would no 
doubt lean towards maniacal risks, as he 
wrestled opponents to their knees. 

The format is simple, a refreshing 
change from the rest of the game. Each 
team plays eveiy other team in a round 
robin, with the top team emerging as the 
W^orld Champs. Mter you and ) our part- 
ner ha\’e pla}’ed a hand, your other team 
members play the third and fourth mem- 
bers of the opposing team, using the exact 
luiml you just played, but playing opposite 
sides from that of you and youi- partner. 
Since the only effect you have on the out- 
come of the duplicate hand is which team 
members represent the NBC during the 
Olympiad, you must choose wisely. 

The International Match Point (IMP) 
scoring system is used, with total points, 
rather than just wins, counting toward 
victoiy. The chance is always there to 
come back, as my team once went from 
neai'-last to fourth in one round, defeat- 
ing the Spanish team by 42 points. Simi- 
larly, a huge defeat will almost always 
knock you to the lower mng of the com- 
petition. Overall, it’s fairly I'ealistic, ten.se 
and very exciting. 

The computer teams are quite difler- 
ent from each other, making Olympiad 
eminently replayable. I never did beat 
the English in five tries — must be all 
those centuries of Wliist experience they 
enjoy. In the end, whatever the docu- 


mentation lacks is made up lor in some 
degree by the tremendous strengtli oi' 
play by the Al. Much stronger than 
PosiT'RONic Bitmta-:, Oi.vmimad is more 
varied in style of opponents than Omar 
Smarik, and is harder to pin down tluin 
even Bridgk Baron, 

Would that I could recommend 
Olymimau whole-heartedly. Beginning 
players will be lost, and veteran Bridge 
enihusiasts will scoff at the documenta- 
tion, which seems to exist inoi'e for irri- 
tating copy protection than insights into 
play. Until the bizarre amalgamation of 
bidding conventions used by your com- 
puter partners is puzzled out, expect to 
play the game system as much as the 
cards. Once these difficulties are sur- 
mouiiteci, however, Brux’.k Olympiad be- 
comes a typical QQP game — strong on 
strateg)', with a rel'reshing and unusual 
angle, ir 


THE EDITORS SPEAK I 


BRIDGE OLYMPIAD 

RATING 44 1/2 

PROS Best-looking Bridge game 
out there. A lot of play value foi’ the 
intermediate to veteran Bridge en- 
thusiast, with .solid and varied com- 
puter opponents. Like Solitairk’s 
J oURNKY, it Lakes an age-old game 
and adds new spin. 

CONS Lacks some bidding con- 
ventions, and fails to adequately ex- 
plain those it does include. 
Documentation is veiy poor, which 
might cause this bridge to collapse 
on the novice piayei'. 
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pineni-i- 




PC MULTI-MEDIA ENTERTAINMENT 


ENTER THE PINBALL ARCADE 

You already know how to play pinball! 

Just how good are you? Step up to the arcade, make your 
selection from any one of the eight great tables, set up your 
game, pull down that plunger and get some glass. This is 
the award winning technology that made 21st Century first 
in computer pinball. 


INCLUDES 8 GREAT TABLES WITH... 

% Terrific table designs with ail the features of a real table - flippers, ramps, passages, tunnels, 
mushroom bumpers, ball traps, drop targets, roll overs, lights, switches, bonuses and jackpots. 


• Totally realistic ball movement • 

• Stunning ray traced animations • 

• A full hour of music and sound effects • 


256 coior graphics 

High scores saved to hard disk 

Bonus: Illustrated history of Pinball 


/CENTURY\ 

21st CENTURY ENTERTAINMENT INC. 


P.O.BOX 415 • WEBSTER, NY 14580 
TEL: (716) 872-1200 ‘FAX; 872-1675 







SimCity 

Hollywood 

Interplay’s SimCity CD Brings 
The Big Screen To The Little M.onitor 

by Neil Harris 




SimCitv CD 


Price: $59.96 
System 
Requirements: 

IBM 

compatible 
386 or better, 

4MB RAM, 

2MB hard 
drive space, 

SVGA 

graphics, CD 
ROM; supports most major sound cards. 
Protection: Norte 
Designer: Will Wright 
Publisher; Interplay 
Irvine, CA 
(714) 553-6678 


H ORniuS or Hoi.i.vwooD 'iyi'E.s dk- 

SCEND ON THE (X^MPL TER (iAME iN- 
DUSTRV. They come liRiNciNC 
money, a certain arrogance, an 
unparalleled piil)licily machine, a 
discipline toward tlie development 
process, and a world-class sense ol' ju'o- 
duction values. TliC)’ come seeking an es- 
c-ape Irom the problems they’ve made in 
the movie business thanks to inllated 
budgets and the slringeiil demands of 
the unions. With revenues pnijected to 
soon exceed tlie movie business, enter- 
tainment software is fertile ground for 
Hollvwood sharpies. The promise is a 
new wave of multimedia entertainment 
combining the best elements of software 
with l lolhvvood productions. 

SimCi it CD is one of the vanguard of 
the new software resulting from this me- 


dia convergence. It’s easy to imagine a 
scene right out ol' 'I'hc Playin': “It can't 
miss, C.B. We take one of the most pop- 
ular computer games ever 
and take it Ixick to tlie stu- 
dio. We add video, audio, 
real actors and even some 
ivriters. We jiiit it on a CD 
and make millions.” 


SCPD BLUES Had to cut the police funding to finance new 
development? Bad move, says the Police Chief. Now you'll need 
some self defense training to walk your own simulated streets. 


SIMHISTORY 

SiMCriY is a classic. Hun- 
dreds of thousands of play- 
ers loved (he challenge of 
building aiul managing 
cities. As much a toy as a 
game, there was no prede- 
termined objective. Some 
people tried to get the city 
to grow as much as possible, 
Olliers had more specific 
goals based on (heir own 


conception of the ideal city. The pro- 
gi'am was non-judgmental. All it did was 
provide the tools and handle the model- 
ing based on the actions taken. 

For iliose ivho wanted more detail in 
tlie simulation, Maxis eventually jirovid- 
ed SiMCrn’ 2000. It was much more com- 
plex than the original, with many more 
factors to concern the city designer, right 
down to the city’s plumbing. There was a 
certain sacrifice in design elegance that 
went along with the additional detail, 
made up for by a great improvement in 
the graphics. If the player could handle 
[lie line details, there was a real sense of a 
city growing. 

SIMBUREAUCRACY 

Now for the TD version, 'fhe folks at 
Interplay look the original game with 
the original graphics and went to the 
studio to add video and audio sections 
using real actors. When the city needs 
more police stations, the police chief 
jDops onto the screen to have a little 
cluit with the mayor. In fact, the player 
gets to meet with a gaggle of babbling 
city bureaucrats, all pushing their own 
agendas. This must really be what being 
a mayor feels like, with demands com- 
ing from all sides. 

At Ih'st, it’s interesting. I'he videos 
are well done as a whole, and several 
(especitilly some of the disaster scenes) 
are (]uile funny. The bureaucrtits are 
probably scripted a bit snotlier than 
their real-lii’e counterparts, but this is in 
keeping with the slightly campy spirit of 
the entire production. As the game goes 
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“I Wish My Parents Had ImagiNation.” 


Call It PC emy, call me crazy... but they’re having fun acro.ss the .street and I want In! See, my buddy’s parents got 
The ImagiNation Network” and they’re all playing and talking with new friends dear across the country - live, in real time. 
No kidding, 1 was over there last night and James (my friend) was dogfighting in this WUn flight simulator A 
game called Red Baron? His cousins live 2,000 miles away, but that didn’t stop them from sending James down in flames. 
After that, his mom got on and played speed chess with TRISH, her on-line sister. And then, at midnight, his dad got 
on as ZORK2, dungeon master of The Shadow of Y.serbius!" But don’t bring it up, James is kind of sensitive about it. 
And talk about cool. The interface is full color and easy to understand. 1 You just point and click and you’re 

there. Evenjamescandoit. 

Hey, I just figured out how to get mom and dad ImagiNation! The first month’s basic membership is free! 


Call and we'll send a free membership kit with s FREE 110[JR.S* to e.'cpiore The ImagiNation Network. You pay just S5.9S for .shipping S handling. 

1.800-462-4461/ext. 746 

lAGlATlOM!,. 


The Ima^Naiion Network retjuires at lean a 386 IBM PC compatible computer, a 2-100 baud modem, a mouse ami keyboard, ami about 600 kb of available memory, lied Baron is a registered 
trademark ofDyiiamix, Inc. The Shadow ofYserbius is a trademark of The ImagiNation Network. *Free hours must be used within 30 days. For details on membership options and 
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on, though, it starts to get I'epetitive. 
’riie same audio and video clips start to 
reappear. After all, while a CD has lots 
of room, it’s still limited, especially hy 
the demands of multimedia. Audio and 
video clips take many megabytes ol'disk 
space. 

WE REPEAT: THIS IS THE 
DEPARTMEHT OP REDUNDANCY 
DEPARTMENT 

For elements of a game — or any com- 


puter software, for that matter — to be 
repetitive is normal, 'Fhe type of inter- 
active experience in a compuier re- 
quires the player to choose from a 
limited list of options under constantly 
clianging cii'ctimsiances. It’s the context 
that makes things interesting. As tlie 
game progresses, the choices constantly 
lead to new and not-altogeiher-pre- 
dictable outcomes. 

For Hollywood jtroduclions, lliough, 
repetition is death. Movies are great but 
not over and over 
again. Film directors 
are constantly seekitig 
that new stunt, to put 
something up on the 
screen that’s never l^e- 
Ibre been seen. 'Fhal’s 
one reason why there 
are so many movies out 
there. Most are seen 
only once per customer. 
Very lew hold up well to 
repeated viewing. 'Fhey 
gel boring. 

In Si.mCii'V CD, the 
smug bureaucrats are in 
your face altogether loo 
much. 'Fhe video clijDs 


interrupt the How of the game and their 
repetitive nature takes a dynamic envi- 
ronment and makes it irritating. 'Fhere 
were some audio clips that just wouldn’t 
go away; they kept asking me to build 
more roads, for instance, but I was us- 
ing the irains-only strategy to minimize 
pollution), 'fhe obvious solution is to 
use the options provided by the pro- 
grammers and turn olT the video. 

What’s lel’t at that point is — you 
guessed it, tlie original SiMCrr\’. A good 
product, tried and true, but not (juile 
what was expected. Let’s hope the next 
wave of multimedia entertainment finds 
a belter use for Hollywood’s skills. W 


THE EDITORS SPEAK I 


SIMCITY CD 

RATING * 

PROS 'Fhe original game was a clas- 
sic. II' you haven’t jHayed SlMCriT yet, 
this would be the version to buy. 
CONS 'Fhe video clips are nice the 
first few limes; after that, you turn 
them them off. Il'you’ve jjlayed the 
original, there’s little reason to buy 
this version. 



SAME OLD CITY Asido from a few graphic and game play tweaks, 
SimCity CD looks and plays the same as the original. 




its patented pivoting tray keeps your joystick from sliding and 
allows you to adjust its angle for maximum comfort. With your 
flight controls positioned low and close, you'll be able to rest 
back comfortably Into your seat for a TRUE COCKPfT FEEL 

The PCS turns your keyboard Into a cockpit control panel allowing 
you to easily access the keys without having to take your eyes off 
the action. Clamps to any desk or tabletop. 

^ ORDEBTOLIFHEE S.SrSgiCrSV 
1 . 800 - 686-2523 3025 Timberline Dr. 

outside the U.S. cdl (&oa)68fr.1609 Eugene, OR 97405 
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1 - 800 - 233-0010 


Tech Support: (608) 836-8001 

P.O. Box 55164 
Madison, Wl 53705-8964 


Visa / M.C. / AMEX weicomedi 
Hours; M-F 9am - 6pm 

Sat. 9am -1pm CST 


MITSUMI $ 129 ’ 

Double Speed FXOOID ^ 

The 250ms. 350KB/sei; Mitsumi double-speed blows 
away other CD-ROM drives costing twice as much! The 
Mitsumi comes complete with a l6-bil inierTace card, 
installation .software and cables to connect! 



CJ.CHINON 

CDS535 Double Speed CDROM drive 


• - ‘ - iss .t. ITT) • 

With an access iinte ol 25Ums, 
and a double speed data transfer 
rate of 3O0KB/SCC and a 256KB 
buffer, the CDS-535 is one of ihc 
fastest double-speeds around! 
PC Magazine Editor's Choice! 

New Low Price! $249 


NEC 

Mu[(iSpin3Xi 


This NEC triple speed CD-ROM 
drive features a lightning fast 
195ms access time. 450KB/sec 
transfer rate, and a eoniinuous- 
flow 256KB cache. Exceeds 
MPC level 2 specifications and is 
PhoioCD Multi.session and 
QuickTime compliant. Switch- 
able SCSI-l/SCSI-2 interface. 


Hot! 


$414 


4PLEX Quad Speed 

Plexior'snew 4PLEX quad speed 
CD-RO.M brings a stunning new 
level of multimedia performance 
to your computer. The drive 
features a 600KB/sec transfer rale. 
1 50ms seek lime (220nis access), 
and a I megabyte buffer! Includes 
a 2-ycar inanufaciurcr’s warranty 

Quad Speed! $465 


CRdATIVZ 

Game Blaster CD 16 

The Game Blaster CD 16 multimedia upgrade kit 
features a Sound Blaster 16, a double speed CD-RO.M 
drive, pair of speakers, high pcrfonnaiicc joystick, and 
an incredible software bundle including Rebel Assault. 
Return to Zork, Iron Helix, Sim City 2000, Civilization, 
New Grolier’s Multimedia Encyclopedia. Lemmings. 
Indianapolis. The Simulation, Silent Serx'ice II. FI17A 
Stealih Fighter. Railroad Tycoon and more! 

Best Price! $365 


MULTIMEDIA HARDWARE 


MM UPGRADE KITS 

Game Blaster CD 16 365 

Edutainment CD 1 6 395 

OiscoveryCD 16 299 

Digital Edge 3X 655 

Creative Omni CD Int. 1 95 

Creative Omni CD 3X 416 

Media Vision Reno 276 

MV 2000 Family kit 332 

MV 3000 Super kit 395 

MV 4000 Premium kit 495 

MV 5000 Pro kit 695 

Reveol DC230 Hm Ofc kit 239 

Reveal DC240Educ. kit 239 

Reveal DC250 Ent, kit 249 


CD-ROM DRIVES 

Aztech CDA268-01 A w/kit 1 29 
Chinon CDS 535 Internal 249 

Chinon CDS 535 Int. w/kit 284 

Chinon CDX 535 external 355 

Chinon CDX 535 ext. w/kIt 389 

Creative Omni CD Int. 195 
Creative Omni CD3X (New!) 415 
Mitsumi FXOOl D dbl spd w/klt 1 29 
NEC Multispin 3X1 Internal 414 
NEC Multispin 3Xe external 439 
NEC Mulflspin3Xp portable 379 


NEC Multispin 4X Pro 909 

Plextor DM3028 Internol 255 

Plextor DM3028 int. w/kit 319 

Plextor DM5028 external 379 

Plextor DM501 8 ext. w/kit 429 

Plextor QUAD Speed 465 

Toshiba 3401 B internal 31 9 

Toshlbo3401Eexfernol 448 

Sony CDU-33A bare drive 1 45 

Sony CDU 33A w/klt & 2 CDs 1 45 
Sony CDU-561-01 int. 259 

SonyCDU-7811-10ext, 489 

SOUND CARDS 

Audio Mogicion Plus 49 

Gravis Ultrasound 117 


Gravis Ultrasound 
Gravis Ultrasound MAX 
MV Pro Audio Studio 16 
MV Pro Audio Spectrum 1 6 
MV Pro Audio Spect 16 basic 
MV Pro Audio Power Pok 
MV Pro 3-D Korg 
MV Premium 3-D SCSI-2 
MV Premium 3-D MultiCD 
MV Deluxe MultiCD 
MV Pro Wavetable Upgd 
Sound Blaster Deluxe 
Sound Blaster Pro Deluxe 
Sound Blaster Pro Value Ed. 
Sound Blaster 16 Basic 
Sound Bloster 16Value Ed. 


117 Sound Bloster 16 MultiCD 135 

1 69 Sound Bloster 1 6 MultiCD/ ASP 1 59 

119 Sound Bloster SCSI-2 155 

97 Sound Bloster SCSI-2/ASP 195 

" Sound Bloster AWE-32 


65 


52 


259 Wove Blaster Option 

]fs VIDEO CAPTURE/OUTPUT 

coll ADS Gome Zopper 74 

144 Video Blaster SE 239 

65 Video Spigot for Windows 199 
79 Pro Movie Spectrum 109 

79 Sigma Designs ReelMagic 357 
99 Reel Magic Lite (NEWI) 259 
105 Coll for spsokers. SCSI controllors, motel 


CD-ROM TITLES 


We only sell CD-ROM! 


1942: Pacific Air Wor 47 

5ft 10 Pack 30 

7th Guest 43 

7th Guest 2:1 llh Hour 53 

7th Guest/Dune 34 

Absolute Zero 39 

Aces of the Deep 44 

Aces of the Pacific 38 

Aces over Europe 38 

Aegis: Guordicn of Fleet 48 
Al-Qadim 38 

Alone in the Dark 44 

Animals!, Son Diego Zoo 19 
Armored Fist 41 

Armored Fist 46 

Arthur's Teach Troub 36 

Babylon 5 Coll 

Bottle Isle li 39 

Beneath a Steel Sky 39 

Betrayal at Krondor 23 

Bloforge Coll 

BiQodnet 41 

Buzz Aldrin Rce Spc 42 

C.I.T.Y.2000 31 

Copitol Punishment 39 

Costlesll 46 

Cat Came Back, The 32 

CD Challenge Pack 26 

CD-ROMIXI Freex 14 

CD-ROMIX! Hordcose 14 

CD-ROMIXl Prime 14 

CHAOS Continuum 40 

Chessmsir 4000/L.D. 2 24 

Cinemania '94 36 

Colonization 46 

Commanche w/Mis. 52 

Companions of Xonth 33 

Conspiracy 41 

Corridor 7 Coll 

Cowboy Coslno 34 

Creature Shock 47 

Crime Patrol 40 

Crime Patrol 2 40 

Critical Path 44 

Curse of Enchantia 21 

Cybetia 45 

CyberRace 36 

Cyclones 47 


Daemonsgate 
Dork Forces 
Dork Legion 
Dark Seed 
Darksun 

Day of the Tentacle 
Dead Zone 
Doom II 

Dracula Unleashed 
Dragons Lair 
Dragons Lair MPEG 
Dragons Lair II 
Dragonsphere 
Dungeon Hack 
Empire DIx: Masters 
Encarfo '94 
ESPN BB Tonite 
ESPN Soccer 
ESPN Sun. Nile FB 
Evoslve Action 
F14 Fleet Defender 
FI 5 Strike Eagle 3 
Falcon Gold 
Family Doctor 3rd 


Firm. The MPEG 
Flight Sim Toolkit 
Forgotten Coslle 
Fortress of Dr. Rad. 
Front Page Baseball 
Front Page FB '95 
Frontier Elite II 
Gabriel Knight 
Gettysburg 
Goblins Quest III 
Grandest Fleet 
Great Nvi Battles I 
Great NvI Battles II 
Groilers Encyc v6.0 
Guineas Disc of Rec- 
Gunship 2000 w/Scen. 
Harpoon II 
Harrier Assault SVGA 
Harvester 
Hell Cobvl.l 
Hell; Cyberpunk Thrill 


32 Heroes of Might 8i Mag 44 

47 Horde. The 21 

35 Horde, The MPEG 34 

37 How to Creote MItlmda 22 

47 Humans. The 23 

37 Hunt for Red Oct MPEG 21 

5! Hunters of Ralk Call 

44 Inca 2 24 

45 Indy Jones Fat© Atlont 37 

33 Inherit the Earth 33 

39 Interploy's 10 Yr Anth 46 

Coll Iron Helix 54 

24 Jagged Alliance 47 

37 Jet Pack 41 

26 Joe Montano Football 54 

59 Jones in the Fast Lane 36 

43 Journeyman Proj. The 42 

33 Jump Raven 41 

39 Jurassic Park 35 

Coll Just Grondma 8: Me 32 

47 Jutland 44 

46 King's Quest Comp. . 53 

49 King's Quest VI 39 

16 King's Quest VI Upgd 22 

36 Kings Quest VII 48 

48 Lands of Lore 39 

47 Lauro Bow 2 23 

21 Lownmower Mon 37 

52 Leg of Kyrandia 6k I 33 

54 Leg of Kyrondio Bk II 36 

47 Lemmings 2. Tribes 27 

46 Lesuire Suit Larry 6 39 

46 Links 19 

34 Links Pro 486 Coll 

43 Lord of Rings MPEG Coll 

39 Lords of Midnight 43 

19 Lost Treas infocom II 35 

35 Lost Treas infocom 31 

49 Lunicus 39 

39 Mad Dog II 33 

29 Mod Dog McCree 28 

34 Mon Enough 34 

35 Man Enough MPEG Call 


Call Master of Magic 
37 Matinee MPEG 
46 Mech Commander 
46 Mech Wotrlor II 
Call MegoRoce 


Metoltech II 
Microcosm 
Microsoft Golf 


MIlTenlum Auction 
Morphology 101 29 

MPCWIzord2,0 12 

MPC Wiz 2.0 MPEG 32 

Multimedia Start Pak 23 

Myst MPC 46 

Noked Gun 2,6 MPEG 21 
Nascar Racing 39 

Nat. Geo Pic, Alios 56 

New Kid on the BIck 35 

NHL Hockey '95 38 

Noctropolis 47 

Out of the Sun 47 

Outpost 39 

Pacific Strike 48 

Pagemaster Call 

Patrician 34 

PGA Tour Golf 47 

Phantasmagoria 48 

Phoenix Fighter 47 

Photo CD Access 12 

Photo CD Workshop 22 

Police Quest 4 39 

Police Quest 4 MPEG Call 
Prehistoria. Groller's 19 

Privateer 46 

Privaleer/Strike Com 42 

Psycholron 39 

Quantum Got© 44 

Roiden Coll 

Ravenloft 46 

Rebel Assault 42 

RedBaron/AlOT.K. 38 

Return to Ringworld 42 

Return to Zork 42 

Return to Zrk MPEG 43 

Robinson's Req 31 

Sam & Max Hit the Rd 37 
Seawolf 43 

Secret of Monk Isl II 39 

Secret Weop of Luft 44 

Shadowcaster 42 

Sim Town Call 

SimCity 2000 34 


SimCIty Enhanced 
Skyrealms of Jorune 
Sliver MPEG 
Space Ac© MPEG 
Space Pirates 
Spear of Destiny 
Spirit of Excolibur 
Spoiling News MPEG 
Star Crusader 
Star Trek 25fh Anniv 
Star Trek Deep Spc 9 
Sfor Trek Next Gen 
Star Trek Sfr Fit Acad 
Star Trek VI MPEG 
Star Trek: Jdgmnf Rte 
Star Wars Chess MPC 
Starship Rogarion 
Strike Comm/Tacficol 
Stronghold 
Subwar Plus 
Superhero: Lge Hob. 
Syndicate Plus 
System Shock 
T2 Chesswars 
Terminator Ramp 
Test Pilot 
Tetris Gold 
TFX 

Theme Pork 
Tony LaRussa BB 2 
Top Gun MPEG 
Total Baseball 1994 
Total Distortion 
U.S. Atlas 4.0 
Ultima I - VI 
Ultima Under. 1 & 2 
Ultima VII Complete 
Ultima VIII w/Speh 
Ultimate Domain 
Ultimate Football 
Under Killing Moon 
Under Kill Mn MPEG 
Video Cube; Space 
Vid Cube: Spc MPEG 
Video Cube: Sports 
Video Game Soln CD 
Who Shot Johnny Rck 
Wild Blue Yonder 


' Wing I /Wing II DIx 33 

Wing Comm Armada 46 

Wing Comm I Deluxe 29 

' Wing Comm II Deluxe 29 

Wing Comm ll/Ult UW 29 

' Wing Comm III 48 

Wing Comm/Ultima VI 29 

II Wings Giry 1917-1918 46 

WolfPack 28 

World Circuit 34 

World Circuit II Call 

World Cup 1930-94 36 

World of Xeen 38 

World View MPEG Call 

World War II 21 

' Worldview 27 

Wrath of the Gods 42 

X-COM 38 

■ Zephyr 45 

Zillion Sounds 19 

ADULT INTERACTIVE 
' 101 Sex Positions 29 

CD Brothel 27 

' Dream Machine 51 

Neurodancer 51 

Nightwatch 37 

Penthouse Interactive 71 

Seymore Butts 51 

ADULT MOVIES 

Asion Invasion 19 

Cafe Flesh 23 

Californio Daydreamer 27 

I Curse of fhe Catwoman 23 

Doors of Passion 35 

Dungeon of Domlnonce 29 

Hidden Obsessions 23 

Married Women 31 

New Wove Hookers 1 or 2 23 
I Superstars of Porn 23 

Weekend at Ernies 25 

ADULT PHOTOS 

I American Gills 1 or 2 28 

Busty Babes 2 29 

Eurotico 23 

FAO 1 19 

Lingerie & Lace 28 

T&A2th©MAXX 18 

Women on Wheels 29 
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Master The 
Harpoon 

Giving Orders That Get Results 
In Harpoon II, Part One of Three 


by Tom "KC" Basham 


W iiAi'’s ria: nii'ri'.RKNCK bk- 

nVKKN A MISSION BDi roU ANIT A 
l-ORMATION Knri'OR? WlIV ARE 
ihere four calciroi'ics of threat 
zones? Mow come aircraft 
leave the mission zone? Mow come air- 
craft sometimes clisa|jpear? If you’ve 
been playing Marpoon fl from Three- 
Sixty, tliese (luestions have probably 
crossed your mind, along with bow do 
you use I'ALDs, where did my subintirine 
go, and why didn’t this tiling 

do what 1 wanted? 

Winning Hari’oon 11 scenarios boils 
down to two things; 1 ) Developing sound 
tactics and strategies and 2) successfully 
executing those strategies. The best-laid, 
most-detailed plans will fail eveiy lime if 
you are unable to eflectively communi- 
cale your intentions to your held units. 
Therefore, before we discuss how to win, 
let’s examine how to give orders that get 
thejoli done. 

There are three ways to order units 
and groups: I) Ciive units and groups di- 
rect orders, 2) ttssign units and groups to 
missions, :ind ;5) deploy units in the for- 
mation editor. 

ASSIGNING ORDERS DIRECTLY 

Some tasks recjiiire micro-managemeiu, 
that is, the lactictil situtiiion demands your 
full aiteiuittn and control, 'fhe computer’s 
tiriiflcial intelligence is either inadequate 
or incapable of jierlcirming the re(|uired 
task in the necessaiy lime frame with the 
available re.sources. Such tasks include or- 
dering ei'asive nnmeuvers, optimizing a 


search pattern, plotting courses, and fir- 
ing weapons. The key is repeatiibiliiy. 
How man)' times will you need to order 
this partiailar unit? Will you give it identi- 
cal orders over and over again? Will you 
give identical orders to multiple units? Is 
this order a one-shot deal? 

If the order is going to be a one-shot, 
then specifically ordering that unit or 
group is probably the most efl'icient. If 
you need to dispatch a single tanker to 
assist a fuel-starved fighter, order the 
tanker manually; creating a mission for a 
single rendezvous is overkill and gener- 
ates iinnecessaiy work. As Commander- 
in-Chief, you have more than enough 
work to do. Don’t complicate matters un- 
necessarily. 

A target of opportunity may recjuire 
unit micro-management. Say you launch 
an A-6E strike package with 17A-18 es- 
corts. Two-thirds of the way to the target 
you detect an enemy unarmed recon 
plane. You don’t want to disrupt the 
strike, but such an opportunity should 
not be ignored. Using the “intercept” 
function, dispatch a single F/.-^-lH h'om 
the flight group to prosecute the enemy 
aircraft. Perhaps you stumble on an ene- 
my transport transiting unescoiTed a little 
later? Dispatch a single A-6E, assuming it 
carries appropriate weapons and dis- 
patching it does not jeopardize the pi'i- 
inatT mission, and attack the tanker. 

USING THE MISSION EDITOR 

Use the mission editor to give groujrs or 
units repeatable, standing orders. Do this 


for any mission yoti want repeatedly exe- 
cuted, or any task you want repeatedly 
executed such as Combat Air Patrols 
(CAPs), Airborne Early Warning patrols, 
and {under certain conditions) some 
lyj)es of strikes. 

First, outline a patrol zone with refer- 
ence points. Keep in mind that patrol 
zones are not overly restrictive; in most 
cases, units will cheerfully abandon the 
patrol zone to execute their assigned 
task. For example, CAI’s will leave a pa- 
trol zone without hesitation to investigate 
air contacts within weapons or detection 
range. Using the AWG-9, an F-14 Tom- 
cat may leave its station and investigate 
contacis 80 or 90nm away. ^Vhen an air 
contact approaches within the Tomcat’s 
detection range, it forgets about the mis- 
sion patrol zone and beads for the con- 
tact. After completing the intercept, the 
E-14 will return to the patrol zone. If you 
want to make absolutely certain the as- 
signed units remain in the patrol zone, 
jilace ajjprojjriate threat zones along the 
patrol zone’s borders, leaving the border 
closest to your base or aircraft carrier 
“unfenced.” This will prevent units from 
straying, but you can manually order 
units to ignore the threat zone and leave 
I he patrol zone if the need arises. 

mission is only as good as you design 
it, and good mission design begins with 
the mission type. From the mission cre- 
:ition .screen, you choose various options 
Tvhich define the mission’s parameters, 
primarily flight behavior and sensor us- 
age. A "lecon ship” patrol, for example. 



€> Hans Hatbersladi, ARMS Communieslions 
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'Every few years a landmark game revolutionizes an entire genre.. .TES:Arena is that game. No other game has captured the 
feel and essence of role playing like this one. You must play this game: it has no equal.”— Kevin Perry, Com/iuter Game Review 

...it may weii be the game that establishes the new formula in RPG’s.— Johnny Wilson, Computer Gamieg vioru 
ES:Arena surpasses ali other role playing games in depth and realism! A must buy for RPG fans!”— Rnss Ceccnia, Eieetrenic Games 
“Graphics, sound, piayabiiity... Arena has it aWV’—Preiiigy 


TESiArena and Arena Hint Book now available. Visit your local retailer or order direct (1-800-677-0700) Dept. C7 
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executes a specific flight palteni and uti- 
lizes only suiface-search radars. /V1£\V pa- 
trols, on the other hand, execute a 
different flight pattern while ulili/.iiig all 
available sensor suites. It is crucial, there- 
fore, to choose the appropriate mission 
types, Here’s a brief summary of each 
mission type: 

AA’W Patrols: Anti-Air 
patrols engage only air- 
borne contacts. 

ASuW Patrols: .Anti-Sur- 
face patrols will engage any 
hostile contact, but engage 
ships first. 

ASW Patrols: Anti-Sub- 
marine patrols will engage 
any hostile contact, but en- 
gage subs first. 

Recon Missions: Recon 
units “hang out” in the mis- 
sion zone, leaving it eveiy so 
often to search for the speci- 
fied target type. Recon units 
will shadow a contact long 
enough to positively identify 
it, then return to the "hang nut” zone, 
'fhey loiter there until tlie contact ages, 
then repeat the procedure. As such, thc.se 
“hang out” zones must be well protected. 

Transit Missions: Transit missions ba- 
sically tell units to move to a specific 
point and remain on station there. Units 
will engage any hostile contacts within 
range. 

Strike Missions: Strike missions are 
not the most effective way of executing 
combat. Generally, players are belter 
seiwed by hand-running the attack rather 
than using a strike mission. If a strike 
mission is created with a target, associat- 
ed units will only attack that target. When 
that target dies, the mission ends. If the 
strike mission is created witli a mission 
zone, units will proceed to that zone and 
look for something to attack that is not 
already being attacked by a different 
strike mission. The mission lasts indefi- 
nitely; if a detected target is destroyed, 
units continue looking for more targets 
in the area. 

Aircraft assigned to strike missions 
launch whenever they are in range of the 
target or patrol zone. Thus, different air- 
craft types with different ranges will 
launch at different times. After acquiring 
a target, the strike units will lob all of 
their capable weapons at the target and 
go home. Unfortunately, strike missions 
do not coordinate individual units, so 
cacli unit within the mission conducts an 


individual attack. When attacking a heav- 
ily defended force, like a Russian battle- 
group, most of these attacks will fail 
because of the lack of coordination. 
Strike units will always follow the shortest 
path they can find to the target, even if 
that path presents a clear threat. 


Next, you assign units to the mission. 
Wdienever you assign a mission to an air- 
craft Gtirier or plot a course, all aircraft re- 
ceive the same orders. Before you can 
re-assign them, you must manually remove 
them from the first missiim. 'fherelbre, it’s 
usually best to assign aircraft to various du- 
ties before ordering their host ship. 

The mission editor lives by one simple 
rule: Keep units, prefertibly l/.-l of the 
total assigned units, on station at all 


times. Ships and submarines, naturally, 
remain on station continually, but air- 
craft must land to rearm and refuel oc- 
casionally. If you assign one aircraft to a 
mission, it launches as soon as possible. 
If you assign two aircraft, one remains 


on station while the other refuels. If you 
assign three or more aircraft to the mis- 
sion, the mission editor will keep one- 
third the assigned units on station at all 
times. When an aircraft runs low on fuel 
or runs out ol' weapons, the mission edi- 
tor sends it back to base and launches a 
replacement. Please note, the mission 
editor does not utilize aerial refueling; 
when an aircralt reaches bingo fuel, the 
mission editor sends it back to base. 
However, if you manually order the air- 
craft to refuel before the mission editoi' 
sends it home, it will return to duty and 
remain on station until exhausting the 
new fuel load. 

THE FORMATION EDITOR 

The formation editor is designed to po- 
sition units within a batilegroup. You 
create patrol zones within the formation 
and assign individual units to those pa- 
trols. All patrol zones are tied to one of 
three Threat Axes: AAW, ASuW and 
-ASW. You start by choosing the desired 
threat axis, drawing a patrol zone, speci- 
fying patrol parameters (similar to using 
the mission editor), then assigning units. 
Patrol zones are always relative to the 
specified threat axis. If the threat axis 
moves, either because you move it, the 
formation changes course, or the threat 
axis is tracking a target and the target 
moves, then the patrol zone moves with 
it to retain the same relative positioning. 
In accordance with standard U.S. Navy 
doctrine, the ASW threat axis is always 
tied to the formation’s 
course. 

The formation editor al- 
ways tries to keep a patrol 
staffed regardless of the 
number of units you as- 
signed. If you assign a single 
S-3 to an ASW patrol, when 
that aircraft lands the forma- 
tion editor looks for other 
unassigned S-3s. If it finds 
one, it immediately launches 
it to co\’er the \’acant patrol 
zone. Othenvise, the patrol 
remains unstaffed until the 
original S-3 has refueled and 
rearmed. This automatic 
unit assignment sometimes 
appears as il’ aircraft have disappeared. If 
you seem to have lost a few aircraft some- 
where, tiy checking the formation editor. 

Tom Basham and Ed Dille co-authored 
Harpoon II: The Official Slrategs from Prima 
Publishing. ^ 



FENCE THEM BOGIES If your patrol craft are straying from thoir 
patrol zones, use threat zones to fence them in. 
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Lessons In 
Naval Life 

First Class Strategy 

For QQP's The Grandest Fleet 

by Tim Carter 



® Archive Phoios, with CrAmlesi riael screen 


Hi 


f 001) MORXIXG CUSS, U'FJ.- 

■ COMF TO Srii-ITEGV 101 . TO- 
I mi ATj ’.v roi’ic: Cr.[\'d Fi.ef.t 
J J operntUms. If you xoill open 
your notebooks, we will begin 
with the basic concept.^...'’ 

'I'liE (Grandest Fleete from QQP is tlic 
latest ill a lengiliciiing line of strategy 
games that are fun, replayable, and chal- 
lenging holh as one jjlayer and two play- 
er games, One of the main reasons for 
the success of QQP products such as The 
Lost Admirae and Conquered Kinc.- 
DOMS is the demands they jjul on players. 
To win, it is neccssaiy to think; planning 
and strateg)' are vital. 

In 'Fhe (hUNDEST Fi.eee, strateg)' goes 
beyond combat operations, as players 
must consider the development of their 
cities, as well ;is their militaty forces. 'Fite 
benefits of a well planned building cam- 
paign can be as great as a well planned 
militaty campaign. 


SIM'ADMIRAL? 

"Points loin games. Everybody got it? Good. 
Now that the olmious is out of the xuay, xuliy 
else .should admiral.s care about cities? The an- 
swer is power. City construction is an exercise 
in power projection; for anyone interested in 
building for building’s .sake, the cla.ss on Sim- 
Sandcastle is down the hall. ” 

When playing a long scenario, build 
universities early. While they will cost you 
points, the extra “culture” plus the ability 
to build missile bases is well worth it. Tlie 
extra building power universities provide 
can be used in later turns to construct op- 
eras, downtowns and hospitals, thereby 
regaining lost points. 


Decide earh’ which cities need ship- 
yards and airfields to mitigate the time 
lag in construction. When btiildiug ship- 
)arcls keep in mind that the more open 
ocean squares there ai’e adjacent to the 
port, the greater the shipyard's huilding 
capticity will be. Tiy to keep shij)yards in 
ports that can handle three or more ships 
per turn. 

The most powerftil and often over- 
looked city improvemeni is the llight 
deck. When supported by a llighi deck, 
aircraft carriers become the tpieens of the 


with a flight deck (I'epieinshnient range 
6) can bomb enemy cities oi' units 1 1 
spaces away with impunity. 

Convoys are a wise long term invest- 
ment, as they assure giowth and inci'ease 
the city class. Mowever, keep in mind that 
increasing the class of a city also increases 
the resources and technology necessaiy 
to build it. It is wise to consider the cost 


of building before a convov is construct- 
ed; if you can afford it, build the city to 
size 30, then put in a convoy. 

THE LAWS OP ZONING 

“To refer back to an earlier lecture: For eveiy- 
thing there is a seazone; a .seazone to attack, a 
seazone to defend, a seazone to build, a sea- 
zone to ignore. ” 

One way to make city planning easier 
is to divide the map into zones: attacking 
zones, defending zones, building zones, 
and zones that can be ignored. Once \’ou 
know what you need to ;ic- 
coniplish in etich zone, de- 
vising a strateg)’ becomes 
easier. 

.Attacking and delend- 
ing zones ai'e where the 
action is, the difference 
between them being that 
an attacking zone is cur- 
rentlv held bv ibe eneniv. 
while a delending zone is 
held by vou. 

Building zones are ar- 
eas where it is dilficull fitr 
the enemy to reach, and 
which ihei'efore re(|nire 
less defensive effort. The 
goal here, as the name suggests, is to 
build cities as much as possible, increas- 
ing their points output. “Ignoi'e zones" 
are simply out of reach, eitlier because 
the)’ are too stronglv held or are too far 
awa)’. 

Zones guide the development of cities 
by giving prioritv to Ixjlh the ty|)e of con- 
struction and the order in tvhich it should 
be implemented. Defending zones 



A CORNERED TIGER Hotly pursued by a British flotilla, the Super- 
Battleship r/rg/tz cripples one of its antagonists. 
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should get priority in city building, unless 
an attacking zone holds such a high po- 
tential yield that losing a defending zone 
will not matter, 

Cities in defensive zones should con- 
centrate on construction which builds 
size, airfields, missile bases and early 
warning systems. A big city is a sale city, 
or at letist as safe as it is possible to get. 
No city is iinju'egnable, but a well guard- 
ed one can force attackers to pay a high 
price for conc]uest. 

Next, cities bordering on attacking 
zones require attention. Shipyards, air- 
fields and flight decks are needed to sup- 
port major offensive efforts. Finally, cities 
in protected areas ought to build operas, 
downtotvns and other point building fea- 
ttires. The key is to jmt the points where 
they are not in danger, while putting 
combat facilities where they will do the 
most good. 

FLEET OPERATIONS 

‘The leaching assLsIanls lell me lhal some, of 
yon are complaining lhal your opponenis are 
cheating hy starling ojfwith more forces than 
you have. Some sUulenls have even gone so far 
as lo suggest that your opponents even get hel- 
ler starling positions as well. Hmm, let’s per- 
fonn a small exercise... Evoyone xuho agrees 
with time complainls. pul up your hands. 
Right, thank you. Now, evoyone who insists 
on playing the Ger- 
mans in W.W.II 
games pul up your 
hands. I thought so. ” 

To win 'fiiE 
Grandes'I' Fleet it 
is necessary to de- 
feat enemy forces 
stronger in num- 
bers than your own. 

In some random 
scenarios it may be 
possible to gain a 
quick numerical ad- 
vantage, but you 
can usually expect 
to be fighting larger 
forces for at least 
the first 10 to 20 
turns. 

The key to tacti- 
cal sticcess under these conditions is 
combined operations. Whether attack- 
ing or defending, a layered deployment 
of forces is usually the best way lo begin 
a battle. When attacking, the first rank 
ought to be made up of P"l' boats or 
transports {trans])ons being the cheap- 


est type of scout). The purpose of the 
first rank is to identify the location and 
disposition of the enemy, particularly 
submarines, The second rank should be 
made uj) of submarines, followed by 
battleships and cruisers and finally air- 


craft carriers. If time allows, it can be 
useful to move submarines and scouts 
3-4 squares in front of the main fleet. 

'I'he layei'ed approach not only maxi- 
mizes anti-aircraft defense, it allows the 
fleet to attack as a single entity, as most 
units should be in I'ange at the same 
time. A smaller but well organized fleet 


larger force is committed piecemeal. 
This is the greatest weakness in the arti- 
ficial intelligence: it rarely waits for a 
complete fleet lo develop before com- 
mitiing itself lo battle. 

According to several players I have 


talked to, the consensus out there seems 
to be that the strongest ship in 'I'liE 
Gra.xdest Fleet is the battleship. While 
battleships are both durable and versa- 
tile, they are not always the rulers of the 
waves. If you know that your fleet will 
be operating in range 
of a flight deck (and 
you should tiy to make 
this happen as often as 
possible), aircraft carri- 
ers and submarines be- 
come the most cost 
effective tinits in the 
game. 

Ah, veterans of The 
Lo.s'i' Admiral ^\••ili say, 
use those subs to take 
out enemy battlesliips. 
No, no, no, no, no, no, 
no and no. Battleships 
are too durable for sub- 
marines to effectively 
neutralize, unless they 
are on their own and 
one has an abundance olTime. Instead, 
use your subs against the enemy’s air- 
craft carriers, then use your carriers to 
attack everything else. 

This tactic is a direct spin-off of the 
only truly ironclad (he he) rtile in The 
Giwndesi' Fleet: never use carrier air- 
craft to attack aircraft carriers. This rule 
can be generalized to read: never use 
carrier aircraft lo attack targets with 
heavy anti-air coverage. 

Consider the following common situ- 
ation. You have a fleet of battleshijjs, 
destroyers and carriers with submarines 
strategically placed 4 or 5 squares in 
front of your main force. The enemy is 
approaching with a similar fleet. If car- 
rier aircraft are sent to attack enemy 
carriers, while submarines target battle- 
ships, at the end of the turn you will 
have scratched the paint on a few bat- 
tlewagons, sunk a few carriers, and lost 
your entire naval air arm in liie process. 
On the other hand, if submarines are 
operating far enough in front of your 
main fleet, they may be able lo dispatch 
a carrier or two before they come within 
range. If not, then at least they will be 
able to sink carriers while the naval air 
force attacks more lightly defended bat- 
tleships, cruisers and destroyers. In this 
case far more damage will be done lo 
the enemy’s heavy ships, while your car- 
riers will still have aircraft left for round 
two. 

It is possible, and very desirable, to 



HOLY BATTLEGROUP! Two destroyers on scout duty find more than they 
anticipated, as they sail up to a huge enemy task force. 


can defeat a much larger force if the 
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my son and I love this game!!! 
Great work!! 


Sobetl Simss, Burbank 


Oxyd magnum! 

for PC, Mac & Amiga 

Sequel of the award winning Oxyd game! 
Mae: 1MB RAM, color or fnono</irome/ 

PC; 386 or ahove. 2.5 MB RAM, EGA 
or VGA monitor, Soundbla. orAdL. optional. 


If your dealer does not carry Oxyd, Oxyd magnum! or Tubular Worlds, call 1 -800-228-6993 to order 
Checks, Visa & MasterCard accepted ♦ MA residents add 5% sales tax 
Dongleware Publishing ♦ 35 Howard Street ♦ Cambridge, MA 02139 ^ (6 17j 497- 1130 


My daugblsr (1 1 years old) and I have become "Oxyd" addicis. Vfe 
cannot wait to begin exploring the many other levels. Thanks for creating 
such on excellent product, B. 5., Cermontown 

Ibis is, without question, ihe most impressive gome I have ever jeep. / 
am amaied at the audio, visual and oclion. Ceorge 1. Tanly 

Wow! That's all I can soy about Oxyd. V/hot an incredible gome! 

One of Ibe nicest games I hove seen in a long lime. 

Thanks for creating such a challenging piece of software. 

I'm completely booked! The game is really slick, well designed 
Those first 10 levels olone were worth paying for! 
Itisraielofindsuchavisually appealing, addicHveandployablegame. 

One of Ihe most elegant games I've ployed Jeffrey Jondahl, San Diego 

I enjoy ibis gome a great deal and so do my children and their friends. 
It is just what I have been looking for I! Jerome Wescoll, Minneapolis 

Oxyd bos lo be the most artistically superb piece of programming that 
I have seen. From my position of having completed about one third of 
ihe single-player levels, the landscapes have been continuously varied 
with a marvelous attention to graphic and audible delail ibol makes 
each new one a continuing delight. I especially appreciate how ihe 
marble interacts in seemingly reolislic but different ways when rolling 
overorbouncingogainsldifferenl"nalural''(orunnalurallsubstances 
like stone, wood, swamp, freefall etc. Ai Ibis point, I'm already 
worrying ihol I'll run out of levels. Jeffrey ft. Harrow 

Even our 3yr old enjoys the game. 

I just hod lo write lo tell you how much fun I Ve hod playing Oxyd The 
ottenlion lo delail - ihe sounds, ihe textures of the surfaces ■ really adds 
lo ibe fun of ihe gome. It invites the imagination for a ride. 

Thanks also for making all of the landscapes challenging but not 
impossible. Tom Phoenix, Portland 

I'm really impressed with your game, Oxyd. Congralulalions on a 
unique end fun product, and best luck to you all. John M. Dodd 


Oxyd Credits: 

Game of the Year 1 993 

kstnlion MocWorlil 

Best Brain Game 1 993 

MxWoitil tos Hall ol fume 

Game of the Year 1 992 

Ctmfti'sf 5 PSHogogit 06/93 

Game of the Year 1 992 

Disfih/ (cmpL'ei [Ui e. K, 6eiim/ 

The variety of play is 
literally, incredible. 

Score this game a solid 10 

Cmnr Holt! 06/93 

"A " rating • Wow! Exquisite. 

A must for your games library. 

imigoWolId 06/93 

Game of the Month. 

mwill 02/93 

Top of the Charts 

Siain Jeosti Cniigor/, PC Sms Cemn sdidon. 

Treat of the Month 

illiirjPmMIsinSfiiie, H/92 

Editor's Choice 

PCComSmoneiliiioii, 12/92 

Download free appetizers from SWC 
BBS at {508} 368-7036 @ 2400-1 4.4k 
baud or send a check to Dongleware: 

□ 1 0 levels of the Oxyd game $1.00 
PC, Mac, Amiga, ST or NeXT. 

□ The Oxyd Code Book $ 39.00 

□ Take 5 demo of magnum! $ 1.00 
for PC or Macintosh. 

□ Tubular Worlds episode one $ 1.00 
for PC or Macintosh. 

□ Shipping & Handling $ 3.00 


Some fine comments about Oxyd magnum! 

I like Oxyd magnum because it’s different in every landscape, 
surprising, challenging, compelling and fun! Every landscape is like a 
new game. It's so tricky! It drives my wife crazy. More levels and just 
os good as Oxyd. Vou have challenged me! Thanks. My wife and I 
like lo play puzzles together. It 's unique. Great puzzles. It 's 
aesthelicolly pleasing and exercises the mind. It mokes me and my 
kids think and we don 'I have lo punch or kill anything. 

Areade Aetion 

for PC, Mac & Amiga! 

Download Shareware Episode One 



reverse ihis situation and strip an on- 
coming force of all ol‘ its aircraft at the 
cost of one or two battleships. Tliis is 
ideal, as you are then left with your car- 
riers pumineling enemy capital ships 
while your remaining battlewagons have 
the enemy’s defenseless 
carriers for breakfast. 

A final note on sub- 
marines: because they are 
so vulnerable, they work 
best in packs of four or 
more. A sure fire way to 
eliminate those awesome 
super BBs and CVs is to 
meet each one with about 
six subs long before they 
get into range of anyone 
else. 

Shore emplacements 
and missile bases are a lot 
of fun, under the right 
conditions. A key factor is 
usually geography. Ran- 
dom maps with a lot of 
narrow straits are perfect for shore em- 
placements. One or two can slow up a 
major enemy advance. 

Both missile bases and shore em- 
placements can also be used to bash 


nearby enemy cities. When many cities 
arc close together, a few emplacements 
in the right place can give opponents a 
real headache. Tricky players will even 
place guns around friendly cities they 
expect to fall or which they don’t intend 


to defend. Unlike airfields, guns do not 
change owners when the city falls. In a 
few situations it is even possible to posi- 
tion shore emplacements so far inland 
that the conquering navy cannot shoot 


back; these guns are then free to bash 
the city at will. 

A final consideration regarding tac- 
tics is maneuvering. If the enemy can be 
lured or positioned so that on his turn 
the combat favors your fleet, a signifi- 
cant advantage may be obtained. Con- 
sider again the example of two fleets on 
a collision course with battleships in the 
fore supported by aircraft carriers. If 
you are able to determine exactly where 
the enemy will move, it is possible to set 
an ambush for his fonvard elements. 
Simply place your carriers on squares 
that will pul the enemy’s front rank 
witliin range, while keeping his carriers 
out of range. This can provide carriers 
with a free shot, although it is impor- 
tant to keep your carriers within range 
of a flight deck to ensure that they don’t 
run out of aircraft. 

In conclusion, The Gr.-\ndest Fleet 
rewards players who take an holistic ap- 
proach to planning. Combined opera- 
tions are crucial to attaining tactical 
success, while grand strategy, tactics 
and city planning must all be integrated 
to defeat that level 21 computer or a 
wily human opponent. 

Class dismissed. ^ 



WRIGGLING ON A HOOK Caught in a pincers between a submarine 
wolfpack and a high-powered battleship, this carrier will be easy 
prey once it runs out of planes. 



FREEFREEFREEFREEFREE 

GREEnNGS BY COMPUTER 

The First Computerized Greeting Cord With 
Animotion And True SDundlll Now you 
can send a unique greeting cord to 
your friends and loved ones. Greetings by 
Computer allows you to send o 
personalized message which will be 
displayed along with the animated 
computer graphics. Music and actual voices 
will play and sing through your computer's 
standard speaker or Soundblaster cord. 
No special equipment is needed. 

• SAVE MONEY!! REUSABLE CARD!! • 


You may send personalized greeting cards to os many friends and loved ones ns you wish. Use 
it over and over again ond you will save money over printed cords 

• PERSONALIZED MESSAGES • 

This disk contains on EASY TO USE message writer. You may enter up to an 8 line message that 
will display on the screen. 

• UNIQUE ANIMATED GRAPHICS • AND TRUE SOUND!!! • 

A new dimension in computer technology allows you to hear the animals talk ond sing while an animated 
scene ploys. Nol computer generated sounds^- but TRUE SOUND os on o rKording - ploys through jhe 

• AUTOMATICALLY ADJUSTS TO ANY COMPUTER • 

There is no need to be concerned with the type of computer your recipient has - the program 
will automatically adjust to display at the resolution of the computer it is used with. 

• WHY WE ARE OFFERING GREETINGS BY 
COMPUTER FREE • 


Our tests hove shown that over 70X of the people who received a FREE copy of Greetings By Computer were so 
thrilled with h that they odeced rhe other 2 disks in the series - and recommended it to their friends. You will 
receive the BIRTHDAY DISK free. The other disks ore on ANNIVERSARY DISK, ond c GENERAL MESSAGE DISK. 

BE THE FIRST TO SEND THE MOST UNIQUE 
GREETING CARD OF THE 90'S . . . GREETINGS BY COMPUTER 
PERFECT FOR CHILDREN OF ALL AGES 


Send $5.00 for shipping and handling to: 

S Software 2880 Bergey DepfdOOGY Hatfield, PA 19440 


THE ULTIMATE ROLE-PLAYING AID 

Introducing The Ultimate Character Editor. This exciting new product fea- 
tures full mouse and keyboard support, online context sensitive help and a 
complete windowing system (does not require MS Windows to run). This 
editor allows you to edit the 42 games listed below in boldface type. The 
price for this editor is $59.95. That’s under $1 .50 per editor. Upgrades will be 
available for new games as they are released for only $9.95 per game. 


CHARACTER EDITORS - $19.95 each 

Might and Magic (1 , 2, 3, 4, 5), Pool of Radiance, Hard Nova, Bard's Tale 
{1, 2 or 3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3), 
Wizardry 4, Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark 
Savant, lYeasures of the Savage Frontier, Sentinel Worlds I, Knights of 
Legend, Secret of the Silver Blades, Curse of the Azure Bonds, Cham- 
pions of Krynn, Space 1 889, Drakkhen, Keys to Maramon, MegaTraveller 
(1 or 2), Keef the Thief, Escape from Hell, Ultima Underworld (1 or 2), 
Twilight 2000, Gateway to the Savage Frontier, Planet’s Edge, Dark 
Queen of Krynn, Prophecy of the Shadow, Dark Sun, Martian Dreams, 
Realms of Arkania, Challenge of the 5 Realms, Bloodstone, Betrayal at 
Krondor, Lands of Lore, Dungeon Hack, Disciples of Steel. 

HINT BOOKS ■ $9.95 each except where noted 
Might and Magic 1 , Knights of Legend, Curse of the Azure Bonds, Champi- 
ons of Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1 , 2, 3, 4, 
5, Bane or Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3 
($12.95). 


IBM listed. Apple and C64 versions also available. 
Please add $4.00 for shipping and handling. 

Open from 9 AW - 9 PM every day for your convenience. 



GOSSELIN COMPUTER CONSULTANTS 
P.O.Box 1083 • Brighton, MM8116 • (313] 229-2453 
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The New Sound Blaster AWE32r 



Introducing the wave of the future: the new Sound 
Blaster AWE32. It combines advanced wave tabic 


synthesis, a powerful digital signal processor, and 
the hottest audio effects all on the same sound card. That’s 
why it’s the next generation PC sound standard. 

The Sound Blaster AWE32 puts the world’s purest 
music synthesis technology (from E-mu Systems) inside your 
PC. It also includes effects like chorus and reverb for 


increased depth and richness. And QSound so you can 
position sounds in 3D. It even comes with downloadable 

[ SOUND BLAZER AWE32 INCLUDES: ] 

Sound Blaster AWE32 General MIDI Iseterface HSC interactive SE 

True I6-8IT CO SOUND Three CD-ROM Interfaces Creative Wavestudio' 2.0 
Advanced wavEffects’ Microphone qsouno control panel 

Synthesis Software includes: Creative ensemble' 

32-VOICE Polyphony Cakewalk apprentice Creative soundo'LE' 

Sampung Subsystem for Windows Creative mosaic 


SoundFont'" technology, so you can add to the library of 
sampled sound effects and instruments. And the latest speech 
technology, so you can navigate through all the major 
Windows'" applications using voice commands. 

Of course, it’s a Sound Blaster. So it makes all your 
favorite games and software sound more outrageous than 
you ever imagined. All this sound technology could cost you 
thousands. But the new 
Sound Blaster AWE32 is 
only .$399.* No other sound 
card comes close. Sound 
interesting? Visit your 
local Creative Labs dealer. 

Or call 1-800-998-5227. 


WAKE UP THE REST OF YOUR BRAIN." 







Circle Reader Service ffl3l 




On-Line (continued from page 33) 


quires would-be rail tycoons to build 
transcontinental (or trans-island) rail net- 
works that will enable them to pick up and 
deliver the most profitable of the nine 
possible loads available at one time. It uses 
a Windows-based front-end and allows 
gamers to be planning their 
moves while other players are 
executing their own turns. 

Kingdom of Dr.-\K!G\r is the 
showcase game of MPGN. King- 
dom OK DiG\Kiv\R is a fully gi'aph- 
ic fantasy RPG with a colorful 
setting, interesting liuman-con- 
trolled citizens, and an easy-to- 
use interface. Just to encourage 
human interaction, the world of 
Drakkar has existing guilds for 
those gamers who want to coop- 
erate on various quests. When 
characters build up enough ex- 
perience, they can create their 
own guilds. A new version is now 
in place that offers new scenar- 
ios. 

OpER-vnON Marke'I'-Garden is the com- 
puter version of GDW’s boardgame of the 
same name, and the gi'aphic presentation 
looks just like that of the boardgame’s col- 
orful map. Since the original game used 
relatively intricate rules to handle fog of 
war, the computer is the ideal referee. Re- 
viewed in CG1'F#119, p. 164. 

Si'.AR Crusader is a space combat game 
where you lly through a polygon-Iilled 
universe. It is now being overhauled from 
its cuiTent 16-bit status into a new 32-bil 
engine. MPGN’s plan is to keep this 
product in testing until they are ready to 
unveil tiie new, improved version. 

Access Fees: MPGN charges S4.00 per 
hour, but some surcharges may apply 
when you connect through telecommuni- 
cations earners. Call (800) GE'f-GAMF. for 
more information. 


CONHECTIONS OP 
FUTURE PAST 
(NOVALINK) 

If America On-Line, CompuServe and 
Prodigy were large, full-sen'ice depart- 
ment stores on virtual Main Street, the 
Novalink network would be a boutique off 
a small side street. Novalink may not have 
all of the sen-ices and support that the 
large systems offer, but the goods it does 
sell aie iiandmade crafts for the distin- 


guishing buyer. 

Novalink’s nagshi|) game is Legend, s oe 
Future P/\S'I', a multi-user role-playing uni- 
t'erse that Avon a special award from CC'AV 
in 1993 for excellence in game mastering. 
It is a text-based system, similar in ap- 
proach to many text-ba.sed games, bur the 
diherence comes from its people. Novalink 
employs two full-time game masters, in ad- 


dition to several part-timers, who.se sole job 
is to plan special events, create new fea- 
tures, host nightly quests, and bi'ing the 
Legend.s world to life. You can play a char- 
acter from one of several races and live oul 
a hill role-played career of swords, sorceiy, 
jDoliiics and intrigue. \'<)ur character can 
specialize in a number of dillei'ent skills for 
combat, magic, and trade, and can join one 
of the many Chiilds in the land. 4'he game 
masters have recently added such non- 
combat skills as weaving, wea|)onsmithing, 
woodslore, and alchemy, all of which have 
special functions in the game. /\s an exam- 


ple of personal seiwice provided by the 
game mastei's, if you’ve been on die system 
for a year, you can design and build your 
own house to your specifications. 


Cyrer Gores, a fast-paced team sport 
that jilays on the Gajiture the Flag theme, 
is Novalink’s latest acldilion. Two teams of 
“borgs" go head to head, running through 
labyrinthine hallways in search of ciystals 
to tag. The gra])hics are slick, the sound 
even slicker, and the jiace can be frantic, 
with veiy little in the way ol’. system delay. 
The system can support 10 games with 10 
jjlayers each, though they’re liardly hitting 
max capacity at this time. 

Novalink’s second most jiojiular jiasl- 
lime is similar to Legends, though much 
more free-form. The Viri ual Gake is a 
MUD-like environment that serves as a 
playpen in which peo|)le can talk, role-|)lay, 
and have some yuks on-line. The area is 
modeled alter the Atlantic City boardwalk, 
with the usual casino sights and unusual ad- 
ditions (like a “I lolodeck”). Here, users can 
play trivia games, stage an event they call 
“Virtual Talk” (a sort o!' telecommunicated 
0])rah Winfrey show), and they’ve even 
had “slumber parties” until the wee hours 
oftlie morning. 

Access Fees: 39.95 per month for five 
hours access, and 33.60 for each subse- 
tjuent hour (SI. 80 per houi‘ if accessed 
through the luiernet). For more informa- 
tion, call Novalink at (800) 274-2814. 


PRODIGIOUS 

PRESENCE 

(PRODIGY) 

Prodigy, like its llhVI and Sears Roebuck 
jjredecessors, oilers a forceful ]3re,seiice. It 
(juotes the largest base of users and is heav- 
ily e-mail oriented. 'Hiough its interface is 
gi“aj)hically presented, it has always had the 
reputation of being slow. For gamers, CGIF 
provides review coverage 
and hint files for I’rodig)’’s 
(iame Genier, but there aie 
relati\’ely few multi-player 
games available on the net- 
work. 

B.vsEiui.i. Man.\gkr is the 
ultimate famasy/rotisserie 
style baseball game. \'ou 
draft players and set rosters 
for both left- and right- 
handedness. Then, as the 
actual players j^ei form in 
real life baseball (assuming 
they aren’t on strike, of 
course), they are factored 
into your custom team’s performance. 
Fach day, you receive a customized sports 
page screen with your team’s results and 
statistics li'om the jirevious day’s game. As 
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The ground has been broken on TEN’S SimCity Online 


a “Custom Choice” on the sen'ice, Base- 
BAI.L Manacier costs $ 1 00 Ijeyoncl the basic 
pricing for a lull season. 

Cole Tour allows you to participate in 
a goir toiirnamem using Accolade’s Jack 
Nickiaus Uni-IMITED Golf product. Spe- 
cial tournament courses can be down- 
loaded Ibr olT-line play. You have one 
opportunity ro get a good score on the 
course belbre you upload your results to 
the seiA'ice and (ind out if'you’ve made the 
leader board. 

GU'l’S puts you in a nerve-wracking 
ti'ivia challenge where you tiy to answer 
seven cjuestions in seven minutes and 
eveiy question is an “all or nothing” risk. 
Weekly competitions are held for brag- 
ging rights across the network. 

Rebel Space is a space conquest game 
where you control four ships which can be 
customi/.e according to tactictil considera- 
tions. It is a veiy simple, turn-based PBEM- 
sU'lc game which can be pla)ed with daily, 
weekly and bi-weekly turn schedules. 

Access Fees: the basic fee package is 
S14.95 per month, plus S3.60 per hour. Call 
(800) PRODIGY Ibr more infomiation. 


NETWORK MTV (TOTAL 
ENTERTAINMENT 
NETWORK) 


",..t(j do i()r the on-line world 
what M’lY and Fox have done 
l()r the 'lA' world: cater to our 
audience’s specific interests — 
and break the rules.” 

Wlial rules do they plan to 
smash? Visual and interface 
rules, l()r a start. 'Hie graphic 
envii'onmenl of I'FN will be 
veiy cusiomi/able, with a htilf- 
dozen graphic templates that 
can be swapped like Swatch 
watches to (it your mood, and 
the sy.stem itself will change its 
graphic look regularly. You 
will also be able to ’CreaLe a 
graphic representation of 
your on-line persona much 
like in INN, but the tools will be more liinky 
and llexible. They desa ibe the interface as 
“gestural,” which simply means that thesWe 
tiled to avoid a menued interface in favor of 


Cyberspace is big. Very big. Al- 
though this article has walked down the 
well-lit streets ol' Cyburbia, there are 
many other gaming hangouts and hap- 
penings tucked away in dark corners of 
the net. If you’d like to sniff out the 
more obscure gaming lare, we'd I'ecom- 
mend netguvm, a new book on on-line 
gaming from the author of the popular 
nelgidde. Crammed between its fluores- 
cent covers you’ll find a ton of 
info on gaming and network * 
basics. Reach the Mauic ihe 
G.ATHER iNti archives on the In- 
ternet. Find out where SiiAn- 
OWRUN role-players thrash to 
c)'berpunk rock. Get involved 
in Axis AND Ai.i.iES play-by- 
email games. Just about any- 
thing and everything that 
matches the ke)'ivords “gam- 
ing” and “on-line” gels at least 
cursoiy mention in this handy 
reference, Random Fiouse, $19.00. 


'I'F.N wil promote community through 
virtual hangouts that ivill function much 
like an Internet MUD, but will be more 
powerful. Fhey hope to implement a meia- 
programming language that will enable 
people to create virtual objects, like chairs 
and motorcycles, that have interesting 
properties. 

'fhc biggest news, though, is that 'FKN 
tvill be the home of Si.mCi rv C)N-LiNE. 
Maxis' classic city simubuor has been 
adajited to a multi-player -nviroiiment. 
resulting in what 'FEN describes as a mix 
between MoNOfoi.v and SimCi iv. Games 
of SiMCrn’ Oni.ine will be played with sev- 
eral players involved with one city. .As the 
game begins, players will ’nd for land 
which ibev can then de\i.'nj') as thev 
please. As their plots of laiiii gvfjw, players 
will earn rental income and Lake a chunk 
of taxes. So, rather than p!a)’ing a ciiv 
mayor, players will be more like land own- 
ers and developers. 

Like the svstem itself, all of the sj^ec ifics 
for Si.NiCrn’ On-line ha\'e \’ei to be worked 
out. TEN will let things evolve, reh’ing 
heavily on user input to shape the final 
state of the game, 'fhey may eveniualk in- 
troduce politics to the game, either basing 
mayoral elections upon the sheer number 
of SimCitizens you “control'' or weighting 
the voles based upon your consliluenls’ 
opinion of you as a hmdiord. 

In addition to SiMCii'i'v OnLine. TFN 
will launch with several other games. 

VVar is a computer version of a popular 
hoard game of wizards 
and mazes. The eight 
different wizard i\pes 
quest to capture treasure 
using 7o dilfereni spt.'lls 
to aid them along, file 
svstem will also offer 
Chess and 

Bac.kcammon, and 
Opligon is cui'rently Dy- 
ing to license six oihei 
])o|mlai' computer 
games foi' on-line use. 

Aside from the games. TEN will feature 



Style, flair, attitude — adjectives that are 
rarely used to describe on-line systems. Most 
deseiwe worfis like I'unctional, flat, busi- 
nesslike. While ImagiNation has managed a 
colorfiil moiiff for its system, it gives one die 
impression of skipping through a telecom- 
municated CanclyLand. Hardly hip. 
Optigon Interactive’s new Total Entertain- 
ment Network fFEN) is out to inject some 
attitude into the on-line world. Tlie mission, 
in the words of founder Daniel Goldman, 


a 2-D layout. Commands are placed around 
the peripheiy of the screen, making the op- 
tions more accessible and easy to memorize. 
TEN will go live in November, and they 
hope to start .slowly, beginning with a core 
group of users interested in helping them 
shape the environment. 'Hiey also ho|ie to 
provide their users with tools to do their own 
publishing on-line. 


the usual assortment of e-mail services, 
chat groups, message areas, and software 
libraries, in addition to limited Internet 
Usenet access. The l.’senci area will be 
unique in that it will organize and filter 
the Internet information to make it more 
accessible and easy to use. 

.Access Fees: SI 0.9;-) a month for a hours 
of access, plus S3-4 for each subsequenl 
hour. For more information, contact 
Optigon at (800) 8()7-844{). ir 
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HEX, BUGS & ROCK 'N ROLL 


Art In The Third Dimension 

Take A Trip Inside jD STUDIO, 

The Program That Is Truly Changing The Pace Of Gaming 

by Paul C. Schuytema 


DON'T RENDER THIS AT HOME! 3D Studio can be pretty dangerous in the hands of a professional, as this 
magnificent image from Sierra's Dutpost can attest. Note the use of spotiights to create the “hot 
spots" and reflectivity of the fuel “bladders." 


W ITH IIH'; RKl.I'ASK Ol- 

Vkr.sion 3, Autodesk’s 
‘5D Studio suite oe 
modeling and animation 
j)rogram,s have taken the 
world of PC game design 
1))' storm. Just wandering 
from booth to booth amid the mayhem f)!' 
the Summer Consumer Electronic Show, 

I counted untold demos oC games that all 
shared one common element: incredibly 
sexy, complicated 3D animation, all cour- 
tesy ofSD Studio. 

3D Si'tJDio is only one ol'a growing reg- 
iment of sophisticiited modeling and ani- 
mation progi'ams linding a home in the 
world of the game designer and game 
artist. While there have been 31) systems 
around I'or several years, most retjuire 
UNIX workstations as a minimum |)ial- 
form, and the cost for a single module ol' 
a modeling program can easily run over 
SIOK. 3D S'lT'Dio, in its 2.0 incarnation, 
was the lirst truly alfordable, truly func- 
tional 3D modeling tool for game design. 
It could nin on a PC and generate anima- 
tions at nearly any imaginable resolution. 
Trilobyte’s 7 i h Guiis'rwas the first major 
hit that relied hetivily on 3D Sl UDlo’s 
ability to build realistic sets that could be 
seen on a I’C. 3D S'l UDto Version 3 is a 
signilicant improvement, and nearly 
evei 7 mtijor design house now boasts :it 
least one 3D Studio guru. 

3D THINK 

3D Studio is not just a single progrtim, 
but a bundle of live core progi'ams: 2D 
Shaper, Lofier, 31) Editor, Keyframer and 
the Matei'ials Editor. But before a game 
artist reaches into this powerful toolbox, 
he or she needs to learn how to think in 
compartmentali/ed, discrete sleps. When 
learning to program a computer, one 
needs to learn how to break a j)i'oJect 
down into individual steps and ojjera- 


tions — to build a solid foundation — then 
expand by adding other procedures and 
subroutines. This programming analog)' 
reflects very accurately the manner in 
which an artist creates images in 3D Stu- 
dio. 

While programming is fairly abstract 
from the get-go, creating an image isn’t 
necessarily so. For Jonathan Bock, tlie art 
director for the graphically stunning 
Outpost, the initial stages of the Out- 
I'O.sr art design involved drawing stoi')'- 
boards to nail down the initial image 
ideas. The.se drawings were even further 
I'cTmed before the artists even booted up 
3D S tudio. 'Fhen things got tricky. The 
31) modelers had to turn a veiy intuitive 
21) drawing into a virtual three-dimen- 
sional object. While this may seem 
straightliii'ward, it requires rather oblu.se 
and non-commonsensical thinking. 

To ci'eate the exhaust cone for a star- 
ship’s engine, for exanqjle, 3D S'tudio al- 
lows several approaches. If the cone will 


be a literal cone, you can cretite a circle in 
the Shaper, then extrude it in the Lofier 
with a cone restraint. If it is scallojicd or 
ribbed, the artist may choose to create 
one htilf of a cross-section (imagine the 
right half of a cross seciicm of ;i wine gob- 
let), then rottite and copy the shape to 
create the ribs of the shaj)e. 

To create something as complex as the 
Mothership in Ou'iTtES'f, this process is 
used to create the basic shapes (or primi- 
tives). 'I'hese shapes can then be assem- 
bled tinci grouped into an object 
hierarchy in the 3D Editor. The Mollier- 
ship 31) S'TUDIO model took the enlire 
OuTPO.s'T art team over two months to cre- 
ate. “We went nuts on that one,” re- 
marked Bock. 

’Ehis grouping is one of ihe most inter- 
esting aspects of model design in 31) Sti> 
t)lO. Basically, shapes tire iUlached 
together to create larger and more com- 
plex groujjs which tire then linked togeth- 
er. l^icture n wire-frame model of ;i 
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fkmvt ehtertainment 

ON im CD»RQM 


5 Fool 10 Pak Volume 1 
7th Guest 
7lh Guest W/dune 
7th Guest 2: The nth Hour 
Aegis. Guardian Of Fleet 


Electric Sci-fi AnBwIogy S21 

Escape From The Dead Zone Call 

Eye OfThe Beholder 1,2,3 
F-l17aW/F15ll 
Falcon Gold 
Fantasy Fiefdom 
Fast Attack 
Fighter Wing 
Firefighter 
Games Platinum 


Animal Kingdom 

$22 

Gateway 2 

$29 

Armored Fist 

$50 

Gettysburg 

$43 

617/Silenl Service 2 

$37 

Giga Games Aug 93 

$17 

Battle Isle 2 

$40 

Great Naval Battles 2 

$42 

Battles Of Time 

S35 

H.A.W.C. 

$32 

BeneathASteel Sky 

$39 

Harvester 

$45 

Blood Bowl 

$34 

Hell Cab 

$43 

Campaign 

$35 

Horde, The 

S35 

Chessmaster 3000 

$28 

Interactive Game Madness 

S26 

Coloring Book 

$26 

Iron Helix 

$56 

Comanche Maximum Overkill 

$60 

Jagged Alliance 

Call 

Coral Reef 

$43 

Jump Raven 

$41 

Corridor 7 

Call 

Jurassic Park 

$37 

Cowboy Casino 

$35 

Jutland 

$45 

Creature Shock 

call 

Knight OfZentar 

$44 

Crime Patrol 

$39 

Lands Of Lore 

$43 

Crime Patrol II 

$39 

Lands 01 Lore 2 

$43 

Cyber Race 

$39 

lawnmower Man 

$41 

Cydoners 

$47 

Legend 01 Kyrandia 

$35 

D-day: Operation Overlord 

$28 

Legend Of Kyrandia 8k 2 

$40 

Dating To Fly 

$43 

Lemmings 3 

Call 

Dark Sun ■ Shattered Land 

$53 

Lode Runner-The Legend Returns 

Dark Sun ■ Wake of the RavagerCall 

Call 


Darkseed 

$41 

Lost Eden 

Call 

Day Of The Tentacle 

$42 

LosITreasures Ofinlocom 

S36 

Deathslar Arcade 

314 

Lunicus 

$41 

Deep Voyage 

$28 

Mad Dog II 

$35 

Della-v 

$44 

Mad DogMcCree 

$35 

Dennis Miller News To Me 

$27 

Man Enough 

$42 

Dragon Lore 

$37 

Mech Commander 

Call 

Dragons Lair 

$39 

Megarace 

$36 

Dragonsphere 

$50 

Menzobetranzan-AdSd 

Call 

Dune 

$50 

Microcosm 

$48 


$41 


ar Trek 25thAni«rsatv 
ar Trek Deep Space 9 Call 

ar Trek Deep Space 9-lhe hunt $41 
arTrekNexlGeneration $59 

rike Commander Wdac-op $55 


SaSs 

T2: Chess Wars 


Call 


Ultima 7 Complete 
UllimaSW/speech 
Ultimate Football 


tURO MAGAZINES 


PC CO-ROM MAGAZINES 

FHEE CO-nOM ON MOST ISSUES 

suescBiei 

^ MAGAZINE SINGLE SILLED 



pg CD-ROM TODAY S11 SI' 

MCD-ROMUSEH S11 SI 

«1 MULTIMEDIA & CD-ROM S11 SV 

■E- PCFORMATCD S11 SI' 

PCGM1ERCO S11 SI' 

TT PC HOME CO S11 SI' 

‘ PC PLUS CD S11 SI' 

PCPOWERCD S11 SI' 

PCTODAYCO S11 SI 

PCZONECD S11 SI 

MACFORMATCD $11 SI 

hrosl Available witnO<sk(s)et CO.. Can 

.EaicxogESJciT iNauoe mailing.. _ 


S30 


S52 


Normandy Great Crusade 
Ocean Life Vol 2 
Ocean Life Vol 3 
Prehistoria 
Random House Diet 2nd Ed $50 
Shakespeare 
Sharks! 

Solar System 
Space Visual Hislory 
Tropical Rainforest 
Woodstock 251hAnniv. 

Zooguides 3 Africa 
Zooguides 4 Rainloresf 


$38 


S42 


4th Dimension Enl.. aOiv. of Computer Basics, Inc., 1490 N. Hermitage Rd., Hermitage. PA 16148 
Customer Service 412-962-0533. Orders normally shipped within 1 business day. Overnight shipping as low 
as $5,00. No hidden handling charges. Air Express sen/ice: $0-99=7% minimum $5, $100 to $199 = 5% 
Minimum S7, $299-S499=4% minimum $10. Over $500 call. COD orders ok, addS5. Prices subject to change 
without notice, Adjustments gladly made within 10 days of purchase. Restocking charge may apply. Returns 
not accepted without prior authorization. Customers responsible for return shipping. 
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HEX, BUGS & HOCK ROLL 



GET WIRED Objects appear as wire frame structures in the 3D Editor. 
The lower right viewport is the "camera view" of the Hex, Bugs, & Rock 
n' Roll logo. 



MY MASTERPIECE The final, rendered version of my “cutting edge” logo. 
Note the highlights on the inside of the hex. This was created by placing 
a spotlight directly behind the image and shining it through the 
opening. 


Iiumnii liaiul. Kacii finger is constructed 
of a imikiluclc ofsliaiJes: (be nail, the tip 
of the linger, the knuckle, etc. .All of these 
parts can be grouped together to create, 
say, tin index linger. Then all of the fin- 
gers, the ihiunb and the palm may be 
gi'ouped logelher as a hand. 

3D CRASH COURSE 

Witli a Inisic understanding of the 
process, I decided lo try my hand at cre- 
aling an animated logo for this column. 
Fticled by delusions of iDecoming the next 
gaining graphics star, I loaded up 3D 
S'trnio 10 begin a crasli course, for your 
pleasure of course, in 31) design. I iiad 
liiglt hopes of sending my final anima- 
tion, priority mail, straight to George Lu- 
cas' front door. Instead, even the local 
public access cable channel would proba- 
hi\' turn it down. 

My prtjjeci liegan wliere most 3D Stu- 
dio designs begin — the Shaper. The 
ShaiJer is a vector-based drawing pro- 
gram that allows you to create silhouettes 
ol' the shape you are working on. After 
drawing ilie initial sliape in the Shaper 
program, yon transfer that outline into 
die Lofier, wliei'e you can create a three- 
dimensional object out of it. Tlie basic ex- 
trude commands are very intuitive: you 
can make a cylinder by extruding a circle. 
You also have a multitude of other lofting 
ojitions, such as lofting to a jjath or dis- 
torting or rotating the shape as it gets ex- 
truded. fhis, for me, ivas the trickiest part 
of the whole deal. Using the Lofter re- 
quires you to access stime deep dark neur- 
al circuits in your brain, those u-liicli allow 
you lo visualize shapes as evolving out of 
other shajics (3D Studio may be ad- 
vanced, lint it can’t think for you). Creat- 
ing just tile right shape takes quite a bit of 
trail and ei'ror. 

The 3D Editor is where artists spend 
most oftlieir lime. It is here where you 
I'oiate, place, join and adjust your shapes. 
It is also here where you assign textures, 
place lights and cameras, and render an 
image. 

W'hen creating my rather Inisy Hex, 
Bugs & Rock n’ Roll logo. 1 created the hex 
shape and die musical note in (he Shaper, 
and then gaN’e them some 3D “life” in the 
Lofier. In the Editor, I imported those ob- 
jects, as well as the ant and the clmni set, 
and copied, lotatcd and placed them to 
create the scene I wanted. 

Since we ai'cn’t ivorking in virtual reali- 
ty here, the Editor provided me with four 
windows on my wirelinme word. The first 


three allow I'or 31) nia- 
nipidation: loji, side 
and front views of the 
scene. The I'ourlh win- 
dow can be assigned lo 
a camera to give you an 
idea of how your ren- 
dered scene will look. 

After placing my 
wirelVanie model; 
then needed lo assign 
them a surfiice texture. 

31) S'TiiDio comes bun- 
dled with a large 
palette ol' material tex- 
tures, and the Materials 
Editor allows you lo 
create even more. All I 
had lo do was select an 
object and assign one 
of the materials to it, 
he it oiled walnut or 
bright orange plastic. 

Each material has a 
distinctive color, tex- 
ture and rellectivity. 

An object’s surface 
can lie as simple as a 
solid color, or very, 
veiy complex. Some of 
the surl'ace textures in- 
cluded with 3D Studio 
are mapping surfaces 
(such as the mottled 
and pilled surface of 
gi'anite). 'fhese surfaces 
are actualh' highly de- 
tailed bitmap images 
which are then applied 
to llie surlace of what- 
ever object you choo.se. 

To gi\’e even more con- 
trol, you may apply a 
texture by planar, 
cylindrical or sjdierical projection. 

You can even apply several different 
textures lo a single oliject. This technique 
was used by 'frilobyte in constructing the 
dilapidated version ol' the Stauf mansion 
for the 7Tii GuESf sequel. ILni Hour. 
\\'hile an original oliject may have had a 
wall]}aper texture applied to it, the look 
just wasn’t “dirty” enough to give a sense 
of real age. By apj)iying a “grunge” tex- 
ture, dirt and grime could be accurately 
simulated. If only redecorating a living 
rt)om could be this easy! 

The Materials Editor program allows a 
designer to edit or create a uni(|ue surface 
for an object. If your design called for 
weathered barnlRiard for example, you 


could go out into the field, take a Ko- 
dachrome of a nicely weathered board, 
scan the image into a 'flFF or GIF file 
format, and you’re I'eady to create your 
texture. 

To allow a designei' to more accurately 
create a real world texture, the Material 
Editor can be used lo assign a lot of extra 
information to a material, beyond just the 
bitmap of weathered wood. You can as- 
sign reflectivity, transparency, blur and 
other material jn'operties to most accu- 
rately recreate a surface texture. 

Being the wily, creative designer-to-be, 
I messed around with a wood texture and 
was able to give it (luite an odd set of re- 
llective properties. In fact, I was able to 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 





If you think you’re good at games, then let’s have some real 
fun. When you’re online with GEnie^ Multi-Player Games, 
you’re playing real people, in real time. Some of the best play- 
ers around the world. □ Splash a bandit in Air Warrior% and 
you’ve just taken out eight other guys, who’ll be back gunning 
for you. Blast a MechWarrior*' in MultiPlayer BattleTech’“, and 
who knows? Could be that jerk from the coast. Could be a 
mercenary who’s looking for a few good friends. □ With GEnie, 
the possibilities are endless, the people are terrific, and even 


the prices are competitive. So put some new life into your 
joystick, and sign on. We’ll see just how good you are. □ Sign 
up now: I. Set your modem for half duplex (local echo) at 
300, 1200 or 2400 baud. 2. Dial toll free — 1-800-638-8369. 
Upon connection, enter HHH 3. At the U#= prompt, enter 
JOINGENIE then press RETURN 4. At the key code prompt 
enter AAJ428 5. Have a major credit card or your checking 
account number ready. □ For more information in the 
U.S. or Canada, call 1-800-638-9636, TDD 1-800-238-9172. 



GEnie. 

multi-player games 

100% ORGANIC OPPONENTS 


Air Warrior Is a registered iradetnark and Stellar Emperor is a trademark of Kcsmai Corporation. MultiPlayer BattIcTceh Is a trademark and MechWarrior and BattfcTcch arc registered trademarks of FASA Corporation. 


Circle Resder Service #228 


MPG-NET’s Answer Line 


HEX, BUGS & ROCK ROLL 


What is 
a Multi-Player 
Game? 

A multi-player game may be as simple as a game of checkers 
or as advanced as a role-playing world. No matter what the 
game, you’ll be playing with live people from all over the 
globe. From Florida to California, Kuwait to Hong Kong the 
Multi-Player Games Network connects players, 24 hours a 
day. 7 days a week to our graphic games network. Battle 
strange creatures in our fantasy world the Kingdom of 
Drakkar'" while you and your friends try to solve the puzzles 
that have imprisoned the land! You can play a game with 
friends that have moved away or meet new people in one of 
our many conference rooms. Multi-Player Games mean on- 
line entertainment from anywhere in the world with anyone in 
the world on MPG-NET. 

MPG-NET can be accessed with a local phone call from most 
major cities. Call our 800 number now to receive our starter 
kit and plunge into the Kingdom of Drakkar. Join other live 
players and over 1000 computer-driven creatures and charac- 
ters as you try to solve the mysteries of Drakkar. Railroad and 
War gamers can challenge each other to battles of wit and 
strategy in our on-line versions of Empire Builder'" and 
Operation Market-Garden!" 

Stay tuned for updates on our December Release! MPG-NET 
will soon become a complete graphic network from logon to 
logoff. No more text menus. No more headaches trying to 
connect. Our new Graphic Front-End will set the standard for 
on-line entertainment. Finally, a network that is easy and fun 
to use! Also to be released are three exciting new games! 
Fiefquest'" and Warlords of the Apocalypse!" and an on-line 
version of the Flying Buffalo classic, Starweb’" I 

MPG-NET, providing you with games that will Uike you out 
of this world! 



MPG-NET 

Your Multi-Player Games Network 

800 - 245-0317 

(l"' IW4 MlX5-Ncl. loc. Mulli-Player Games Network and MPG-Nct are service marks orMPG-Nct, Inc. 
The Kingdom of Drakkar is a trademark of Drakkar Coip. Hmpim Builder is a trademark of Mayfair 
Games. Inc. Operation Market-Garden and Star Crtiiscr are trademarks of CDW Games. Inc. l-ieftjucsi 
and Warlords of the Apocalypse are iradenwricsof The Dreamer’s Guild, All other brand and product 
names arc trademarks or registered trademarks of their respective holdcn. 


create a wonderfully eroded mclal l(M)k (I 
like to tliink of it as my “Aj)ollo 1 1 reenir)' 
blast plate” texture). 

After nailing down my surface textures, 
I returned to the 30 F.diior to place a few 
dramatic spotliglits. I llien created a cam- 
era, placing it just like ilie spotlight. You 
have to use at least two of the view win- 
dows to get the camera j)laccd just where 
you want it, and you can use the camera 
view to check your work. 1 could then se- 
lect the Held of view as well as the lens <m 
the camera. 

THE PAYOPP 

Just like that, in only six weeks of hard 
work, 1 was ready to render niy lirsl im- 
age! I selected tiie render command, se- 
lected my view, and we were off! As I 
watched the red bar indicate the progress 
of my render, I came to the conclusion 
that this was a ver)’ time consuming 
process indeed, just imagine sitting at 
)our PC as you wait for the |)iogram to 
render some of the 22,000 frames of ul- 
tra-detailed animation in Virgin’s 1 l lil 
Hour. Time enougli to take a trip to the 
Cannes Film Festival tind still have time 
fora two double-dccai'hmcli. 

When you consider what’s going on as 
3D Si'Uino renders a scene, (he time 
seems quite reasonable. 31) S'llJDiO |3er- 
f(jrms true ray tracing, whicli is an algo- 
rithmic process that traces a light l)eam 
from its source lo its conclusion. Ray trac- 
ing is necessary lo create cast sliadows 
and reilective siirl’aces, hut In’ollier does it 
push a com|)uter to its limit. 'I'hat is wliy 
3D Studio allows a designci’ lo use a 
“rendering farm” ajjpi'oacii lo speed up 
the process. Basically, 31) S i rnio will take 
control of a IAN (which can bo PCs on a 
few desks or a rack of monilorless 48(5s) 
and disiribute die frames to each cnmpiil- 
er. M'hen one coinjiiiter completes ren- 
dering a [raine, it is passed aiifilher frame 
to render, thereby speeding up the entire 
process by many times. 

Alter heading out lor a brisk, lalc-niglu 
constitutional, I relumed lo find my im- 
age waiting for me. 'Flie composition 
looked great, but die second spotlight was 
way off its mark. I guess I should have 
taken a lesson from the pros and ren- 
dered the image al low re.soliition lirsl to 
make sure everything was in order. Ah 
well, you learn as you go.... 

Next month, we’ll spend some time in 
the Keyframcr progiam, exploring the 
ways in which game artists create animat- 
ed images that “shake, rattle and roll.” ir 
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MERICAN 


LASER GAMES,m 


Mac CD November 


SPACE 

PIRATES" 


PC CD Available 
Mac CDTBA 


CRIME PATROL" 


This multi-level live-action thriller challenges 
the player to progress through police ranks. 
As a Rookie the player takes on gang 
members, amied robbers and other street 
criminals. Promotion to Detective will 
mean working undercover against drug 
dealers and car thief rings. Confront 
bank robbers and terrorists once 
you're selected for SWAT team 
assignment. The better player 
will reach Della Force and 


tangle with a criminal 
element threatening 
national security. 

PC CD Available 


Planet-hopping 
pirates lead by the 
evil Captain Talon, 
have captured a ship of 
innocent space colonists. 
The player, a Star Ranger, 
must save the colonists and 
head off Talon's plans to rule 
the universe. The player will face 
hordes of pirates in an effort to 
collect energy crystals from a variety 
of worlds. The crystals power the star 
splitter cannon, the only weapon that 
can blast Talon and his misfits into 
another galaxy. 


LIVE ACTION PC CD GAMES MAC CD GAMES 
FOR AVAILABILITY CALL 800-880-1718 

Circle Reader Service it236 




Looking for a Patton to j)lay against your Rommel? Need some fresh meat for network 
Doom-fests? On the hunt for a gamer’s bulletin board system in your area? Well, you 
might find what you need on CGW’s White Page. If you'd like to place your own ad, 
send us a postcard, CGW Poll card, letter, FAX [714-283-3444] or email (Prodigy 
[EXP-|’40RJ, Com]5uSer\'e [76703,622], The Sierra NeUvork at [Box 1048], GFnie or 
America On-Line at [CGV\^). Cienerally, we run them only once, so send another each 
month you want your n:une listed, 'fhe ads themselves should serve as reasonable 
examples to write your own. I lowever, 

• Provide at least one telephone number. Do not forget the area code and mention 
wliether the number is Momc, Work or Modern. 

• Include your city and state so tliat people who call you will know what time zone 
yoti are in and recognize it when they see it on their phone bill. 



Computer Gaming World magaz'm also appears as its own Forum on 
CompuServe’s ZiffNet. To access our editors and writers on-line, just 
GO GAME WORLD. Topics include: Hey Editor!, Opponents Wanted, The 
Hardware Zone, Online Gaming and many more. Join us, won't you? 


BULLETIN BOARD SYSTEMS 
The Enterprise BBS is look- 
ing for new members to join 
our nationwide Thokker 
Players Conference, with 
guest SysOp Jay Coleman! 
We are the originators of 
the Worldwide ThokkerNet. 
We have over 2 gigs of files 
and more than 35 on-line 
games. This is one of the 
only BBS' where you can 
find the famous .WAV file 
of Bob Gage and his 
"Okaaaaaaaay!" speech. 
Speeds up to 57,600 BPS, 
with SysOp Spock, 
CoSysops Howling Frog and 
Zephyrus, and ThokkerNet 
Coordinator Thokker Mas- 
ter, Call (405) 364-2536, 
It's free! 

Call Defend Psychosis BBS 
at (614) 328-6886. We’re 
located in Marlon, Ohio. 
New users Access Code is 
PSYCHO, please mention 
CGW in email to the SysOp, 
Weird Al. We're running 
VBBS software up to 
14,400 baud. We have 
SoundWare CD-ROM on- 
line, plus the latest version 
of Trade Wars 2002 (5,000 
sectors!). Operation Overkill 
2, Mealtime Melee, Murder 
Motel, Blackjack, Lemon- 
ade Stand and more! Free 
downloads, free member- 
ship, 24 hours, 7 days. 
Note that this BBS is a 
haven for people who want 
to let it all go and be them- 
selves. no mailer how sick 
Of demenled. Be prepared! 


Brazen’s Hell! BBS is the 
place to be for both on-line 
gaming and contacting oth- 
er for modem game play. 
We are DOOM Headquarters 
East with special message 
areas just for meeting other 
players to establish modem 
games. Also, being an offi- 
cial distribution site for 
companies such as Apogee, 
Id, Epic, etc., we always 
have the latest creations 
the day that they are re- 
leased. We specialize in 
DOOM external levels, too, 
with 200-f available. 5 CD- 
ROMS and over 2.8 gigs of 
files, 28800 BPS access, 
24 hours, 7 days, 2 nodes 
and over 50 on-line games. 
We’re in Laurel, MD at 
(301) 776-8259, Your 
SysOp is Brazen, 

The Mr. Blotto BBS Is 
Chicago's home of great on- 
line battle and war games. 
Come check us out! Con- 
quer the universe with VGA 
Planets or lead your empire 
to glory in Imperium. Can 
you take over the world in 
Global War or would you 
rather indulge in tome 
head-to-head combat in 
The Pit. Loyal game players 
receive extended access. 
2400 to 14.4 BAUD, with 
2 lines. Call (312) 725- 
6628 or (312) 725-7474. 
Leave a message for verifi- 
cation to SysOp Brian Wad- 
dick. 

The 14th Chapter BBS is 
Seattle, WA would like to 


invite all those interested 
in gaming and related top- 
ics to give us a cal! at 
(206) 721-0462. We have 
a good variety of door 
games such as VGA Planets 
v3.I5, Solar Realms Elite, 
Yankee Trader, Usurper. 
Legend of the Red Dragon 
and others. We also con- 
nect callers with like mind- 
ed individuals from modem 
playable games such as 
Falcon 3.04, DOOM. Sea- 
wolf, Conquered Kingdoms, 
Indycar Racing, World Cir- 
cuit and many others. We 
support 1200 to 19,200 
baud speeds on one line. 
24 hours, 7 days, year 
round. Your SysOp is SAV- 
IOR, and I hope to "see" 
you around. 


GAME WANTED 


Wanted: Cartels & Cut- 
throats. I am seeking an 
IBM version of this 1981 
SSI game. I will pay a rea- 
sonable price for a new or 
used copy. Thanks in ad- 
vance! Contact Stephen 
Bell, 417 W. 21st Street, 
New York. NY 1001 1 or 
cal! me at home (212) 
691-5424. 


OPPONENTS WANTED 
BY AREA CODE 

Doom!, anyone? I’m seeking 
local players in the Stam- 


ford. CT area. Call me at H- 
(203) 322-7472. 


Opponents wanted for VGA \ 
Planets in the Los Angeles 
area. Also willing to host 
the game. It need be. I 
have a registered copy and 
can play either regular or i 
registered. If I host, I will 
play and employ the pass- 
word option to insure that I 
am not cheating. I am us- 
ing VGA Planets 3.0. Call 
Mike between 6pm and 
9pm Pacific Time at H- 
(213) 222-6011, (Please 
don’t call at any other 
time!) 


I’m seeking local opponents 
in the Clarksburg, WV area 
who are up (or just about 
any type of modem game. 
Call Jason al H-(304) 783- 
5228, 

Wanted; a modem opponent 
in Northeast Maryland (or 
The Perfect General, Com- 
mand HQ, Empire Deluxe or 
other PBM games. Call Josh j 
in Hanford county, MO at I 
H-(410) 939-1021, ' 


I’m looking for some in- | 
tense competition in the lo- [ 
cal Pittsburgh, PA area for j 
Doom! death matches. Con- | 
tact Jim at H-(412) 884- 
7197. 


DOOM death match players 
wanted in the New Orleans, ■ 
LA area. A 14,400 V42BIS 
modem is required. Call me I 
at H-(504) 838-6129. I 


Seeking local opponents in 
the Vancouver, BC area to 
do battle in playing Sea- 
wolf. Doom!, Command HO, 
688 Attack Sub or any oth- 
er games by modem. Call 
David in the lower mainland 
area anytime at (604) 264- 
7998 and let’s do battle! 


San Diego area gamer look- 
ing lo connect with Indycar, 
World Circuit, Seawolf and 
DOOM. I have a Viva 14.4 
modem. Call anytime after 
4pm or on weekends (which 
are best). Ask for Gary in El 
Cajon, CA at H-(619) 579- 
6575. See you at the 
races.... 


Looking for a play-by-mail 
game of Front Page Sports 
Football or modem games 
of Empire Deluxe or Falcon 
3.0. Call Mark at H-(703) 
777-1749 after 6pm EST. 
I’m in the northern Virginia 
area. 


Seeking opponents in the 
Chicago area (708 or 312) 
for Command HQ. Call Joe 
at (708) 782-6272. 

I am looking for people in 
the Illinois area for a round 
or two of The Perfect Gen- 
eral. I'll call you If you are 
afraid of high phone bills. 
You can reach me at home 
at (708) 438-2073 (be 
sure to leave a message on 
the answering machine) or 
email me on the GEnie net- 
work at J.Goldbogen. 


Local opponents sought in 
the Chicago/Peoria are for 
any modem gaming, espe- 
cially The Grandest Fleet. 
Conquered Kingdoms. Em- 
pire Deluxe and any that 
you think you can win at 
(hehehe). Call Gill at H- 
(708) 599-6558. Be sure 
to leave a message. 

Julius Caesar seeks noble 
ghost-testers for play-by- 
transom gaming of a new 
product based on the hit 
song, I Only Have Ides for 
You. Call him at 555-40BC, 
No Gauls! 


Opponents sought for mo- 
dem (up to 14. 4K baud) 
and PBEM gaming. I enjoy 


The Grandest Fleet, Mer- 
chant Prince, World Circuit, 
Operation Crusader, Mech 
Warrior 11 or anything else 
new and fun. Call Allen at 
H-(713) 690-3226, or 
write to me on CompuServe 
at 72460,2664 or on the 
ImagiNation Network (INN) 
at; Box 94717. 

Opponents wanted to get 
involved in play-by-mail 
type games, particularly 
Merchant Prince, Empire 
Deluxe and others. Call 
Keven at H-(717) 645- 
9757 or write lo Keven 
Faenza, 54 West Miner St., 
Coaldale, PA 18218. 


Seeking opponents for mo- 
dem play in the Colorado 
Springs. CO area. I would 
love lo play The Perfect 
General, Empire Deluxe, 
Modem Wars or just about 
anything else you’ve got a 
hankering to lose at (hehe- 
heh). Contact Steve Wood- 
cock at H-(719) 392-2975 
or by email via the InterNet 
at; swoodcoc@oldcolo.com. 


I’m seeking statewide oppo- 
nents for the following 
games; DOOM, F-15 III and 
Falcon 3.0. Please, call 
Gladden al H-(803) 283- 
1082 or 283-1092 if you 
are in South Carolina or 
southern North Carolina. 
Other modem games possi- 
ble. I am in Lancaster, SC. 
On Prodigy: (MDBD43F1 or 
the InterNet [MDBD43F 
@prodigy.com]. 


I'm looking for a local 
gamer that would like an 
opponent for flight sims 
such as Falcon 3.0 and F- 
16 Fighter Pilot. Also, 
Doom! players wishing to 
find a good opponent have 
one here. Call Sean in Simi 
Valley, CA at (805) 527- 
2031, or write to me on 
Prodigy at XJTRllC. 


Opponents wanted for net- 
work DeathMatch gaming in 
Goldsboro, NC for DOOM. 
Show up every Sunday at 
1pm at MCS Computer, 
309 N. Spence Avenue, or 
call (919) 751-5777. 


THE NETWORKS 


The following are voice contact numbers for many 
of the various on-line network services that connect 
gamers, Call them for more information. 

America On-Line: (800) 827-6364 
CompuServe Information Service: (800) 848-8990 
Novalink (formally Digital Dreams) Network: (800) 
274-2814 

GEnie: (800) 638-9636 

The ImagiNation Network: (800) IMAGIN-1 

Multi-Player Games Network: (800) GET-GAME 

National Videotex (NVtel): (800) 336-9096 

Prodigy: (800) 822-6922 x556 

USA Today Sports Network: (800) 826-9688 


190 COMPUTER GAMING WORLD • OCTOBER 1994 



THE 


MARKETPLACE 


Call your Account Representative^ Marci Yamaguchi, at (jt/f) zSj-JOOO 
x^jjor information on how you can advertise your game, product or service 
in the economical MARKETPLACE section. 





Games Too Expensive ? 

Consider Pre-owned Software 


Save big $$$ over new 
Original disks and manuals 
IBM- AMIGA -C64 
Hard-to-fmd classics plus 
all the latest releases 
Call or write for free catalog 
(specify computer) 


^o/twar« 

9404lhAve#222 Huntington WV 25701 

1 - 800 - 638-1123 

Cuslomef Service: 304-529-0461 



"Powerful programs of growth and adventure” 

MAGIC MIRROR I ... a toolbox for your mind. E. Kinnie, PhD., 
Clinical Psychologist, $39,95. 

MAGIC MIRROR 11 . . . experiences for your mind, $39.95. 
THREE GATES . , . skryeing,' awareness shifting, I Ching and 
runes, $39.95. 

MERLIN ... an apprenticeship, $29.95. 

PHOENIX FIRE . . . high-tech Ouija Board, $39.95. 

MAGIC MOUNTAIN . . . weird adventure, male and female 
versions, not for children, $39.95. 

Blue Valley, 29 Shepard St., Walton. NY 13856 


Reader Service MS 


Reader Service M8 



Ooyou know what PBM (Play-By-Mail) gaming is? If you don't, 
we can help you explore the world of PBM gaming. Paper 
Mayhem has been leading the way for over 10 years by 
informing people about PBM gaming. Articles, reviews, 
biographies, PBM game & company ratings and more fill each 
issue. 

Paper Mayhem has been improving with the ever expanding 
hobby of PBM gaming since 1983. Each bimonthly issue brings 
you the latest on PBM news. 

So why detay and miss out on all the fun? 

PAPER MAYHEM 
Dept CG, 1518 Adams St. 

Ottawa, IL 61350-4770 
US Subscriptions: Single issue $5.00 
1 year $24.00 - 2 year $42.00 

FOREIGN SUBSCRIPTIONS: Please Inquire lor rales. 


Reader Service # / 0 / 


The NEW 

CAPE COD CONNECTION 
ELEGRONIC SHOPPING MALL 


Our BBS is back - 24 HOUR Electronic On-Line 
Shopping is available. * Download our complete 
new & used Software, Tabletop & Sports Apparel 
Catalogs, updated daily with new products. • On- 
Line Ordering 24 Hours • One of the largest used 
software listing available today. Have us sell your 
used software on consignment. 

Robert Berry, Proprietor 

21 PLEASANT VIEW AVENUE • FALMOUTH, MA 02540 


BBS S08-54B-290B ■ HELP S0S-4S7-0738 
24 HOUR FAX 508-457-4558 


Reader Service #50 


SSI's Out of Print Wargames Are Back For Only $15!!! 


B-24 

Battle of Anlietam 
Battles of Napoleon 
Conflict: Middle East 
Gettysburg 
Kampfgruppe 


Mech Brigade 
Rebel Charge 
Red Lightning 
Second Front 
Shiloh; Grant’s Trial 
Sons of Liberty 


Star Command 

Stellar Crusade 

Storm Across Europe 

Wargame Construction Set 

Warship 

Western Front 


Scenario Disks for SSI's Battles of Napoleon for $10 

Scenario Disks for SSI's Wargame Construction Set II: Tanks! for $15 


Our hours are 8:00 am to 5:00 pm PST M-F 
We accept Visa, M/C, Checks, Money Orders 
To order or request a free catalog contact: 

Novastar Game Co. • P.O.Box 1813 • Rocklin, CA 95677 • (916)624-7113 


Sometimes you just need a 

LramePix 

Announcing a new monthly magazine that 
is more than about games — it includes one! 
If you don't have the time to learn and play 
games like you used to, consider GaineFix, a 
monthly, 32 page color magazine with: 

A complete board or card game inside 
every issue, featuring: 

» an 11" X 17" map 

-■ 100 color cards of die cut counters 

» low complexity, high replay value 

> A feature article on the game's subject 
i- Dave Wood's Armchair Gamer review 
column 

Game variants and scenarios 
«- A low S6.95 cover price 

For more information, call (916) 362-0875, 
or for a 4-issue trial sibsription, send $19.00 
to: 

Game Publications Group 
8795 La Riviera Dr. Suite 182 
Sacramento, CA 95825 
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(800) 247- 5447 

162 

80 

Keyboard Commander 

(800) 262- 6066 

130 







Corp. ' Please see advertisement for contact information 
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5th Fleet 

Avalon Hill Game Co. 

161 


255 

Aces of the Deep 

Dynamix, Inc 

insert 


131 

Advanced Wave 

Creative Labs 

181 



Table by Soundblaster 



47 

Arena CD- ROM 

Bethesda 

175 


218 

Armored Fist 

NovaLogic, Inc 

13 


223 

Battle Bugs 

Dynamix, Inc. 
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33 

Battle Isle 2000 

Accolade 
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"Best of Philips 

Philips CD-i 

60, 61 



CD-i 




214 

Blood Bowl 

MicroLeague 

57 


258 

By Gamers For 

Interplay Productions, Inc. 
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150 

Colonization 

MicroProse 

140, 141 


115 

Computer and Video Spectrum Electronics 
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Hardware and Software 



51 

Corridor 7 

Capstone Software 
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CD-ROM 




236 

Crime Patrol 

American Laser Games 
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225 
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StarP/ay Productions, Inc. 

209 



Pinball 




76 

Cyberia CD-ROM 

Interplay Productions, Inc. 
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249 
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Cyciemania 

Accolade 
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GT Software 
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F 16 
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Merit Software 

123 


244 
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Looking Glass Technologies 

29 


245 

Flight Unlimited 

Looking Glass Technologies 
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Flight Unlimited 
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Fortress of Dr. 
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FPS Football 
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Impressions 
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GameFix 

Game Publications Group 
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Computer 
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Gods 
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Impressions 
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Impression Plus 
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Interactive 
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Entertainment 




152 

Iron Cross 
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Lead Pursuit, Inc. 
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LODE RUNNER 

Dynamix, Inc. 
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Mail Order 
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Mail Order 
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METALTECH 

Dynamix, Inc. 
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Eidolon, Inc. 

207 

61 

Mortal Kombat 

Hi-Tech Expressions 

105 

250 

MPG-NET'S 

MPG-NET 
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Answer Line 
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NASCAR RACING 

Papyrus 

125 

190 

New Family Ad 

CH Products 

131 

138 

Noctropolis 

Electronic Arts 

47 

259 

Nothing But Net 

Strategic Gaming Design 

114 

177 

Novastorm 

Psygnosis 

151 

237 

Operation Body 

Capstone Software 

65-67 


Count 



81 

Operation Europe 

KOEl 

134 

63, 64, 66 

Oxyd, Oxyd 

Dongleware 

179 


Magnum! Tubular ' 

Aforlds 



Panzer General 

Strategic Simulations, Inc. 

143 

120 

Phantasmagoria 

Sierra On - Line 

2,3 

114 

Phoenix 

Advanced Gravis Cover 3 

242 

Pilot Control Stand 

Home Base Products 

172 

35 

Pinball Arcade 

21st Century 

169 


CD-ROM 

Entertainment, Inc. 


101 

Play By Mail 

Paper Mayhem 

191 


Magazine 



45 

Pre-Owned Sw. 

Bare Bones Software 

191 

68 

Quarantine 

Gametek 

86, 87 

179 

Quoting the Quotes 

Quantum Quality Products 

155 

128 

Real Magic 

Sigma Design 

99 

213 

Sabre Team 

MicroLeague 

109 

79 

Soccer's Your 

Intellimedia 

115 


Game 



240 

Sorority House 

Electromedia Productions, inc. 

71 

143 

Spear of Destiny 

FormGen, Inc. Cover 2 


Mission Disks 



164 

Sprint 

Sierra Direct 

163 

183 

Star Crusader 

Take 2 Interactive Software 

129 

102 

Star Trek: Deep 

Paramount Interactive 

9 


Space 9 

Star Wars Screen 

LucasArts Entertainment Co. 

59 


Entertainment 



229 

Stealth 64 

Diamond Computers 

107 

175 

Stonekeep CD-ROM Interplay Productions, Inc. 

97 

257 

Street Fighter 

Hi-Tech Expressions 

103 


Series 1 & II 



97 

TFX 

Ocean of America 

127 

180 

The Grandest 

Quantum Quality Products 
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Fleet 
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The Infinity 

REM Software 

172 


Machine 



89 

The New Video 

Microforum 

215 


Game Solution CD 
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ThunderSeat 

ThunderSeat Technologies 

112 


Technologies 
Tigers on the Prowl 

HPS Simulations 
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253 

Triad Campaign 

Nawu Triad 

166 


System 



171 

Ultimate Football 

MicroProse 

111 

200 

Video Games 

Chips & Bits 116,117 

227 

Virtual Vegas 

Electromedia Productions, Inc. 

167 

174 

Voyeur CD-ROM 

Interplay Productions, Inc. 

159 

43 

Wacky Wheels 

Apogee Software 

25 

219 

Wargames 

Novastar Game Company 

191 

224 

Wild Blue Yonder 

Spectrum Holobyte 

121 

220 

Wing Commander III 

Origin Systems Cover 4 

82 

WingMan Extreme 

Logitech 

34, 35 

99 

Wings of Glory 

Origin Systems 

11 
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Wrath of The Gods 

Lumlnaria 

149 
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New World Computing 

64 

207 

Zorro 

Capstone Software 

113 
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SHAREWARE SHOWCASE 


The Ancient Art Of Wari 

by Chuck Miller 


I N SHAREWARE, UNLIKE COMMERCIAL 
SOFl'WARE, ACTION GAMES EAR OU T- 
WEiC.I! THOSE OF OTHER GENRES. 
WliellicT tills is due to the dynamics 
of the gaming market, the amount of 
work necessaiy to create titles that oi- 
ler moi'e than t\vitch-and-shoot activi- 
ty, or both, it is nonetheless true that 
arcade games dominate the shareware 
scene. So, when occasional strategic 
games emerge, they don't cajilure much 
of the spotlight. That’s why when I come 
across good strateg)' games, I like to give 
them a run for their money. Two titles 
that ran and are wortli the money are 
Baitle-s in A Dlst.ant Desert and \Vari: 
The AN'CIENT G.-lme of AI'RIc:a from Imag- 
iSOFT. 

DESERT BEFORE DINNER? 

Strategists who enjoyed playing B.-vetles 
ON Distan'T PI.ANETS (reviewed in COW 
#10‘h Febmaiy 1993), Glacier Technolo- 
gy's previous offering, will feel right at 
home tackling B.-vetles in a Di.stant 
Desert. Game play and design are identi- 
cal in this new release, with the exception 
tliat the action takes place on the 
Kinvail/.Saudi border rather than on .some 
distant world. As such, robots and trans- 
ports are exchanged for rifle scjuads and a 
mixture of tanks and choppers. 

i.ike most strategic wargames, the bat- 
tle action is turn-based. The baltlelleld, 
com|irised of a series of defensive eai'lh- 
en works, barbed wire, oil jiils and lank 
traps, was constructed by the Iracji army 
commanded by Saddam Hus.sein. In the 
context of this game, and based upon the 
actutil conflict, the air war has taken its 
toll on Iraqi forces, though reinforce- 
ments are expected to arrive in the form 
of Republican Guard divisions. The over- 
whelming (Irepower of the Coalition in 
this conllici gives them the decided ad- 
vantage if they act quickly. This is the 
background for Scenario One, Berm 
Busting, the shareware scenario that ac- 
conijjanies the game engine, 'i'wo addi- 
tional scenarios— The Streets of Khafji 


and The A1 Zibayir Road — arc tiN’ailable 
to registered users. 

In this first campaign, your company, a 
Coalition force, is charged with securing a 
sector of Iraq comprised ol' numerous 
berms or bunkers while waiting for oncom- 
ing forces to arrive. At your disposal are 
Apache assault helicopters, MlAl tanks, 
M2 IFVs, FIMMVVVs and several rille 
squads, With these you must meet ele- 
ments of several Iraqi divisions, plus .some 
mechanized reinforcements due to arrive 
during the scenario. The action lasts for 50 
turns. 

Of course, should you choo.se, you can 
take the Iraqi side. To meet victoiy condi- 
tions for Iraq, you must destroy 12 Coali- 


tion units, leaving them insuiricient forces 
to secure all the bunkei's along the line of 
advance. Iraqi forces consist of 'r72-T55 
Tanks, BMP-2s and thousands of troops. 

'lliough game play is relatively straight- 
foiward, the documentation is a bit sparse 
for a tactical title. A more thorough de- 
scription of the conilict and an expanded 
help file, with additional play insLiiictions 
and strategic tips, would have rounded out 
the package well. Still, veteran wargamers 
will have no problem slipping into their 
role as tactical commanclei' (()r either the 
(Coalition or Iraqi militaiy. 

Installation was a breeze, and I experi- 
enced no technical problems tiuring play. 


Sound effects ai'e minimal but not wholl}’ 
insufficient. 'Fhe graphics aren't bad, but 
some color combinations make idemilka- 
tion of friendly and opposing forces dilfi- 
CLilt. Hopellilly a tlifferent color scheme 
will be adopted for lutui'e releases. 

All in all. Battles in a Dis'iant Deser't 
offers the militaiy strategist some quality 
tactical expostire. Play is challenging, yet 
not overbearing. Still, by nature of the 
scenarios presented, this title is better 
suited to staunch tvargamers than genre- 
crossover players. For armchair generals, 
this game definitely merits a download. 

B.vri-LE.s in a Dts tan'I' De.ser't (Release 
1.8, May 1, I99d) requires a 386 or bet- 
ter PC with VG.A graphics, Windows 3.0 
or higher and a minimum of 
4MB RAM. Sound support is 
provided for sound boards offer- 
ing Windows audio compatibility 
and the PC sj^eaker. Registration 
of $1.5 gains you scenario two, 
while S25 ]}i'ovides you with both 
addiliona! scenarios (include S3 
shipjnng for L’SA destinations 
and So outside the US). Orders 
should be sent to: Glacier Edge 
'i'echnolog)', 4820 East Kentucky 
Ave. Suite E, Glendale CO 
80222. Please indicate a 3.5 or 
5.25-in(:h disk preference when 
ordering, 

THE WARI GAMER 

You need not approach Wari: The An- 
ciEN'T Game ot .AI'RIGa uath undue trepi- 
dation. For, while it's a decepti\’el)’ simple 
game, it’s also a user- and .system-friendly 
one. ^VARl, often called Mancala, is up 
and running without a hitch. Though no 
specifics were given as to system require- 
ments, it should run on most 286 or bet- 
ter systems with minimal RAM (it only 
uses 16-coloi' graphics). AdLib and 
Sound Blaster compatible sound cards 
are supported. 

Like chess in Euro|)e, Wari is Africa's 
centiny-old game of choice, a jjastime that 
was po])ular with the pharaohs of Eg)-pt 
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^Merit Software' 


® Merit Software. © 1994 Future Vision and The Fortress of Dr, Radiaki 
names or trademarks are the property of their respective owners. 


Actuai screens may vary. For more Information, please call Merit Sq^ 
are registered trademarks of Future Visionary, Inc. All fUajl 


Service ifBB 


The Fortress of Dr. Radiaki is a 
thrilling adventure, mixing car- 
nage with a biting sense of humor. 

You will confront scores of 
different adversaries including sword 
wielding samurai, stealthy ninja warriors, 
robots with toasters for heads, mutated 
alligators and many more. 

You must use all your wits to find 
your way through the cavernous fortress and 
defeat the Machiavellian designs of the 
horribly deformed Dr. Radiaki. 

The Fortress of Dr. Radiaki Is a land- 
mark in computer games. You are free 
to move in any direction and blast 
anything that tries to do the same 
this virtual reality, 3-D world. 

Backgrounds are rendered on , 
the fly and unbelievably det^lj^d 
characters move smootW^jv'.l.i(\_.!^,':;i’:;:^/ 
through the labyrinth. • 

Enter at your oam ^ 

may-«revep be the same 
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and ancient African royalty. A tvvo-jjlayer 
game of logic and skill, Wari allows you to 
compete against another human player or 
against the computer (with vaiying levels 
of AI competence), 'fhe goal is to be the 
first to capture 25 or more stones. Surpris- 
ingly, though a game of Wari only takes a 
few minutes to play, there are some veiy 
sophisticated strategies you can tiy once 
you get the hang of it. 

Wari takes place on a board containing 
12 bowls called houses. Each side of the 
board has six bowls filled witli four stones 
apiece for a total of 48 stones. After se- 
lecting a house (bowl), the player picks 
up the stones in it and drops them into 
other houses one at a time, moving in a 


counter-clockwise direction. If 
the last stone you drop is in one 
of the houses on your oppon- 
ent’s side of the board, and it 
has only two or three stones in 
it, you capture all the stones in 
that house. Tlie game continues 
until you or your opponent has 
25 or more stones, or until no 
moves remain and a stalemate is 
reached. Of course, these are 
just the fundamentals, and there 
are more rules involved in play- 
ing the game successftilly. 

Wliile Wari is easy to learn, developing 
winning strategies takes some real efibrt. 
Players may turn u[i the difiiculty level of 
opponents, represented by animals — 
novice ('Fhe Giraffe), intermediate (’Fhe 
Lion and Zebra) and expert (The Ele- 
phant, only available in the registered ver- 
sion). In addition to basic moves, multiple 
moves are possible. You can reinforce your 
ov\Ti houses, take “flight” to avoid impend- 
ing capture, and employ several additional 
twists on play. All these contribute to mak- 
ing this game a rigorous exercise for the 
mind. 

Though Wari is “primitive” in appear- 
ance compared to many of the newer 


shareware titles being released (16-color 
graphics look drab in a 256-color world), 
it is nonetheless a charming and challeng- 
ing game. You’ll soon forget about the 
game’s modest look once you’re hooked 
on the gameplay. Like many games I 
have tried of a similar naiiire, Wari 
should be listed as an electronic narcotic 
due to the digital dependency it spawns. 

To register Wari and play The Ele- 
phant, the toughest Al opponent oifered, 
send a registration fee of $16.95 (jfius .$4 
shipping and handling) to: ImagiSOF'F 
Inc., Computer Games Division, F.O. Box 
13208, Albuquerque NM 87192. Credit 
Card oi'ders can be jfiaced at (800) 767- 
1978. 

To locate these games 
on-line, tune in to the 
CGIT headquarters on 
ZiflNet. These games can be downloaded 
from ZiflNet both on CompuServe and 
on Prodig)'. On CompuSeiTe, go to Com- 
puter Chiming VEorIcl’s own forum (GO 
GAMEWORLD), Library 7, Shareware 
Sizzle. On Prodigy, jump ZiffNet and 
Search by 'Fide for the games listed here, 
or Search by Categoiy to lirowse the en- 
tire Games Libraiy. ir 



S-UPPOFiT Jj UP. . 

Your Reliable Source of IBM/PC CD-ROM Software At Rock-Bottom Prices! 


ENTERTAINMENT 

7th Guest 

Best of Microprose 

Championship Wrestling 

Choas Continuum 

Conspiracy 

Critic^ Path 

Cybcirace 

Dagger of Amoo/Laura Bow 2 . 

Deathstar Arcade Battles 

Dune 

Eric the Unready 

Gabriel Knight 

Games 1994 

Games Galore 

Golden Immortal 

Hugo's House of Horrors 

Indy Jones/Fate of Atlantis .... 

Iron Helix 

Jutland .... 

King's Quest 6 

MadDogMcCree 

Mad Dog McCree 2 

Mantis .... 

Magic Death 

Maniac Mansion 2 

MVP's GameJambOTCC 

Myst 

Return to Zork 

Secret Monkey Islarxl 

Secret Weapons Luftwaffe .... 

Sirius 5 Foot 10 Pack 

Space Quest 4 

Star Wars/Rebel Assault 


S22.95 

$21.95 

$11.95 

$20.95 

$24.95 

$23.95 

$22.95 

$22.95 

$9.95 

$26.95 

$24.95 

$26.95 

$24.95 

$11.95 

$14.95 

$9.95 

$26.95 

$23.95 

$22.95 

$21.95 

$23,95 

$37.95 

$15.95 

$16.95 

$27,95 

S9.95 

$49.95 

$26.95 

$15.95 

$15.95 

$33.95 

$17.95 

$46.95 


USA & CANADA 
CALL TOLL 
FREE TODAY! 


Stellar? $20.95 

Who Killed Sam Rupert $16.95 

Who Shot Johnny Reck $39.95 

Willy famish $15.95 

Wiz.Pak6.Pak $1295 

EDUCATIONAL 

Arthur's Teacher Trouble $19.95 

AuduboQs Mammels or Birds ....$17.95 

Carmen World Deluxe $24.95 

Dinosaur/Space Adventure $23.95 

Dincsaursl "Multimedia Enc.,.. $18.95 

Dinceaur Safari $18.95 

Ecoquest $25.95 

Family Zoo $19.95 

Family Education Collection 52295 

Fatty Bear's Fun Pack $17.95 

Interactive Storytime vl $14.95 

Just Grandma and Me $18.95 

Languages of the World $19.95 

Learn DOS For Fun $11.95 

Kids ZooAJndersea Adven $2295 

Micrcsoft Dinosaurs $3295 

MacMillan Dictionary/Kids .... $2295 

Mammals (Nat Geo.) $21.95 

Mother Goose, Mixed Up $14.95 

Our Solar System $9.95 

Putt Putt Joins Parade $18.95 

REFERENCE 

Amcr Business Phone 6/92 $1295 

Colossal Cookbook 59.95 

Complete Bookshop $9.95 

Complete Legal Glide $9.95 

Computer Reference Library .. $9.95 


Major Credit Cards Accepted 
Adult Titles Available 


Cookbook Heaven 

Desert Storm 

Dictionaries &. Languages ... 

Direct Phone 

Encarta, Microsoft 

Family Doctor 

Gardening 

Guinness Records 1991 

Magic Chef Cookbook 

Mayo Clinic 

Sci-Fi Fantasy 
Select Phone .. 

Time Almanac / 1990 

Total Baseball 1994 

World of Trains 


PUBLISHING 

Qipart Heaven 2 

Cli part Warehouse 

Corel Draw 3.0 

GIFs Galore ... 

Home Designer 

Printshop Ensemble 

Publishers Paradise Pro ... 
Too Many Typefonts 


Eacyclopedi 
Sound Lib: 

Sound Sensations .... 
TRAVEL 

Precision Mapping .. 
World Traveller 


.. $14.95 
.. $18.95 
... $9.95 
$75.95 
... $51.95 
... $19.95 
... $9.95 
... $14.95 
... $9.95 
... $18.95 
„. $20.95 
$144.95 
... $14.95 
... $19.95 
... $25.95 

... $23.95 
$9.95 
$49.95 
$18.95 
$31.95 
$79.95 
$22.95 
S9.95 

.. $9.95 
.. $11.95 
.. $9.95 


WINDOWS 

CICA Microsoft Windows .... 
Windows 1994 , 

Windows Master 

Winplatinum 

Windowware 

RELIGION 

Bible Library 

Bibles & Religion 

Holy Bible &. Christian SW . 

MUSIC 

Midi & Wave Workshop 

Midi Music Shop Pro 

Music Box 1994 

Music Toolbox 

MISCELLANEOUS 

CD Caddies 

CD Jewell Cases 

Action! 

Coffee Break Collection 

Ham Radio 

Hot Women - Hot Cars 

Kodak Photo Access 

Lotus 1-2-3 vl.l 

Multimedia Mania 

Multimedia Platinum 

Night Owl V12. 

PCSig Library V13 

Shareware Explorer (4 CD's) ... 

Shareware Overload Trio 

Software Vault 2 

So Much Shareware 4 

Wild Places 


$13,95 

$23.95 

$17.95 

$12.95 

$9.95 

.$19.95 
. $9.95 
.$16.95 

$11.95 

$16.95 

$11.95 

$11.95 

. $5.95 
$0.95 
$11.95 
$14.95 
$9.95 
$11.95 
$15.95 
$41.95 
$9.95 
$9.95 
$23.95 
$21.95 
$34.95 
$19.95 
$1295 
$19.95 
$17.95 


U.S. residents of 48 States • add $5.50 per order for ground 
shipping. All others may call forshipping costs. Call orwrile 
for our latest free catalog . Software Support International 
2700 N.E. Andresen Rd. #A-10 Vancouver Wa. 98661 
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1001 utilities 

10 

Conan the Cimmerian 

26 

F-15 Strike Eagle III 

19 

Kid’s Zoo&Undersea Adv 

25 

Putt Putt Joins Parade 

18 

20lh Gentry Vido Alnianc 

21 

Conspiracy 

25 

'amlly Doctor 3rd Edition 

18 

King's Quest V 

10 

QRZ Ham Radio 

14 

3D Dinosaur Adventure 

21 

Consumer Information 

35 Family Education Coll 2 

19 

King’s Quest VI 

19 

Quantum Gate 

22 

7th Guest 

13 

Cookbook Heaven 

14 Fantasia Fonts & Sounds 

19 

Kodak Photo Access CD 

14 

Return to the Moon 

19 

9 Digit Zip Code Oirectry 

19 

Corel - Auto racing 

19 Fatty Bear's Bthday srprs 

19 

Languages of the World 

24 

Return to Zork 

25 

9000 Sounds/Sound File 

21 

Corel - Aviation 

19 Fatty Bear's Fun Pack 

18 

Lawnmower Man 

19 

Scooters Magic Castle 

34 

A Hard Day's Night 

19 

Corel • Birds 

19 Flight Simulator Tool Kit 

56 

Learn to Speak English 3 

59 

Seert Weaponof Lftwafe 

15 

Adventures in Heaven 

13 

Corel - Bridges 

19 Font Elegance 

12 

Learn to Speak French 3 

59 

Select Phone 

149 

Adven of Willy Beamish 

16 

Corel • California Park 

19 Font Heaven 

19 

Learn to Speak Spanish 3 

59 

Shareware Explorer 

49 

Aesop's Fables 

19 

Corel • Carribean 

19 Fonts Platinum 

12 

Learning Adventure 

9 

Shareware Heaven 

15 

Aircraft Encyclopedia 

29 

Corel • Coast 

19 Food Analyst 

29 

Learning Heaven 

14 

Shareware Heaven 2 

14 

All Music Guide 

49 

Corel - Deserts 

19 Forever Growing Garden 

19 

Legend of Kyrandia 

30 

Shareware Heaven 3 

21 

Amazing Universe 

49 

Corel - Fields 

19 Fractal Exstasy 

33 

Library of the Future 

29 

Shareware Ovedoad Trio 

19 

America Alive 

19 

Corel - Fireworks 

19 Free Phone 

24 

Lfstyle of Rich&Fms ckbk 

29 

Shareware Studio 3 

16 

American Vista Atlas 

24 

Corel - Flight Jet 

19 Full Bloom 

24 

Loom 

14 

Shrlock HlmsCDetecZ 

20 

Animalsl San Diego Zoo 

17 

Corel - Flowers 

19 Futura Games 

12 

Lord of The Rings 

27 

Slilent Service II 

25 

Apogee Game Compan 

18 

Corel • Foods 

19 Gabriel Knlght/SInsFathe 

24 

MacMilllan Diet, for Child 

19 

Simtel2.0 

16 

Arctic Baron 

29 

Corel - Fruits & Vegetabls 

19 Game Master 3rd Edition 

15 

Mad Dog McCree 

19 

Sleeping Beauty 

18 

Art Appeal 1; Business 
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It ain’t 
kid stuff. 



Subscribe to America’s #1 
Computer Game Magazine... 
and Score Up to 47% Savings! 


Get serious about playing and winning computer games with 
Computer Gaming World. In every monthly issue, you’ll — 

• Discover special "winning secrets” for your 
favorite games 

• Get "first looks” and in-depth reviews of new 
computer games 

• Explore the latest in multimedia, CD-ROM and 
interactive game environments 

• Leap into virtual reality with online gaming 

• Turbocharge your system for faster action... 
and much more! 

Whether you're into fantasy, action, sports or strategy. 
Whether you use DOS, Windows'" or a Mac. ..now you can 
start racking up the points with Computer Gaming World. 
Subscribe now and save! 

□ One year/12 issues — $27.94 — YOU SAVE 41% 

□ Two years/24 issues — $49.97 — YOU SAVE 47% 

Savings based on annual cover price of $47,40. 


CALL NOW TOLL FREE 
1 - 800 - 827-4450 



To guarantee your savings, please 
mention this special 4-digit code to 
the operator when placing your order: 
4Z94 
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your ultimate fantasies come alive, 
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UROTSUKIDOJI 

is there any hope for humanity? 
Will the Legend of the 
Overfiend become reality? From 
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UNDER THE HOOD 


What We Go 
Through For 
Sound 



How to Handle a Sound Card That Just Won’t Behave 

by Mike Weksler 


0 1' all the hardware complaints 
we get, the majority deal with 
two topics: sound card condgii- 
ration, and getting a game to 
run when there’s not enough 
conventional memory. Mow 
convenient, then, when a single 
product can generate frustration in both 
areas! No matter which sound card you 
own, you’re sure to find some great mem- 
oiy management tij)s in this discussion of 
the Creative Labs AWE32. 

BOOT THREE TIMES AND 
CALL ME IN THE MORNING 

What's the deal with Creative Labs? You would 
think that as an industry standard, they'd have a 
clue as to the requirements of their core mar- 
ket— GAMERS! I heard a General MIDI music 
demo and wanted to upgrade from the lame FM 
synthesis of my Sound Blaster Pro. I had a 
choice of getting a Sound Blaster 16 and a 
Wave Blaster, but I was told that Creative's new 
AWE32 has both Sound Blaster sound and Wave 
Blaster music built in. I checked out the AWE32 
and it looked like a good value with lots of soft- 
ware, so I sprung for it. Now, after installation, 
Doom crashes and there’s not enough memory to 
run my other games— this thing installed a ton 
of TSRs and my CONFIG.SYS is all screwed up. 
It took me the whole weekend to get it figured 
out. I must admit, when it works, it sounds 
great, but that's in Windows— I want something 
that will run with my MS-DOS games!! 

Lee McCarter 
Corinth, MS 


Configui ing the A\VE32 with MS-DOS 
.should be laughc as a graduate course in 
comj)uter science, I feel your pain. I too 
spent an evening coiinguring A\\T,32 dri- 
vers, and while I was able to get the card 
running with various games, well, let's just 
say I’ve had more fun at the dentist. 

This is a monster ol’ a sound product 
with some amazing utilities and really use- 
lul software. For the musician, you can 
add up to 32MB of RAM and upload 
MIDI patches to the card (like the 1MB 
Gravis Uli'IuSound). It even emulates a 
Roland M'r-32, a Roland SOUND Canvas, 
and does on-the-I1y Qsound; however, it’s 
a nightmare for the gamer. Specifically, 
there are ti ton ol’ drivers, little info re- 
garding what they do, and the most im- 
portant feature — the General MIDI 
MPU-401 interface (for selecting General 
Midi in your music setup) — is implement- 
ed in software. What’s the big deal about 
that? Well, this MPU-^101 driver, AWEU- 
TIL.EXE, is a huge TSR taking up 44K! 
Combine that with your CD-ROM drivers 
iind you’ve got no memory left for games. 
Additionally, the biggest flaw is that 
AWEU riL.EXE will not work with pro- 


tected mode games (like Doom or other 
games where you see a DOS/4G when run- 
ning them). Logitech, Elnsoniq and Medi- 
aVision have all figured out how to use a 
hardware implementation of the MPU- 
401 to avoid this problem, and I’m 
amazed that Creative Labs didn’t follow 
suit on this product. 

Anyway, maybe I can help you out. Let’s 
check out the deal with the drivers. The 
install program placed a number of dri- 
vers into my CONFIG.SYS (see Figure 1). 

The first line is for the CD-ROM. 'Fhe 
rest is all AWE32 stuff. As if this weren’t 
enough, the installation added several 
lines into my AUTOEXEC.BAT file (see 
Figure 2). 

The first three lines are environment 
stuff and don’t take up any precious lower 
640K. The first executable is the Microsoft 
CD-ROM extension, and it’s pretty huge. 

DIAGNOSE and SB16SET are not 
loaded into memory. They make adjust- 
ments to the card and then unload. 
AWEUTIL however, is the big one. If you 
set the /EM flag to General MIDI, then it 
takes 44K. You need this TSR to select be- 
tween the MT-32, General MIDI, and 


FIGURE DNE 


DEVICE=C:\AWE32\DRV\SBCD.SYS /D:MSCD001 /P:220 (IIK) 

DEVICE=C:\AWE32\DRV\CSP.SYS /UNIT=0 /BLASTER=A : 220 (7K) 

DEVICE=C:\AtVE32\DRV\CTSB16.SYS /UNIT=0 /BLASTER=A: 220 1:5 D:1 H:5 (26K) 

DEVICE=C : \AtVE32 \DRV\CTMMSYS . SYS I lOK) 
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NOT RECOMMENDED FOR 
PLAYERS UNDER 13 


For centuries, war has raged among the demons and fairies, 
devastating this mystical land. Two young knights, separated at 
birth and raised by mortals^ chosen for the ultimate battle that 
will decide the fate of heaven and earth. Never knowing their 
time relation — or their own dark destiny they are fated to meet 
and duel each other to the death. As Desmond, the Knight 
ofXentar, you will be striving with many a winsome 
enchantress to overcome menacing foes — 
and perhaps in victory, become the ruler of all. 


So the challenge is on! An incomparable role playing 
fantasy game for your PC, with stunning, hand sculpted 
graphics throughout, humorous script and thrilling 
plots. But be warned — tuith its romance and intense 
action, Knights of Xentar is not for kids nor the faint hearted. 


.Tl NOTION AWAITS 


Based on the 


Available at finer software dealers everywhere or call 
I 800 258 MEGA. VisalMastercard accepted. 


Download the FREE demo by calling our 24 hour BBS 310 539 7739 
(8 data bits, no parity, 1 stop bit, filename kxdemo.exe) 
or send $5 for the demo on diskette to 
Megatech. PO Box 11333, Torrance, CA 90510. 
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FIGURE TWO 

SET BLASTER=A220 15 D1 H5 P330 T6 

SET SOUND=C:\AWE32 

SET MIDI=SYNTH:1 MAP:E MODE:0 

C:\AWE32\DRV\MSCDEX.EXE /D:MSCD001 /V /M:15 
C:\AWE32\DIAGNOSE /S 
C:\AWE32\AWEUTIL /R;50 /C;50 /EM:GM 
C:\AWE32\SB16SET /P /Q 


Roland Sound (lanvas GS patches. You 
can also use llie /R and /C coiuniands to 
add Reverb and Chorus ellects, which are 
pretty cool but not worth the hassle. 

So, what we have is 87 K c)rAWH32 dri- 
vers added to 56K of CD-ROM drivers 
i'or a grand total of 143K! Add to that, 
disk cache and mouse drivers ai 28K and 
I7K respectively for a grand total of 
188K worth of stuff to somehow load 
high, tweak, and otherwise sweep under 
the rug tf) get your games to run. Quite a 
daunting task considering that loading a 
mouse driver high will bring most users 
to iheir knees! In other woi'ds, installing 
the AWE32 with a CD-ROM and your ex- 
isting MS-DOS configuration makes in- 
stalling a standard Multimedia Upgrade 
Kit look as easy as swapjnng a spai'k plug. 

So, if you want to stick it out with the 
AWE32, first y{)u have to reconfigure your 
system and you have three choices. First, 
you could start by loading MSCDEX.FXE 
iiigh and fiddling with MS-DOS’s MEM- 
MAKER utility, but it probably won’t 
make a dent in this configuration sce- 
nario, and unless you’re a good DOS hack 
or want to become one (the subject of fu- 
ture articles and many a book), you can 
skip to choices two and three. 

d'hird party memory managers like 
Quarterdeck’s QEMM, Qualitas’ 
386MAX, and Helix’s Netroom all have 
features that will optimize your configura- 
tion. QEMM’s Oi’iTMiZE will give you 
around 580K on the first try. If you Just 
had CD-ROM drivers, you can get that 
figure up to around 634K with a Few deft 
keystrokes, but 188K worth of drivers will 
just abmit choke anything out there. 

As an innovative approach to the above 
problem. Helix has released “cloaked” 
drivers for your disk cache, mouse and 
CD-ROM. 'Ehe normal drivers for the 
above take up 86K. The cloaked versions 
take up a mere lOK (loading the remain- 
der into extended memoiy, thus freeing 
up 76K of lower RAM and the Upper 
Memory blocks for the AWE32 drivers). 
I'hese cloaked dri\'ers are a great w'ay to 
configure your rig for games, period. 

Unfortunately, if you want General 
MIDI music out of your AVVE32 with a 
protected mode game like Doom, you 
need to boot your machine without 
AWEUTIL.EXE resident (it can be dis- 
abled by typing “REM” in front of it in 
your AUTOEXEC.BAT file). Then, you 
need to use a daughtercard like Creative 
Lab’s Wave BLAS' l'ER or MediaVision’s 
PkofI'XSIONAl WA\Ta'.-U5Lt; Upcaunt; to at- 


tach to the feature connectoi' on youi' 
AWE32. While slinging on a daughter 
card is one way to gel the boai'd lo work 
with protected mode games, ihis ap- 
proach defeats the purpose of ha\'ing the 
AWE32 in the first place. (You’d l)e best 
off with the SOUND Bias i er 16, MediaVi- 
sion Premium 3D, or Aztech Pro- 161. for 
use with daughter cards). The other op- 
tion is to boot your compitter without 
AWEU'EIL.EXE and hope youi' game 
runs with sound and music drivers from 
John Miles. He has written drivers that 
shoitld work with the AWE32 in protected 
mode. By the way, the Doom 1.5 update 
supports the AWE32, bitt it still won’t 
work with AWEUTIL.EXE loaded. 

Of course, you could have just added a 
stand-alone wave table synthesis card to 
your ScJUND Biaster Pro (like the Turtle 
Beach Mon'i erey, Roland SCXil Sound 
Canvas, or the Ensoniq Soi.indscai'E), btti 
that’s assuming that you had ;tn extr:i bus 
slot available and that you can handle the 
extra wiring of multiple sound and music 
outputs. 

Is there hope for the AWE32? More 
games are beginning to support it in its 
ntttive mode and there iirc Miles drivers 
available, It’s the first proditcl from Cre- 
ative Labs with gi'cat ittilities and, when it 
runs with a game, it’s OK; iDut, it’s doubt- 
ful that a game will really exploit all the 
feattii-es of the AWE32 in the I'uiure. The 
main reason to purchase an AWE32 is the 
ability to store MIDI patches in u]) to 
32MB of onboard R/\M. However, with 
the price of RAM being what it is, and the 
card coming stock with only 512K oi 
RAM, don’t expect (m)any game develop- 
ers to support the AWE32 foi' onboai'd 
configurations exceeding 512K of 1U\M. 
It’s a shame because this is what the prod- 
tict was designed to do from the start. 
Alas, gamers are probably better off with 
;i sotincl card and wave table datighiei' 
card combo, their old Sound Beasi'er 
Pro ;md a stand-alone wave table card, or 
an all-inclusive card stich as the Gluw’iS 
Uei'R-'Vsound or the Lota i Ecai Soundman. 


If any of you oitt there want the easy out, 
and your sound card can handle it, the 
daughter cards are looking mighty line. 

At ])i-ess lime, according to a Creative 
Labs spokesperson, there wasn’t a pro- 
tected mode MI^U-4(J1 'ESR available. I 
can’t imagine that Cireaiive would ignore 
this problem and I hope they gel one 
out soon. One lip they suggestecl was to 
comment out (i.e., type 'REM in front of 
the line that you want to remove) the 
GPS.SYS driver out of the (X)NFIG.SYS 
file. Weighing in at a mere 7K, CSP.SYS 
drives the on-boai'd DSP chip vvliich has 
yet to be utilized by an MS-DOS game. 
4'his could nuikc the difference between 
getting a game to run or getting that all 
loo familial' “You Do Not Have Enough 
Memory 'fo Run This Giune” message. 
So while the AWE32 is one helluva 
sound card, expect to go to hell and 
biick to get it installed for MS-DOS 
games. 

Finally, for all yon seasoited DOS hacks 
out there who think 1 caved in and was 
loo quick in I'eaching for the QEMM 
disk, send me your best CONFIG.SYS 
and AU’FOEXEC.BA’F (prefei'ably rigged 
foi' the AWE32) and I’ll run the jjair that 
frees up the most conventional memory 
as an example of how lo do it right in a 
forthcoming memoiy management arti- 
cle — and as tin enduring monument to 
your genius! 

For memoiy managers, contact: 

Flelix: Neii'oom, Multimedia Cloaking 

(718) 392-3735 

Qualitas: 386MAX (301) y(}7-670{) 

Quarterdeck: QEMM (310) 392-9851 

Why don’t yon share your technical adven- 
tures with your fellow COW readers who ma% 
have the same probleins? Sotd your questions, 
cool hacks, and lips lo Under The Hood, c/o 
Computer Gaming World, 130 Chaparral Cl. 
Suite 260, Anaheim Hills, CA 92808, or at 
a)i.y of our e-mail addresses (Inlernel: 
76703. 622@compusewe.co7/i). ^ 
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USED IBM GAMES 

COMPLETE & VIRUS FREE: 
WITH THE ORIGINAL BOX. 
DOCUMENTATION AND 
DISKS 


1M2 PACIFIC AIR WAR 32 

2400 AD 4 

7THGUESr-CD 32 

A-TRAIN ta 

A-TRAIN CONST SET 8 

A.TAC 15 

AtOTANKKILLERU 14 

ACES OF PACIFIC MISSION 13 

ACESOFTHEPACIFIC 21 

ACES OVER EUROPE 29 

AD&OCOU£CT£D:FORGE 18 

AOVOFWILCYBEAMISH 14 

WV DFWIUY BEAMISH-CO 19 

AIRBUCKVEHIJ 19 

IR DUEL 21 

AIR WARRIOR SVGA 
AIRBORNE RANGER 
ALL AMERICAN COLilGE 
AU.IED FORCES 
ALONE IN THE DARK 
ALTERED DESTINY 
AMAZON 
APBA BASEBALL 
APBA BASEBAIl-WIN 
ARCHON ULTRA 
ARCnO BARON 
■■■[A: ELDER SCROllS 
ASHES OF THE EMPIRE 


23 


NRACERS-CD 
EYE OFTHE BEHOLDER 
EYEOFTHEBEHOLDER2 
F-I17A STEALTH FIGHT 
F15STRIKE EAGLE 
FI5STRIKE EAGLE2 
FI5STRIKE EAGLES 
FI6C0MBAT 
F19 STEALTH FIGHTER 



KINGS OUESr 1 ENHAN 
KINGS OUESn-EGA 
KINGS GUEST 2-EGA 
KINGS OU£ST4'EGA 
KINGS QUEST S-CO 
KINGS QUEST S-VGA 
KINGS QUEST B-CO 



BAT. 

817FLYINQFOFnRESS 12 

BAD BLOOD 13 

BARDS TALE 1 10 

aARDSTAL£2 12 

BARDSTAIE3 19 

BARDS TALE CONST SET 13 

BATMANCAPEOCRUSADE S 

BATMAN RETURNS 28 

BATTLECHESS2:CH1N 6 

BATTLECHESSAOOa 18 

BATTLE CHESS-WIN 14 

BATTLE COMMAND 5 

BATTLES OF DESTINY 9 

BATTLETECH 1 5 

aATTLETECK2 9 

BICYCLEBRIDGE-WIN 14 

8ICYCLEPOKER 14 

BIROSOFPREY 19 

BLOODNET 2B 

BLOODSTONE 19 

BLODOWYCH 7 

6LUEANDGRAY 28 

BLUE FORCE: NEXT OF KIN 25 

BLUE MAX ACES GREAT 4 

BODY BLOWS IB 

BUDOKAN 4 

ZZALDRINHACEINT 19 

CAHM6ERSCIMUTAKTP 12 

CAMPAIGN 2 29 

CAR & DRIVER 21 

CARRIER STRIKE 18 

CASTLES 9 

CASTLES 2 19 

CHALLANQEOF5REALM 16 

CKAMPIONSOFKRYNN 9 

CHAOSCONTINUUM 24 

CHESSMASnRSOOO 12 

CIVILIZATION 26 

CMLIZAT10NWIN 28 

COASTER 9 

CODE NAME: ICEMAN 9 

COLONaS BEQUEST 10 

COMMAND HQ 6 

COMPANION OF XANTH 27 

CONAN 9 

CONaiCT 4 

CONaia: KOREA 8 

CQNaia.'MIDDLEEAST 8 

CONQUEREDXINGDOMS 15 

CONQUESTOF JAPAN 19 

CONQUESTS OF CAMELOT S 

CONQUESTSOFLONGBOW 9 

COKSPIRACY-CO 34 

CONTRAPTION ZAK 14 

CONVERT ACTION 5 

CORPORATION 5 

COUNTDOWN 12 

CRACK DOWN 6 

CRIME CITY 8 

CRIME WAVE 9 

CRISIS IN THE KREMLIN II 

CRITICAL PATH-CD 28 

CURSEOFAZUREBONOS 9 

CURSEOFENCHANTIA 18 

CYBER EMPIRES 12 

CYBER RACE 12 

-RRACE-CD 32 

D-DAYBEGINNINGOFEND 29 

D-GENERATION IS 

CAEMONSGATE-CD 22 

DAGGER OF AMMON RA 18 

DARKCENTURY 18 

DARKSUN 28 

OARKLANOS 9 

OAHKSEED IB 

OARKSPYRE 7 

DAS BOOT SUBMARINE 5 

DAUGHTEROFSERPENTS 12 

OAVIOWOLF:SECRETAGENT 10 
OAYOFTHETENTACLE 29 

DAYOFTHEVIPER 7 

DEALEHSCROICEPOKER 12 

DEATHKNIGHTSOFKRYNN 14 

DETROIT 32 

DISCOVERYSnPSOFCOLUMB IB 


mmoLSHFORmoGAm 

We wont ywr (urmit used gomes 

1 - 800 - 377-8578 

toll for oulboiization bsfort shipping or 
FAX lisi fix tuntnl quota to 6C5-334'876& 

In Canoda, coB 605-339-2060 

mSElLUSiD GAMES 

All games ore lested & IBM disks virus checked 

gonfi 91 in origiMi bti (till ongirat ikiaiMiiWiai 

Call for current title availibilily 

WE ACCEPT ONU 
W5/l/iMas/erCorr^D«fover 
Money Orden/Casbiers Oietk 

Most items shipped same day. $5 l)P5/S9 2nd Day Air 

odl w (lAmwImi en Cnmia) 

GAMER’S GOU) ■ 10DB W. 41st Street • Sioux Fulb • South Dokolo > 57105 



Got Something To Sell? 

Follow these Easy Steps 


3. OAMIK’S <S<He will quote itw curnnl buying 
pricM & iuue on oulbonzolion number br your ibipmflfil. 
Gomel will not b« ocrepted wilhoul an authorizoKcn no. 
Price quotei ore good for 14 doyi. 

3. Pock garnet In box. Write oulborizdon no. dearly on 
outilde d box. Moll to GAMM'f OOU>. Sore your 
outhorlzolion no. We con'l ontwer queitioru about your 
ihcpmoni wilboul y«ir numberl 


S. Your check wifi uiuolty be moiled wilbin 10-1 4 working 
doyt of receiving your gomes. Some 'wish liil* gome 
credit) moytoka ilighHy longer to fill. 


Comet witi be checked For viruiat 
Garnet muM be complete wirh oP ditto, printed moteridt, 
l> in original box. Incomplete gomet w^ be relumed at 
your expenie. 


FACES: THIS 3 ID 

FALCON 3.0 28 

FALCON 3.0 SCEN1 FIGHTING IB 
FALCON AT 9 

FANTASYEMPIRES 29 

FIGHTING FOR ROME 6 

RNALCONaiCT 9 

FIAMESOFFREEDOM 6 

FLASHBACK 22 

aiGHTOFTHEINTRUDER 8 

aiGHTSIM4.0 18 

aiGHTSIM5.0 29 

FOURCRYSTALSPFTRA 9 

FREOOY PHARKAS FRTR 19 

FRONT PAGE FOOTBALL II 

FRONTIERaiTEE 28 

FUTUREWARS 5 

GABRIEL KINGHT-CD 35 

GATEWAY 2: HOMEWORLD 24 

GATEWAY SAVAGE FRONT 9 

GEMFIRE 23 

GENGHIS KAHN 13 

QLOBALCQNQUEST 9 

60BL1IINS1V6A 9 

G0BLIINGS2VGA 14 

GODFATHER 9 



LEISURE SUIT LARRY 1 
IE SUIT LARRY 3 
--'IT IARHY5 
SUIT LARRY S 


GREENS 

GUN80AT 

QUNSHIP 

GUNSHIP2000 VGA 
GUYSPY 
HARO NOVA 
HARDBALL 3 

HARDBALL 3 PLAYERS DISK 

HARPOON 

HARPOON 2 

HARPOON BATTLESET2 
HARPOON BATTLESET4 
HARPOON DHALIGR PAK 
HARPOON DESIGN SERIES 7 
HARRIERASSAULT 
HEART OF CHINA-VGA 
HEIMEOAIL 
HEIRS TO THE THRONE 
HELL CAB- WIN CD 
HEROES OF THE LANCE 
HIGH COMMAND 
HORDE 


14 


28 


17 



LOST IN TIME-GO 
LOSTSECRETOf RAINFOREST 
LUCAS ARTS AIR COMBAT 



Na PRD LEAGUE FB 92' 9 

NaVIDEOFOOTBAlL 9 

NHL HOCKEY 29 

NIGHTBREEO 9 

NIGHTSHIFT 9 

NOVA 9-VGA 7 

OBITUS 9 

OBLITERATOR 4 

OIL'SWEU a 

OMEGA 9 

OPERATION COMBAT 6 

OUrOFTIIISWORLD 14 

OVERLORD 6 

PACIFIC ISLANDS CD 18 

PATRIOT B 

PAHON STRIKES BACK 7 

PEPPERS ADV IN TIME 18 

PERaCT GENERAL 17 

PERaa GENERAL SCEN 8 

PERaCTGENERALTRILOay 32 
PGA GOLF 9 

PIRATES 7 

PIRATES GOLD 26 

PLANET'S EDGE 12 

PlAYMAKER FOOTBALL 5 

P0LICEDUEST1-VGA 9 

POLICE QUEST 2 9 

POLICE QUEST 3-VGA 16 

POLICE QUEST 4 31 

POOLOFRAOIANOE 9 

POOLS OF DARKNESS 13 

POPOLOUS 8 

POPULOUS 2 19 

POWER HITS: BAnLETE 21 

POWER HITS: SCI-FI 16 

POWERMONGER 12 

PRINCE OF PERSIA 17 

PniNCEOFPERSIA2 25 

PRIVATEER 32 

PRO LEAGUE BASEBALL 25 

PnOLEAQUEFB94' 19 

PROTENNIS 12 

PROPHECY OF THE SHADOW 4 
PROTOSTAR 26 

PUNISHER 5 

QUANTUM GATE-WIN'CD 32 

QUARTER POLE 16 

QUESTFORGLORYtEGA B 

QUESTF0HGL0RY1VGA 12 

QUESTF0nGL0RY2EGA 12 

QUESTFORGLQRY3 19 


STAR CONTROL 


STELLAR7-CD 17 

STORMOVIK 6 

STRATEGO 19 

STREETFIGHTER2 22 

STRIKE COMMANDER 17 

STRONGHOLD 24 

sruNTISLAND 16 

STUNTS to 

SUBWAR 2DS0 21 

SUMMONING 9 

SWORDOFTHESAMURA1 8 

SYNOICAH 21 

TAKEABREAKPINBALL 14 

TANGLED TALES 9 

TASKFORCE1942 19 

TEAMYANKEE IS 

TEGELS MERCENARIES 5 

TENNISCUP 17 

TERMINATOR 9 

TERMINATOR 2: ARCADE 19 

TERMINATOR 2029 19 

TERMINATOR: RAMPAGE 19 

TEST DRIVE 1 5 

TEST DRIVE 2 12 

TESTDRI«3 15 

THE PROPHECY 10 

THEATREOFWAR 8 

THEIR FINEST HOUR 9 

THEME PARK MYSTERY 8 

THEXOER1 10 

THEXOER2-FIREHAWX 10 

THIRD COURIER 4 

THUNDERHAWK 8 

THUNDERSTRIKE 9 

TIGERS ON THE PROWL 29 

TOM LANDRY FOOTBAa 18 

T0NYIARUSSA2FANT 9 

T0NYLARUSSABB2 32 

TONY LARUSSA BASEBALL 19 

T0NYLARUSSAULTIMATEB8 5 

TORNADO 28 

TREASURE TRAP 7 

TREASURES SAVAGE FRO 9 

TUNNELS &TROUS 6 

TWILICHT2000-VGA 16 

ULTIMASWARRIORSD 15 

ULTIMA6FALSEPflOPH 11 

ULTIMA7BUCKGATE 24 

ULTIMA 7.5 SERPENT ISLAND 22 

ULTIMA 7.5 SILVER SEED 13 

ULTIMA 6: PAGAN 24 

ULTIMA 8: SPEECH PACK 10 

ULTIMAS PAGAN-CD 32 

ULTIMA UNDERWORLD I 16 

ULTIMAUHDERWORLD2 28 

UNCKARTEREDWATERS 21 

UNNATURAL SELECTION 21 

UNNECESSARY ROUGHNESS 19 

VVICT0RY:VEL1KIYEL 14 

V VICTORY: MARKET GAR 14 

V VICTORY: UTAH BEACH 14 

VAXINE 9 

VEILOFOARKNESS 16 

VENGEANCE OF EXCALIB 5 

VETTE 9 

VIKINGS 2 29 

VIRTUALREAUTYSTUDIO 28 

VISIONS OF AFTERMATH 7 

WAHINTHEGULF 17 

WAR OF THE LANCE 5 

WARLORDS 9 

WARLORDS 2 25 

WARflIORSOFLIGEND 5 

WASTELAND 18 

WAXWORKS 12 

WEAVERCOMMOlSKVER 3 

WHENTWOWORLDSWAR 21 

WHERE IN EUROPE CARMEN 19 

WHEREINSPACECARMEN 24 

WHERE IN TIME CARMEN 18 

WHERE IN USA CARMEN 17 

WHERE IN WORLD CARMEN 18 

WINGCOMaSPECOPERATIONS IS 
WING COW ULT1I4A5-CD 19 

WINS CONV ULTIMA UNDWRLD 26 
WING COMMANDER 1 9 

WING COMMMtDEH I DU 20 
WINS COMMANDER 2 DU 29 
WING COMMANDER ACADEMY 18 
WIZARDRY4 8 

WIZARDRYS 11 

WIZARDRY 7 CRUSADERS 19 

WIZARDRYTR1LOGY2 32 

WOLFENSTEIN 30 16 

WOLFPACK-CD 29 

WONDERLAND 8 

WORLD TOUR TENNIS 13 

WORLDS AT WAR 9 

WW2 AIR FORCE COMMAND 21 

X-COUUFODEaNSE 32 

X-WING 29 

X-WING IMPERIAL aiRS 13 

YEAGERS AFT 4 

X-WINGB-WING IS 

CORRIDOR 7 20 

Prices & milabllity subject 
to change. Call Toll Free tor 
current titles and those not 
llsted-we'vB got lots more! 
All Used Games are com- 
plete & virus tree with 
origlnel box, documentation 
& disks. System com- 
patibility is not guaranteed. 
All sales are linal-deleclive 
games replaced with same 
title. Free shipping (Regular 
Ground) in the continental 
USA on orders overSISO. 
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NOW PLAYING 


These Just In 

Here are our quick takes on games that arrived just before press time. 

You can he sure that the more prominent titles will be given a full review in the next issue. 


APBA FOOTBALL 

For over three decades, APBA has sim- 
ulated the mighty contests of the gridiron 
tliroiigh player stat cards and rolling dice. 
‘Phis version oFAl^BA Football is the lat- 
est attempt to transfer the saNAy and au- 
thenticity of the \'enerahle hoardgame to 
thcMvorld of silicon sports simulations. As 
with most stat-hased text games oi' late, 
some graphic life has been injected, with 
a “football” cursor moving up and down a 
Green Bay-green Fteld. The textual de- 



scriptions of j^lay scroll by on a colored 
background, and have a degree of \'ariety, 
although it’s doubtful they’ll ever replace 
Pat Summerall. Box scores and sttitistics 
galore are compiled, and may be viewed 
on a game-by-game basis as the season 
progresses, with such dettiils as length of 
scoring drives included for the famitic. 
Scheduling is fairly flexible, as is the op- 
tion to save in the middle of a game (for 
chose coaches who really hate to lose). 
Some oddities are also included, such as 
the computer making substitutions for 
you unasked, and the AI opponents being 
called “robots” (will the next version be 
called Isaac Asimov's Gridiron Fantasy?); 
but overall, this recreation of the board 
game looks ready to break from training 
camp. Fhe 1994 schedule and players are 
on a separate disk, which should be avail- 
able by the time you read this. IBM, 
$39.95. Circle Reader Sendee # 1 
APBA Game Company, Inc., lOUI 
Miuj:r.sviu.f. Road, L'INCaster, PA 1 7 CAB, 
{800) 334-2722 


BATTLE OP BRITAIN II 

We shall light them on the beaches. We 
shall light them in Macinlosh-geneniied 
skies, and in the Witulows formtit. We 
shall never surretider! 'Flieit again, we 
might, since Rene \'idmer ;md the folks at 
Deadly Gaines ha\'e the tendency to cre- 
ate addictive games with more than a 
toitch of historicity. Unlike other Deadly 
titles such as U-Bo.vi and M-I, B.viTi.t' of 
Bri'IAIN’ II is less ;i simulator than a 
straight-up wargame. Boardgame enihti- 
siasls will recognize the inlluence of |ohn 
ButteiTield’s classic RAF design, which 
\'idmer thoughiliilh’ lists iti the bibliogra- 
jdiy to BoB IF By keejjitig tactical detail 
to a minimum, the ojjerationtil aspects of 
the crucial W\\41 air campaign are elFec- 
tivelv simuhiied with ;i minimum of com- 
plexity. In your role as Air Chief Mtirshal 
Sir Hugh Doweling, you must commit the 
meager resources ol the Roval .Air Force 
iigainst the m:issi\’e forces of the Ijifhi'a/fc 
who outnumber ytm by a-lo-l. \'our only 
information comes from ohsen’ers in the 
field and RDF reports, an early liirni of 
radar. Although this newest version fails 
to fill itjj the entire screen in Windows, 
there are plenty of blips on the RDF to 



keep eveti vetei'an air commanders biting 
their nails, making the didiculi decisions 
of where and when to I'isk your over- 
worked pilots. Have the Observei' Cioi'ps 
keej) a sharp eye, and keep those Sjjitllre 
sc]u;idrons on standby, because failure 
means that lliilei' will launch Operation 


Scelonif, atid the .Swastika will lly o^T'r the 
'Fhames! IBM, .$59.95. Circle Reader Ser- 
vice # 2 

DEADI.Y (f-\MES, 38 iF.I)’l.-lM7 Ave, 
B.-m-iuj-:, NY 11709, (516) 628-1039 

FALCON COLD 

Flight Sim I'aiiatics confused h)' the 
plethora of Fai.con' 3.0 disks, scenarios, 
patches and other add-ons, may rest easi- 
er now, as Spectrum I loloByte has j)ack- 
aged the entire series on a single CD. 
Iticluded are the latest \'ersions of Fai.con 
3.0, MiG-29. IIORNFi : N.W'AL S'IRIKL 
FiiaiTKR, and Oi'KR.vf ion Ft.viNo Tic.lr, 
com|)Iete with new Right models for both 



the MiG-‘29 and the F/,\-l<S Flornet. 'Fhe 
Art ofllu' Kill video enclosed will be a boiin 
Ibr those intimidated by the program's 
complexit)', ofl'ering a short course in the 
basics of air combat maneitvering. In- 
stalling the entire CD lakes up 29 MB on 
the hard drive, and even pla)’ing “direct- 
ly” from the CD-ROM still tises some 
1 1MB of sjxice. Still, newcomers to Fai.- 
con will appreciate having all ol' the U|)- 
grades and hug fixes in one place. Add in 
the network, modem and enhanced AI 
for .solitaire play, and you have as close to 
the ttitintale llight package as is possi- 
ble — at least tinl.il F'At.coN 4.0. IBM, 
.$09.95. Circle Reader SeiA’ice # 3 
Spectrum HoeoByte, 2490 Mariner 
S ciuARE Loop, AL.-iMEnA, CA, (510) 522- 
1164 
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160 mph? 


5 ROADS. 4 COWS. AND 400 MEGABYTES OR REAL. I_l EE -TH R E AT E N I N G ROAD EOOTAGE 
ON CD-ROM. THROW YOUR LEG OVER. IT’S TIME TO GRIND SOME BEER. 


A RACING GAME BY SPORT ACCOLADE 

Circle Reader Service §256 



NOW PmYINC 


INTELLIPLAY COWBOY 
CASINO 

'I'liis tHVROM prtxliicl is slccpcd hi 
iionvddii Hollywnocl \Vc-'.steni traditions, 
complete will) saloon, imilli-eilinic cast, 
and ol course, a poker _tr;inie. One tradi- 
tional loucli which would have been Ix;!- 
ter left out is the atlenipl to make the 
multimedia views look old-liishioned and 
“grainy.” whicli is something the medium 
rtirely needs help witli. Ilere, the results 
are gra\’ pixels which stick out like a sore 
dealer’s ihuml). Tlie \ai ious coinjniler 
opponents run the gamut Irom badly 
overacted to genuinelv tmuising, hut none 
of them will thi'eaien Brel Ma\’erick on a 
good day — at least as Car as playing 



strength is concerned. 'Che minimal help 
li-oni the bartender and a jjoker “hook” 
on-screen, tells only w'hal to do — fold. 
I'aise, etc. — wdlhoui any I’eason xoliw 
though this is :imelior;iled somew'hal by 
the inclusion of a beginner’s poker hook, 
'I'lic Basics of IK/aa/ag Poker. Worst of all. 
the numual implies that these crusty old 
A1 Inishwhackers may even he cheatin’. 
It’s enougli to send an honest poker play- 
er back to AM.ARii.t.o St.t.vt’s, Ml’C CD- 
ROM, $49.95. Circle Reader .Ser\'ice # 4 

[\'ri:i.i.iMi:i)iA Sports, Ixc. Two Pied- 
most Cester, .-In.-iSTA, CM. 30305, (SOOj 
269-2101 

LINKS BIGHORN GOLF 

Corgeous tlioitgli all the Links ‘hSh 
courses might be, (his deseiwes the subti- 
tle ol" “Delightful Desert S\'Ci.\ N'istas," so 
stunninglv has the beauty of the course 
been caj)tured. I he lowering Stmia Rosa 
Mountains form a backdrop I'or the vari- 
etv of llora found in tliis surprisingk 
green arid climate. The back nine is fairh' 
lvj)ical of courses found on the pro loitr. 
with |)erhaps lewer water liazards (as one 
would expect in the land of cactus). The 
first lew holes oiler a set ol untisual chal- 
lenges for the Links golfer. Missing the 
fairwa)’ often jnits yon in the rough, as 
you hit \’our second shot from the side of 



a tnoimlain. (ireens are often small and 
hidden in natural coves, making the ap- 
proach much more dejjendent on touch 
and accuracy than sheer power. Chipjjing 
from the rough desert terrain means that 
vou'tl newer be Cjuite so ali'aid of normal 
traps again. Wliai a shame tliiU on the 
cour.se fiimous for hosting the RCA’s Shins 
Game, we can't ha\'e a proper AI oppo- 
nent. Nonetheless, a fine reiifliiion of a 
great course b\’ Arthur Hills, BitatORN is 
right up with I’l'.tnu.t: Hivvcit as the best 
coursi; released to dale for Links. IBM 
and Windows, 31^-1.99. Ciircle Retider Ser- 
vice # () 

/If.f.'/i'.S’.S' SOETWARE, IXC., 4910 WEST 
, Pariiart Dr., S.u.r Lire Cety, LIT 
H4H6. (800)800-4880 

NORMANDY: 

THE GREAT CRUSADE 

K\'en though it lacks a game, this is one 
of those rare LD-ROMs that does Justice 
to both the subject and the medium. Pro- 
duced by The Discoxery Lhannel, this 
package lives up to TDOs fine standards 
in writing, erliting, use of footage and the 
ability to weave all the pieces into a mean- 



ingful whole. There are major subjects 
liere, covering ewen thing from the liome 
front to Operation Fortitude to the libera- 
tion ol Paris, with video clijDs, detailed 
narration, and photographs to help tell 
the stotw. In addition, each subject is 
fleshed out through articles, original ra- 
dio broadcasts, maps and personal letters 
f’roni soldiers and commanders at the 


front. The program ma)' be run in “Auto 
Pilot” mode, taking )’ou through tlie en- 
tire story, orjum])ed into and out of at 
the user’s pref’erence. Hitler's nightmare 
of a second Kuropean front comes alive, 
as you cruise througli this accurate and 
well presented look at the greatest am- 
phibious oj)eralion in hislor)’. IB.M CD- 
ROM. S49.95. Circle Reader Ser\’ice # 1 

Discovery Commcskatioss, /at;.. 7700 
U'isco.ssEY A\-e., Betiiesda, MD. 20814- 
3579, (301) 986-1999 

NOTHING BUT NET 

Cdock licking.. .he moves inside. ..goes 
up for the jump hook. ..the ball r;iilie,s 
around. ..it must be another text basket- 
ball ganiel But wait — there's more to this 



one than statistics on a .screen. From j)er- 
sonnel screens to shot selection /ones, the 
players are actually graphicall)' dejncled 
on a brow'll parquet floor background. 
And even though the animations will nev- 
er win a Most Fluid Movement au'ard, the 
intent here is to provide some visual in- 
terest in this simulatiim of professional 
basketball. Unlike many of this game’s 
competitors, vou mav not select shots for 
individual players, as the focus is strictly 
on coaching and developing a team. I’he 
depth is impressive, witii a pro pla\’book 
for designing your own plays, a drtd't 
module, even algorithms for how well 
players inleracl with one another. So make 
the pass, sports fans, pick & roll, and 
move it inside with this engaging, easy-lo- 
play and ihorougli game. IBM S49.95. 
(urde Reader Service # 8 

Str-iteok: Gamisc. Desigss, 659 Cary 
7'oirA7-; Bi.i'D 14176, Cary, A'C. 27511, 
(919)552-1807 

PREHISTORIK 2 

'Fhose who fondly remember Caveman 
with Riiigo Starr mav don their leojxird 
skins and leap right into this siliv piehis- 
toric arcade title. “Mungerlanci” looks 
eveiy bit as much the prehistoric fast-fiiod 
strip as it did in the first game of the se- 
ries, oflering plenty of action as you tiw to 
fill your cwer-grumbling caveman belly. In 
addition to scrolling and junqjing from 
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NOW PLAYING 





one scTcen lo another, you may emjDloy 
that wondrous invention of’ tlie Meso/.oic 
era, the liang-glicler (obviously invented 
by a distant ancestor of Leonardo da Vin- 
ci), to Sjjced you on your way through the 
various levels. While it’s obvious tlitil the 
dinosaurs who oppose you are a l^it out ol’ 
their time period, anyone who is worried 
about that won’t j)ick, up this game in the 
first place. IBM, .'$44.99. Circle Reader 
Seiwice # 9 

77n/,s' Software, 20432 C.orisco Sr., 
Chatsworw, C/l, 91311, (818)709^3692 

REBEL ASSAULT 

In a galaxy not so far away, digitized 
video and state-ol'-the art comptiter 
graphics were combined to create a vis- 
ceral Star Wars feast on the IBM conipui- 
er. Now, the mysterious powers of The 
Force have made this experience avail- 
able for .Macintosh star-pilots as well. 
Screaming down canyons, being chased 



by TIE lighters and ambtished by Storm 
'I'roopers never sounded or looked so 
wonderful. The John Williams sound- 
track, along with the film footage horn 
the Star Wars trilog}' of films, are almost 
seamlessly integi'ated, to the point where 
this game has a very cinematic feel 
throughout, 'fhe only problem is that 
would-be Luke Sk)v\'alkers don't liave any 
more freedom to move around in this 
richly-generated Mac world than their PC 
counterparts enjoyed. If you like comj)ut- 
er cinematics and enjoy repetitive and 
limited arcade action, you might want to 
take a ride on this X-WiNO with training 
wheels. IBM, $(i‘L95. Circle Reader Ser- 
vice # 10 


SOLITAIRE ANTICS 

just when you thought it was safe to 
shuflle the old virtual deck, another ver- 
sion of Solitaire crawls otit of the wood- 
work. Using their expei'tise garnered 
from developing screen savers, Ant Soft- 
wai'e (and Masque Publishing) unleashes 
insects on your well-laid tableau, fleshed 
(Hit in over 50 animations. Other than the 
|3arade of crawling, flying and othenvise 
animated ants, however, the card-flipping 
is much the same as any other solitaire 
product — although the games do have 
three modes of clifTiculty, a bit strange for 
this genre. Realizing that solitaire is a re- 
laxing pastime, the designers have 
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thoughtfully included a control to play 
audio CDs at the same time you are 
searching for that three of diamonds, All 
in all, amusing enough, with the main 
t|uestion being how long solo entomolo- 
gists will be enthi'alled by the relatively 
scant number of games — 21 in all. IBM 
Windows, Mac, $24.99. Circle Reader Ser- 
vice # 1 1 

Gamitifk, Inc, 2999 N.E. Wlsr Street, 
Suite 500, North Miami Beach, FL, 
33180 (305) 935-3995 

TUBULAR WORLDS 

'Hie fiction used lo justif}’ most arcade 
games is largely nibbish, but the stoiy for 
this Amiga/IBM/Mac shooter wins this 
month’s Silly Setup crown. Your final test 
as a space cadet is described as a tour 
through four virtual cyber-xoorkls. It’s hard 
to decide if this is a sly comment on the 



industry, or merely shows that the design- 
ers have a good sense of humor. Even if 
your fictional world-within-worlds is only 
virtually a virtual reality, it still manages 
to throw a lot of action at you in the usual 
scrolling and shooting I'ashion, complete 
with expected boss starships at the end of 
each level. Veiy European in style, it re- 
sembles an Amiga shootei' from about 
1990. Amiga 1200, IBM, Mac, $59.95. 
Circle Reader Sen'ice # 12 

Dongleware Publishing, Inc., 35 
Howard Street, Cambridge A/.-f, 02139, 
(617)497-1130 

WOODSTOCK 25TH 
ANNIVERSARY CD-ROM 

The festival tliat brought together so 
many people for music, drugs and mud, 
has now been re-rolled onto a CD-ROM 
that by its veiy nature can’t really do jus- 
tice to the event. But it’s the 25th anniver- 
saiy of the ultimate love-in, with Woodstock 
II hype still ringing in our ears, and 
Time-Warner knows a good marketing 
angle when they see it. Basically a collec- 
tion of video clips, photos and eight songs 
from the original concert, the CD also in- 
cludes back-stage interviews, “raps” with 
some laid back cats, news clippings, per- 
former bios and album anthologies. 
There is also an amusing trivia game that 
relates little gems like the fan who floated 



away one night on an air mattress and 
woke up lodged under a truck, and a 
“Groovy Paint Feature” where you can 
spiral trippy 60s clipart over strobing 
backgi'ounds until your corneas superno- 
va. Far out! We had trouble getting the 
IBM version to run Quicktime movies, 
but the Mac version ran well. A cool pro- 
gram for the countless millions of fans 
who thought they were there, but foi- the 
rest of us, probably not worth the trijx 
Mac and IBM CD-RO.M, .$59.99. Circle 
Reader Sen'ice # 1 3 
TtME Warner Interactive, 2210 W. 
Olive Avenue, Burbank, CA 91506, (800) 
482-3766 Ibt 


208 COMPUTER GAMING WORLD • OCTOBER 1994 






,*«stpW'C 


n truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfleld at once so you can aim your shots. 

A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for... just one more 
game and a shot at your new high scorel 

Washington Post- "Crystal Callburn perfectly 
captures the essence of a great pinball machine." 

New York Times-"The realism is striking... 

[Crystal Callburn] will be at the top of Silicon Santa's 
i gift list this year." 

' Inside Mac Carnes- "ARCADE CAME OF THE YEAR" 

Computer Came Review- "Crystal Callburn sets a new 
standard, for realistic pinball on a computer, there's nothing 
like this game." 

Electronic Entertainment- "Crystal Callburn is simply the 
best, most realistic, most challenging pinball simulation for 
the Macintosh yet." (Rating: 9 out of 1 0) 

CAME5 Magazine-"You'll forget you're playing on a 
two-dimensional computer screen... the realism is 
astonishing." 

MacUser-"Electronic pinball's Holy Grail." 
ig: 4 '/rout of 5) 


Crystal Callburn 

from the creotlve genius of iiHlelVing™, developer of JRlSJAfi™ and fight Ball Deluxe™ for Macintosh. 
Available from your favorite retailer or mail-order catalog. Interactive D£MO on AOL^ and CompuServe^. 


NOW AVAILABLE FOR WINDOWS! 


StarPlay Productions, Inc, » PO Box 21 7 • Greeley, Colorado 80632-021 7 • Tel 303,447,9562 • Fax 303,447.2739 
™ Crystal Callburn and Tristan are trademarks of LittleWing CO, LTD, Other trademarks are the property of their respectii/e owners. 


SYSTEM BiQUmMEHTS: 


MACINTOSH: 13 "or 
larger monitor, 2S6 
colors, and 4MB BAM. 

WINDOWS: 386 or foster 
processor, Windows 3.1, 
2S6 SyCA monitor, 

4MB BAM. Supports 
SoundBlaster^ and other 
Windows compatible 
sound cards. 


Circle Reader Service #225 




State of the art Flight Simulation in World War 1 action 


Atost imxlcm oenal battles don't c^para with the skill abd ahnospher^ generated • 
by dbgfi9hts over Northern Eiiroi:^. No modem flight sims: compare with Dawn Patrol;. ‘ - 

Dtivim pqt^ takes a detailed took at dozens of actual sitoations from WW1. Background ihfohnoHoh on reoMife 
■Acj^ cmd pjones prdvtde a fascinqHhg insight. Superb digitized photographs and animated-: 
ocHoh s^uences add to the experience. • . 


then suddenly you are in, the aircraft 


Eqch.eveht con be ployed put In supeih 30 vdth hdlcdntrpl of 1 5 aircrohtaksn.-frdm^dtbrdd^^d^ with their 
own aeradyhamie model;. With q resolution of 640 X 460> texture mapping^ GdUraudishadihg^Jight isblicciAg and 
depth shading dib sc.reen lool^ more realistic than anything Seen on PC so for, the bpapty of these oirci'qft is • 
unlike modern equivalents/ they fly slowly enough for you to appreciate the detail - unless you happen t6be b^trig- 
dttackcd.'by^'Fpkkersthat'isr \ ’ ’ ‘ ‘ ' ' I ‘ ii | 

Not only can these individual missions be adjusted to tilt-the balance for you or against- you, but riiere are oUo 'i' ' 
specific pilots for you to become through a series of missions, attempfing to emuldteOr even outshme the - * <:'!:' 

achievementsof Vbh.Rjchthofonl ^ 1 

No guided mi$siles,no loser range-finders/ - 


Circle Reader Service *136 
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For more Infomiatldn yi^ ilod^ttwaiB re^ilar nr call En^triqii^21^9 
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Welcome to the Cooperstown of Computer Games. 

Here, raised upon pedestals, you’ll find the games that broke the records, 
established the benchmarks, and held gamers in delighted trances for hours untold. 



The Bard's Tale (Electronic Arts, 1985) 
Battle Chess (Interplay Productions, Inc., 1988) 
Chessmaster (The Software Toolworks, 1986) 
CimiZATiPN (MicroProse, Inc., 1991) 
Dungeon Master (FTL Software, 1987) 

Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (I nterstel, 1978) 

F-ia Stealth Fighter (MicroProse, Inc., 1988) 
Gettysburg: The Turning Point (SSI, 1986) 
Gunship (MicroProse, Inc,, 1989) 
Harpoon (Three-Sixty Pacific, 1989) 
Kampfgruppe (Strategic Simulations, Inc., 1985) 
King's Quest V (Sierra On-Line, Inc., 1990) 
Lemmings (Psygnosis, 1991) 

M-1 Tank Platoon (MicroProse, Inc., 1989) 
Mech Brigade (Strategic Simulations, Inc., 1985) 
Might & Magic (New World Computing, 1986) 
M.U.L.E. (Electronic Arts, 1983) 

Pirates (MicroProse, Inc., 1987) 
Railroad Tycoon (MicroProse, Inc., 1990) 

Red Baron (Dynamix, 1990) 

SimCity (Maxis, 1987) 

Starflight (Electronic Arts, 1986) 

The Secret of Monkey Island (LucasArts, 1990) 
Their Finest Hour (LucasArts, 1989) 
Ultima 111 (Origin Systems, Inc., 1983) 
Ultima IV (Origin Systems, Inc., 1985) 
Ultima VI (Origin Systems, Inc., 1990) 

War in Russia (Strategic Simulations, Inc., 1984) 
Wasteland (Interplay Productions, Inc., 1986) 
Wing Commander (Origin Systems, Inc., 1991) 
Wizardry (Sir-Tech Software, 1981) 

Zdrk (Infocom, 1981) 



IMDUCTION CEREMONY! 

LEMMINGS 
PSYCHOSIS, 1991 

Ever since Walt Disney promulgai- 
ed the romanticized image of lem- 
mings as a species that would 
blindly follow the crowd over a cliff 
edge and to tlieir watery deatiis, 
the species has become a well-worn 
metaplior for the mindless follow- 
ers of any leader. In its initial re- 
lease over three years ago, 

Liimming.s placed gamers in the role of such a leader, but 
added an intriguing twist. Instead of leading the cute lit- 
tle creatures to their demise, the gamer was expected to 
save them from their peregrinating selves. While much 
of the game’s appeal is due to the endemic culencss of 
lliese little furry creatures, it is also apparent lliai Lem- 
mings is a “god game,” at least in a broad sense. Cast in 
tlie role of the Lemmings’ savior, the player must remove 
harriers, yank the lovable Lilliputians from dangerous 
precipices, and save them from all sorts of aquatic, Her)' 
and ollienvise calamitous ends, primarily by assigning 
various lemmings to certain tasks. Much like Tetris, this 
game gave a new twist to the puzzle game genre. 

Successful on man}' levels. Lemmings transcended the gen- 
der hairier and appealed to women as much as it ap- 
pealed to men. For most of us, the bottom line is that 
there always seemed to be time for jus! one more level of 
this insidiously addicting game. Now that Lemmings has 
migrated to the liard di'ives of eveiy major platform, we’ll 
probably never know how many hours have been and are 
being spent watching Lemmings shimmy up dills, bash 
llirougli mouniains, or lloac to safety wiili umbrellas. And 
we’ll pi'obably never know how many moi'e hours will l)c 
s])ent witli the planned string of sequels. 

Look for LKM.MiNGS 3 to fall lielplessly down your cliimney 
diis Christmas. 

NEXT MONTH: Wing Commander II 
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AEGIS Patch: Eliminates 
the Electronic Book, 
crash. 4/28/94. 

Aide de Camp VI. 15: 

Newest version uses 70 
Kii less RAM and has sev- 
eral interface modifica- 
tions. 7/25/94 

Archon Ultra VI. 1 Update: 

Latest version of SSI's ac- 
tion/strategy game. 7/14/94 

Bane of the Cosmic Forge 
Patch: Re])lacement file 
for players who get a di- 
vide overllow when start- 
ing tlie game. 8/28/94 

Battles of the South Pacific 
Upgrade: Latest patch for 
QQP’s WWII naval strate- 
gy qame. .5/24/94 

Cactus League Pro Basket- 
ball Update: Corrects stats 
of 70-7 1 season disk. 
6/28/94 

Chessmaster 40DD Turbo 
vl.04: Newest upgrade 
for Software Toolworks’ 
chess program. 6/28/94 

Comanche Joystick Drivers: 

Adds Flightstick Pro sup- 
port. 5/24/94 

Command Adventures Star- 
ship Patch: The latest fix- 
es i'or Merit Sofnvare’s 
sci-fi game, 5/19/94 

Companions of Xanth Points 
List: Complete point to- 
tals for Legend s adven- 
ture game. 5/25/94 

D-Day Patch: Includes 
missing text from game 
manual. 7/8/94 

Detroit Upgrade: Fixes in- 
clude finances, the De- 
cember crash and the 
255-worker bug. 5/81/94 

Diamond Dreams Upgrade: 

luxes all known bugs, and 
I'eatures greatly improved 
/\.I I'or computer manager 
strategies. 3/29/94 

Empire Deluxe VI. 1 Mac: 

Latest version of New 
World's strategy game for 
Mac gamers, fixes in- 




Computer game programs have grown so massive and the number of hard- 
ware configurations has become so huge that incompatibilities and glitches 
are frustratingly common. Patches for buggy programs have become a nec- 
essary evil until we reach the golden age of standardized platforms and bug- 
free programs (“Close your eyes, Dorothy...’’) 

These patches can usually be downloaded from most major 
networks (CompuServe GEnie, Ziffnet), but can also be ob- 
tained from individual software publisher's own BBSs or direct from the pub- 
lisher with proof of purchase. We continue to urge publishers to keep us 
informed of the latest patches for their games. 

Red indicates new files. 


elude cleaning up PBM 
play. 6/1/94 

Fleet Defender VI. 2 Up- 
grade: Latest version of 
MicroProse Oight sim, with 
4 1 new features. 5/17/94 

Global Domination Update: 

I'ixes modem play bugs. 
6/28/94 

Gobliins CD-ROM Patch: 

Fixes sound card and 
CD-ROM driver prob- 
lems. 8/1/94 

Great Naval Battles vl.l 
Upgrade: Several correc- 
tions listed in readme 
file. 6/24/94 

The Horde Vl.l Revision: 

Now .supports Media Vision 
Pro And io sound cards. Fix- 
es lockups on some Sony 
drives, ciead knights not 
disappearing after snowball 
hits, and also slo^vs down 
the end credits. 4/28/94 

IndyCar Racing VI. D4 In- 
ternational: Different 
patches for owners of 1 n- 
nvC].-\R Spanish, Italian, 
(ferman or French lan- 
guage versions. 5/19/94 

IndyCar Racing Patch: Im- 
proves AT and cleans up 
tracks. 6/23/94. 

IndyCar Racing Modem 
Patch: Cleans up difUcul- 
ties with modem play, 
and ilxes scrolling menus 
i'or steering devices with 
no y-axis. 4/7/94 


Jutland Vl.l Upgrade: Al- 
lows non-penetrating 
shells, adds more graphics, 
runs smoother, and most 
signilicantly, includes lime 
compression. 3/30/94. 

Jutland Patch: Fhe game 
will now recognize differ- 
ent sound card addresses, 
rather llian just the de- 
faitll 220 address. 5/3/94 

Kingmaker VI. 51 Upgrade: 

Latest version of Avalon 
I-!ill’s strategy game with 
many I'ixes. 5/25/94 

Lands of Lore Floppy VI. 23 
Upgrade: Fixes “Dawn’s 
Key” jjroblem and Pen- 
tium lockups when choos- 
ing a chtiracler. 4/28/94 

Lucky's Casino Update: Lat- 
est version of ()OP tjame. 
5/19/94 

M4 for Windows VI. 04: 

Latest upgrade fixes 
sound problems, espe- 
cially with Media Vision 
cards. 7/15/94 

Megarace vl.l Upgrade: 

Solves Sound Blaster dif- 
ficulties. 6/28/94 

MicroProse Sound Drivers: 

New Adlub sound drivers 
for many older games 
which had problems run- 
ning tvitb 486 and Pen- 
tium machines. 4/7/94 

1942 Pacific Air War: Lat- 
est fixes, including joystick 
enhancements. 7/8/94 


Pacific Strike VI. 19: Con- 
tains 9 fixes I'or Origin’s 
new (Tight sim. 5/27/94 

Police Ouest 4 Patch: Fixes 
all known problems and 
speeds up restoration of 
saved games. Disk ver- 
sion only. 4/5/94 

Prophecy Patch: Solves 
gi'a])hics problems with 
(lister systems. 6/15/94 

Ravenloft l.I Upgrade: Lat- 
est version from SSI, flop- 
py and CD-ROM. 4/29/94 

Red Baron Patch: Configu- 
ration fix for IBM only. 
3/29/94 

Sierra Sound Patches: A va- 
riety of fixes and drivers 
for Sound Blaster, Gravis 
Ultra Sound and General 
Midi users, for a number 
of older Sierra games. 
5/19/94 

Subwar 2D5D V2.D2 Update: 

Corrects cursor drift, lime 
and date problem. 4/28/94 

Tigers on the Prowl VI. 3: 

New features include A1 
tweaks and combat routine 
enhancements. 7/25/94 

Tony La Russa Baseball 2 
Patch: Fixes stadium lock- 
ups. 5/3/94 

Tony La Russa Baseball 2 
CD-ROM VI. 3: Latest ver- 
sion with numerous fixes. 
7/21/94 

Ultima 8 Patch: Fixes 
/VdLib i^rlilem with some 
macliines. 4/15/94 

Warlords II Update: Lat- 
est version, for those who 
don’t liave the construc- 
tion kit. 6/ 1 7/94. 

Warlords II Copy Utility: 

Allows you to copy armies 
and cities between VV.Mt- 
i.ORii.s 11 scenarios. In- 
cludes documentation. 
7/4/94 

X-Wing Enhancement: 

'I'liis I'SR allows use of 
extra Thriistmaster but- 
tons. 6/2/94 W 
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MICROFORUM Presents The Most Complete 
Game Solution Collection In The Market! 


Also Included in RELEASE 2.0 

• Tips and secrets for the most popular SEGA and NINTENDO games! 
Doom Extras - Cheats, tricks, extra episodes, new sounds and much more! 
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)Woodborougb Avenue, Toronto, Ontario CANADA MtMSAl 


SOLD AT BETTER COMPUTER STORES! 
or to ORDER DIRECT Call TOLL-FREE h800-465-CDCD 
DEALER INQUIRIES WELCOME! Call 14161656-6406 


Circle Reader Service #89 


©1994 Mcratenwi he AJ Bighli fioserved 


Beating Rumors 
Into Plowshares 


by Cyrus Ferguson Deere 



'riili SKY WAS Till-: lU.UK OT WKlHAVOOi) 
.STONi'WARK wrin iiii-: clouds providing thk 
CRKAMV Wliri'K riUM. I WAS CROSSING 'niK 
cnunriy, Hying (o iinci out iibout Crystal Dy- 
namics’ uiuinnounccd baseball game and 
had ended up in my dad’s hoinetown in Ok- 
lahoma. As we stopped beside the high 
school baseball diamond to watch the locals 
]day, 1 remembered hearing that Crystal was 
going to be using lots of digitized video in or- 
der to create a realistic-looking action game. 

As the game I'lnished, my dad wanted me 
to join him at his small Oklalioma town’s 
version of “Cheers” — ilie local colTee shoj). 
Now, you have to realize that my dad makes 
fun of me for iK’ing such a city boy, and I 
didn't help as I made my entrance into his 
hangout. It .seems that one of the farmers 
had placed a pitchfork beside liis truck and 
someone had knocked it to the ground. 
Naturally, 1 managed to step on the tines of 
tlie fork and jjropel the liandle up toward 
my head. It didn’t hit me, but 1 sure looked 
stupid. 1 tried to save face by telling evciy- 
onc at my dad’s table lliat a ]:)itcbfork is one 
of die weapons of clioicc in lii.ool), a 3-D 
lirst-person action game from Apogee Soft- 
ware which uses the Dogm engine and |iuts 
the player in a borrific woi'lcl like Stephen 
King might create, 'fhe engine has been ad- 
vanced to the point wliei'c entire rooms can 
“morph” and plailbrms can move as though 
die player was traveling on them. 

As we sal down in the coffee .shop, one of 
the men asked my clad if this was die son 
who went to parties and played games for a 
living. Being close to the land, they couldn’t 
imagine anyone getting paid to find out ru- 
mors and write them down once a month. 
They asked about my latest rumor and I 
showed them my September column with 
the info about Delphine’s project with Elec- 
tronic Arts. I had since found out that the 
game ivas going to be called RKi.KN'ri.K.ss, 


and tliat the 3-D action/advenuirc where 
you escape from an insane asylum in order 
to rescue your true love looked like it was 
going to have a lot of puzzles. The only oth- 
er 3-D game I’d recently seen that would 
use that many puzzles was the one Apogee 
was going to call Ruin.s. Ruins has an Egypt- 
ian theme, but Ibllows the premise that the 
Egyptian civilization was inspired by aliens. 
The game uses the Doom engine, but has 
added translucent special effects, parallax- 
ing skies and (loors, round walls, revolving 
doors and moving vehicles. 

One of the good ole boys at the table .sug- 
gested that I belonged in an insane asylum 
for actually writing about “stuff like that” 
and another got up to leave, saying that lie 
intended to burn llie biiisli off his field that 
day. Since bis field ivas riglit next to one of 
my uncle’s places, I listened with iiUercsl as 
llie other farmers tried to convince him that 
the wind was too strong to burn anylliing 
safely. He left, aii)way. What we didn’t know 
at that lime was that tlie fire would gel so 
out of control that it would have taken most 
of the liquid in Interplay’s fuiure Wati'.R 
World game to pul it oiii. Even if I’d told 
them that Waler World was the title of an up- 
coming Universal film starring Kevin Cost- 
ner and Dennis Hopper, I’m not .sure that 
they would have been impressed. So, ! did- 
n’t even tell them that the game could be- 
come the foundation of an entire series of 
role-playing games. 

Another fellow said he didn’t know much 
about computer games, but bis oldest son 
played a shareware program called Dukl 
Nukem. I told him that Apogee had a fii st- 
person version coming out called Duke 
Nukem 3D that was built off the Doom en- 
gine. I told him about the great special effect 
in the game where you can shatter glass, and 
he Just laughed derisively. “\Vhy, my son can 
shatter glass just trying to cany up his mom's 


canning Irom the cellar.” After that, I didn’t 
bother telling him about Apogee’s Si-ladow 
Warrior, the 3D ninja game where theAI is 
smart cnougli to know when to ambush you 
and when to inn away. It just seemed super- 
lluous. So, the table talk returned to the idea 
of how I make my living. “You mean they 
pay you to go to parties?” asked one grizzled 
tiller of red clay. 1 explained that I needed to 
be where people in the industiy' were in or- 
der to find out what was happening. 

“For example,” I told them, “I might go 
to the Mesquite Rodeo with the folks from 
Merit Studios.” For the first time, they 
seemed interested in the conversation, 
“'niey might tell me in between the calf rop- 
ing and tlie Brahma bull riding that they’re 
working on an ice hockey game.” 

“Really?” asked the farmer, meaning that 
he wanted to know what I thought about the 
calf roping and bull riding. 

“Really!” 1 wrongly assured him. “They 
have a U.K, team working on the project 
and, since it’s based on Olympic ice hockey, 
they liave a former Olympic coach consult- 
ing on ii,” 

y\bout that time, a fellow came in and told 
us that a fire was out of control at my uncle’s 
place. We all mshed out and drove over just 
in time to see the lire consume the last of 
my uncle's I'ence posts. 

I realized I could be cjuickly drafted to dig 
jKisl boles for replacement fence posts, so I 
mumbled something about Merit’s Tunnel 
R/Vr. For the first time that clay, the locals’ 
di,sinterest in my jirofession had worked to 
my advantage. I meant I was going to mv 
dad’s house to play an early version of the 
first-person 3-D shooter from the Isle of the 
Dlad team, and they thought I was going to 
sil out in my dad’s garden and shoot rats and 
rabbits. Instead, I was shooting two-legged 
rats, the imaginaiy kind. Somehow, I didn’t 
ihink (hey would approve. 4ir 
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P H 0 E n I s 

FLIGHT & WEAPONS CONTROL SYSTEM 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick - the Phoenix Flight & Weapons Control System. 

Each of the 24 buttons can be programmed using a graphical interface, designed for 
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard 
joystick and keyboard controls. No special support is required. 
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